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INTRODUCTION

The philosophy of the absurd more or less states that there is no inherent human
meaning to life, and that the only meaning that life has is what each of us give it.
Therefore, as Albert Camus states, the most important question in philosophy is whether
life is worth living, since there is no absolute meaning, and if it is not, then is suicide a
viable option?
Camus presents a solution in his essay The Myth of Sisyphus (1942), which is
that man should not commit suicide in spite of living in a meaningless world, because the
struggle of life alone should bring one happiness. Meaning can be found in life, even if
one does not know why one exists.
Unlike Camus, playwrights in the Absurdist movement usually did not offer a
solution to this question, suggesting that it is ultimately unanswerable. The themes of the
plays were usually the lack of meaning of life, and also the isolation of the individual. As
for the latter theme, it basically exposed man as a lone outsider, unable to connect with
others. An example is a play in which there are two vagrants who have each other, but at
the same time are isolated. This is shown through their inability to adequately
communicate, with conversations that go endlessly in circles.
The forms of the plays of the theatre of the absurd were a way of communicating
the message in and of themselves, featuring the devaluation of language and a lack of

plot. Absurd plays used these methods because they told not the story of man but what
was going inside of his head, and this needed a less realistic and conventional way of
expression.
The devaluation of language was because conventional language had really failed
man, and was not an adequate way to communicate. Therefore, absurdist plays usually
contain dialogue that goes in circles or contradicts what is actually happening visually
(i.e. dialogue vs. stage direction)
My project stems from these ideas. What I have found the most interesting in my
exploration of the absurd thus far is the question asked by Camus regarding whether one
should commit suicide due to the lack of inherent meaning in life. I like the idea of not
showing a single solution, but the two main approaches to this question: to do so, or not
to. My intent was to show the two arguments through an animated stop-motion short
where two people have a vague conversation about “the meaning of life” while falling
through the air. I wanted to adapt the idea of an absurdist play into this format. At the end
of the film, one character falls through the water as they reach the end, surviving the fall,
and the second smashes flat onto it as if she were hitting concrete.

ABSURDIST PHILOSOPHY & THE THEATRE OF THE ABSURD

Although there are several philosophers and playwrights who have discussed,
interpreted, and written about absurdist philosophy, Camus’s approach to the subject
(although he did not enjoy being categorized as a philosopher of the absurd) was the one
that I found to be the most interesting. Some of the other philosophers had a more

negative approach, but Camus offers a duality in his attitude that is fascinating, and I
drew a lot from that in my film. Camus delves into the idea of the absurd in his essay The
Myth of Sisyphus, investigating what it is and what it means, how it affects our lives and
our experiences. Camus wrote The Myth of Sisyphus in 1942, around the same time that
most Absurdist plays began to be written. Most of the plays that were composed for this
movement were written between that period and 1960, when Martin Esslin wrote a book
about it and coined the term “The Theatre of the Absurd”. The idea of the absurd and the
movement that came along with it was in part a reaction to the two World Wars of the
20th century, as well as the decline in religious faith during that period, particularly as
patriotism and nationalism dwindled after the wars.
As I have stated previously, Absurdism poses that there is no inherent meaning in
life, and Camus presents the argument that while this is true, the challenge of life itself
should provide enough to make life worth living. Absurdist theatre, although it aligns
with much of what Camus believes, does not present an answer to this problem, only
exposing the absurdity of life and discussing different issues within that context. On this I
lean towards Camus’s approach, perhaps because it has a slightly more positive
connotation. We ultimately have to give meaning to our own lives, and through this we
may find happiness, although we will never find an absolute meaning. This individual
“creation of meaning” evades the problem and question at hand, it looks past what is
known to be true to create a comfort for ourselves, to allow us to be content and carry on
in this world although life has no meaning. The alternative would be, since we must have
meaning in life to value it and there is no meaning, that we should kill ourselves, but even
death is meaningless and this again evades the problem. This duality, of valuing our own

lives in spite of our mortality and ultimately its insignificance, and the two approaches to
what this means, is what the characters in the film personify.
Valeria, which means “strong”, personifies the idea of creating our own meaning,
and living based off of the value that we create for ourselves. Mara, which means
“bitter”, personifies the idea that since life has no meaning and therefore value, there is
no point in living. Their monologues mock a dialogue, which becomes clear as the film
progresses. These characters have two completely opposite approaches to the issue at
hand, which is in what way to approach life and its meaning, or lack thereof, and seem to
have no way of communicating. They both speak about their philosophy, what they find
to be true and what they feel, but at no point do they listen to one another. They are stuck
inside of their own heads, isolated from one another regardless of their physical
proximity, and although they recognize that the other person is there, the things that the
other is saying in no way taints each other’s perspective. This isolation and devaluation
of language and communication was also inspired by the approaches that the Theatre of
the Absurd used to communicate the issues explored in Absurdism.
The usage of expressions or mannerisms is also an element that is commonly used
in the Theatre of the Absurd. These are usually repeated, sometimes said by two
characters in a row but with minor changes. This is another way to show the devaluation
of language, to show that words no longer mean anything. We just repeat what we hear,
and cease to consider the significance behind the words that we are spewing. I tried to
bring some of this into my “dialogue”, to further show the disconnect between the two
characters.

