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INFLUENCE OF MARS: REVEALING THE HUMAN 

The research enquiry explores the 
human, or mammalian tendency to 
build territories, to think in terms of 
dichotomies of self and other, friend 
and enemy. This is explored through 
a ten year old boy’s fascination with 
weapons, and raises questions 
about the content of computer 
games as well as traditional toys.

The principal research output is 
a short film entitled Influence of 
Mars that aims to show aspects 
of instinctual human behaviour by 
utilising a spontaneous approach to 
documentary filmmaking combined 
with artistic interventions and digital 
effects. The narrative spotlights a 
boy as he describes his arsenal of 
weapons against a changing green 
screen background.

The film questions innate 
psychological tendencies alongside 
socially manufactured human 
behaviour. These issues are 
explored further through academic 
texts that set the film in the context 
of an interdisciplinary investigation 
combining neuropsychoanalysis and 
creative practice research.

The filmmaking method employs 
leading questions, however the 
boy’s freedom to express his 
enthusiasm for weaponry is afforded 
by a spontaneous approach to 
production allowing the subject to 
perform in a playful and an open-
ended on-set environment.

The filming and post-production 
combines documentary and 
experimental traditions to illustrates 
the child’s fantasy by using green-
screen technology. This builds 
ambiguity that highlights the fluid 
quality of psychological space and 
its relation to cinematic space. 
That green-screen technology was 
developed for use in the mainstream 
media and the fantasy genre is 
implicit in this film.

The film has been internationally 
disseminated through television 
broadcast (Arte French / German 
channel), festival screenings 
(Hamburg, Oberhausen, Kassel, 
Warsaw), youth educational 
programs (Oberhausen, Paris), a 
creative app (Catalyst Festival of 
Creativity), and gallery exhibition 
(Sheffield Institute of Art). The film 
and wider research context have 
been further explored in conference 
contributions in Falmouth and 
Helsinki.

Above: Still from Influence of Mars, dir. S.Gent, 2017

https://www.shu.ac.uk/art-design-media-research-centre
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Influence of Mars, short filmINFLUENCE OF MARS: REVEALING THE HUMAN 

Above: Influence of Mars, 4 mins, dir. S. Gent, 2017

https://vimeo.com/498343755/ee81533c70
https://www.shu.ac.uk/art-design-media-research-centre
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Research process: overviewINFLUENCE OF MARS: REVEALING THE HUMAN 

The research contributes to the new 
field of neuropsychoanalysis that 
aims to build upon the strengths of 
the psychoanalytic tenet with recent 
insights from the neurosciences. 
Faced with humankind’s inability 
to make positive global decisions 
including the failure to deliver 
equitable resources and the pan-
historic, cross-cultural engagement 
with war, it might be argued that we 
operate according to mammalian 
instinct while remaining in denial of 
these aspects of human nature.
 
The film and wider academic 
research explore psychological 
territorialism from Deleuze and 
Guattari’s suggestion that human 
behaviour consists of territorialising 
and deterritorialising, where a 
territory is understood as the 
distance between two beings of 
the same species (Deleuze and 
Guattari, 1987, 319). Influence of 
Mars reveals a boy’s fascination 
with weapons, and immature fantasy 
violence and capture. The film 
raises questions about the content 
of computer games as well as 
traditional toys that may reinforce 
existing tendencies and respond to 
market demand.

The filmmaking method employed 
for Influence of Mars was one of 
spontaneous and playful production. 
The film was made in a single 
take and the performance was 
improvised. This presentational 
method is akin to fine art practice 
as opposed to traditional film 
production.