Another duality that is presented by Camus is the idea that you can’t have life
without death, happiness without sadness, and so on. The human condition is fleeting,
mortality is very real, death is something that is ever present- memento mori. Remember,
you will die. Each makes the other more significant. Happiness wouldn’t seem so
beautiful if we couldn’t appreciate it next to misery, and the other way around.
Sometimes misery is bearable only because we know that happiness will come around
sooner or later. I tried to bring these ideas into the film through the construction of the
characters and their movement. The characters themselves are very beautiful and fragile,
they look as if they should be moving elegantly, but instead their movements are choppy
and awkward. The two accentuate the other, the beauty of the figures makes their
fragmented movements that much more uncomfortable. Each is further appreciated due to
the contrast.
Through my explorations and research into the background of Absurdism, I
developed a great appreciation for the subject. This film was an attempt to immerse
myself into this philosophy and movement.

PRE- PRODUCTION

Every part of this project was created a certain way for a reason. Nothing is
arbitrary. The reasons come from both a productivity standpoint and also to convey a
message, regardless of whether the message is direct or not. Initially I had decided to
create the film using hand drawings and stop motion. About 5 frames in, and many hours
later, I realized that this was not going to be feasible due to my inexperience with the

medium. I then moved on to the idea of two hand drawn characters and Adobe After
Effects, a program that I was familiar with but not nearly good enough at to produce the
type of film I was thinking of. I tried taking classes to learn what I needed for production,
and a few weeks into it realized that within the time frame that I had this would also not
be a viable option.
This is the point where I became extremely worried. I knew that what I wanted to
do wasn’t going to be possible in the amount of time I had, especially since this was the
first time I had done anything like this so all the techniques and processes were new. And
then it came to me: a collaged and paper based stop-motion film. I have always been
drawn to paper and patterns, and have a lot of experience cutting with X-Acto knives, so
making the characters with this medium was perfect. This type of production would also
allow me to do a collage of digital and hand painted backgrounds since I could bring
everything into After Effects once I had finished, giving me a lot of versatility. I was
skilled enough in the program to at least figure that out. The project became exciting
again, finally starting to make sense in my head, and then the fun part began: the
production.
The first thing I tackled were the characters. I studied a lot of stop motion and
character rigs, and began experimenting. I used magazine ads to get the proportions I
wanted for the characters, and built off of the original body shape to achieve what I
needed. I tried several papers, and ended up realizing that scrapbooking paper was the
most appropriate option. It is thick enough to hold its own, but not so thick as to make it a
hassle to cut easily. Also, since this type of paper comes in a million different varieties, it
allowed me to play with different patterns and textures until I found what I needed.

It was important to me that the patterns for the clothing of the characters were
able to hint at the character’s personality, but also work well from a production
standpoint. What I ended up finding was that a dot-based pattern worked the best in
concealing the fact that the dress is made from two separate pieces. While it is obvious, it
is subtle enough where it doesn’t distract. I chose the colors for the “fabric” according to
each character’s personality, therefore a lighter scheme for the positive character and a
dark one for the negative character. I also did this for the lining of the dresses, which are
two different diagonal stripe patterns. The idea with these was that when the characters
are both facing up, the diagonals seem to point away from each other. Of course they
would converge in the middle, but my first reaction seeing them that way was a visual
representation of their disconnect, since the diagonals seemed to be carrying them in
opposite directions, and therefore I decided to keep this.
Something that I found by accident but ended up working really well was using
magazine ads for the hair. I tried out many before deciding which to use. It was
interesting to search for fabrics and patterns that looked like hair but weren’t. I didn’t
want it to be as obvious or easy as just using an image of actual hair. That seemed too
real for the rest of the aesthetic and didn’t bring any extra interest to the imagery.
The next thing to tackle was the background. Originally I had planned on doing
the whole thing as watercolor, but as I started looking through my source imagery I
realized that I had a lot of interesting photos and textures that I had taken over the past
year and decided to use those instead. Instead of creating each part of the sky separately, I
made a very long frame to make it blend better and run smooth throughout the film.

The starry sky was created using a photograph of concrete glistening in the sun,
and a filtered painted texture to create contrast. As the clouds move in I trimmed and
blended different images of clouds I had shot, which was more difficult than I had
imagined but the challenge was enjoyable. All of the clouds used were from personal
photographs, except for the ones that move in front which were Photoshop brushes. The
water was made using two different underwater images, and cellophane. To bring it all
together, I scanned in patterned paper and blended it in to add texture, as well as
watercolor paper to make it look less digital and therefore work better with the paper
characters.

FILM & AUDIO PRODUCTION

The actual filming portion of the movie was the most gratifying. At that point it
was just making it come together, especially after the script was done. I already knew
what I wanted everything to look like, so it just became a matter of creating it. I
eventually found a way to create a “green screen” type set up for the characters, which
allowed me to quickly make frames rather than having to cut the character out of each
one. I was able to create a layer in After Effects with a filter that cut out all of a specific
color, and allowed me to tweak the threshold so as to not loose any of the details within
the characters.
I filmed using a tripod, DSLR camera, and two lights. Since it’s in a room with a
big window, I had to shoot at the same time every day to not have any discrepancies in

brightness. I learned how to set up a custom white balance on my camera as well, which
cut down production time. Instead of having to fix this post-filming, it was already done.
I shot all of the scenes before doing audio, and set up a rough of where everything
was supposed to be. When this was done I finalized the script, tried to make sure that
everything was as clear as possible, and then I found my two voice actors. I tried to look
for people who naturally had very positive and negative intonations to their voice. I
didn’t want the voices to be exaggerated or unrealistic.
After recording these I spliced the audio together, and then adjusted the film to fit
the audio. I added a very quiet layer of outdoor “noise” to add texture, and create more
depth for the sound aspect.

SCRIPT

The script was one of the first things that I started, but it was also one of the last
things that I finished. The idea for the thesis itself had come to me in the form of this
character falling through the sky and falling through the water, the water representing
life. As I did more research on absurdist philosophy and theatre I decided to go with the
idea of personifying the two opposing arguments that I mentioned earlier. A lot of
thought went into not only the words, but also the set up. I wanted the actions of the
characters, and even of the scenes themselves, to be repetitive, almost cyclical, in
reference to the motion of life itself. I tried to create a dialogue that was actually two
monologues, but in a way that one could almost pass it off unless he or she was paying
attention.

The characters don’t, and can’t connect, and drawing from the techniques used in
absurdist theatre I tried to implement this disengagement. Although they seem to be
conversing, when you really listen to or read what they are saying they have no idea what
is going on in each other’s heads.

THE FALL
by
CARMELA ZABALA

SYNOPSIS OF SCENES

Scene I ...............
Scene II ..............
Scene III .............
Scene IV .............
Scene V ..............

CHARACTERS

VALERIA
MARA

4
4
5
6
7

SCENE I
Valeria comes into the picture, freefalling. Sky is filled with stars glimmering. She is
really far away at first. She falls through all the way to the bottom, then camera pans
in so that she falls in and takes up most of the frame length-wise.

VALERIA

Gracefully falling. She puts her head back and does a
backflip, stretches. Goes back into a regular falling position, whistling. I wonder if this will ever end… Whistling
continues, keeps moving around.
Frame zooms out and Mara comes in on the right side.
It has to.
Valeria looks over, flips onto her stomach.

MARA

V

It’s been a while…
It took longer than I thought.
… I meant the falling.
That too.

M
V
M

SCENE II
Mainly covered by clouds, can barely see through them. Both V and R are very
relaxed, just given in to the situation.

VALERIA
MARA

What did it say?
Pause.
What?

V
M
V
M
V
M
V
M
V
M
V
M

It!
Wh—Oh!... I don’t know.
What do you mean?
I don’t know.
I don’t buy it. You heard nothing?
This is everything.
So what did it say?
What?
You know!
It?
It.
I already forgot.
What is important?
As much as it could be.

V
M

SCENE III
Break through the clouds, now it’s just the sky, very gradually changing blues, clouds
moving upwards, bird flies by, another bird flies by, a flock of birds fly by, V and M
come into the frame.

VALERIA
MARA
V
M
V
M
V
M
V

The sun is out!
Grunt and sigh. The sun is out!
How wonderful!
How awful!
By the way, I thought that’s why you went.
Pause.
Went where?
To see it.
Wh—Oh…
So that’s why you went?

MARA
VALERIA
M
V
M
V
M
V
M
V
M

V
M
V
M
V

I went there.
And you didn’t hear?
I heard everything.
You forgot?
It said something about “the water”.
What is the water?
It’s waiting...
For us?
-for everyone and everything to reach it.
Thinking.
I lied. The water said nothing. It wants nothing. It just
is, and it moves, and holds life, but it doesn’t mean
a thing. The water doesn’t care what it holds and
sustains; it just IS.
Pause. I can’t wait to reach it!
You’re here, or you’re there, nothing changes.
You should come with me!
Here we only fall. There we will struggle.
What is life if not struggle?
It is this- the eternal, vast nothing.
That is not life.
I would rather have this.

M
V
M

SCENE IV
VALERIA
MARA
V
M
V
M
V

I think I see it!!
See what?
You know what, the WATER!
Squints. It’s about time.
Oh, wait. No. It was just that flock of birds.
If you insist.
Have you changed your mind?

M
V
M
V
M

I have my doubts.
About being here?
What is life if not struggle for struggle’s sake? I prefer to
fall.
The fall will end. You have to choose.
I will, but I won’t tell you when I do.

SCENE V
VALERIA
MARA
V
M
V
M
V
M
V
M
V
M
V
M

I think I’ll call it a day!
Va- Valeria…
I’m beat! Yawns.
No, wait! What is that?
Gasps. I don’t know! It came out of the blue!
Could that be…
Is that…
It’s out of this world…
I can’t really put it into words… Will you tell me?
Surprises aren’t meant for telling.
Will you come with me?
Will you stay?
Please, please come with me!
I- smashes into the water.
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