The use of green-screen on location 
demonstrates intention in post-
production, however the content 
of the performance was not known 
prior to filming. The documentary 
rushes are manipulated using 
images of war zones, physical 
toys, and digital games to replace 
the green-screen background. 
Additionally the boy’s bedroom 
is re-introduced as a background 
image that highlights the instability 
of the media image and the scope 
for manipulation and representation. 
The green-screen remains visible 
for much of the film, which is 
unusual. This builds ambiguity in the 
filmic space, suggesting a relation 
between psychological space and 
cinematic space, both in terms of 
the content of this film and in a wider 
context of the cultural consumption 
of media images. That green-

screen technology was developed 
for use in the mainstream media, 
especially news, and the fantasy 
genre of the film industry is implicit 
in this film. The artistic interventions 
illustrate the child’s fantasy and help 
construct a narrative that transports 
the tone from comedic to serious. 
This sudden and deliberate shift in 
tonal quality echoes traditions in 
conventional drama in which tragic 
scenes are emboldened by being 
preceded by comedic scenes. 
This structural detail enhances the 
impact of the film and emphasises 
the climatic punch-line that 
demarcates the boy’s behaviour as 
unconscious.

The film and its wider research pose questions including: 
Can filmmaking be employed to reveal underlying trends in 
human behaviour? Can a playful and spontaneous method of 
production reveal underlying behavioural tendencies in the 
filmed subject? 

https://www.shu.ac.uk/art-design-media-research-centre
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Research process: illustrationINFLUENCE OF MARS: REVEALING THE HUMAN 

Backgrounds utilized in the short film to create an 
illusion of location and to reference children’s toys 
and media images.

Above: Film still without background alteration showing the 
green screen. This is used as a feature in the film.

Above: Film still with steel plate textured background.

Above: Film still with background of boy’s bedroom to 
create illusion of location.

Above: Film still with Minecraft background to reference 
children’s computer games.

Above: Film still with green Lego background to reference 
toys and the use of green screen technology.

Above: Film still with war zone background as filmic climax.

https://www.shu.ac.uk/art-design-media-research-centre
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Dissemination: Arte distributionINFLUENCE OF MARS: REVEALING THE HUMAN 

Arte, the French / German cultural television channel acquired 
the commercial rights to Influcene of Mars from April to 
October 2020 exclusively and October 2020 to October 2021 
non-exclusively for a single broadcast with two re-runs within 
twenty-one days and ninety days catch-up for broadcast, two 
runs plus two re-runs online within twenty-one days on Arte’s 
website, a screening via WDR’s regional programme ‘WDR 
Fernsehen’ and twenty-one days catch-up with ten further 
screenings in the non-exclusive period. Additionally the film 
was licenced for a single non-commercial presentation to the 
public in ‘Cologne Short Film Night’

Influence of Mars distribution deal with Arte

The programmer commented in an email:
 
‘As the program is broadcasted around midnight we 
always don’t have very high viewing figures -so we are 
very happy with viewing figures and clicks’.

The viewing figures
 
The viewing figures are as follows:
 
Television:
 
106 000 viewers (59000 in France / 47000 in Germany)
 
Online:
 
The whole magazine including Influence of Mars and the 
report about had 6872 views  
Influence of Mars alone had 2275 views
The report about Susannah Gent had 647 views

https://www.shu.ac.uk/art-design-media-research-centre
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Dissemination: 64th International Short Film Festival of Oberhausen 2017INFLUENCE OF MARS: REVEALING THE HUMAN 

Influence of Mars screened 
at the 64th International 
Short Film Festival of 
Oberhausen 2017

Above: screen shot Influence of Mars at Lichberg Filmpalast

https://www.shu.ac.uk/art-design-media-research-centre
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Influence of Mars: 33nd International Short Film Festival of Hamburg 2016INFLUENCE OF MARS: REVEALING THE HUMAN 

Influence of Mars was screened in Hmaburg as part of the 
Flotter-Dreier-Wetterwerb program. The film was voted 8th 
best film by the audience out of a program of 30 short films 
and was selected out of over 400 submissions.

Above: Festival publicity: 33nd International Short Film Festival of Hamburg 2016

https://www.shu.ac.uk/art-design-media-research-centre


4/8

Influence of Mars: 35th Documentary and Video Film Festival of Kassel 2016
Influence of Mars: 9th International Historical and Military Film Festival in Warsaw 2018INFLUENCE OF MARS: REVEALING THE HUMAN 

Influence of Mars was screened at the 35th 
Documentary and Video Film Festival of Kassel 2016
This film festival in Germany is held annually and 
promotes innovation in moving image works.

Influence of Mars was screened at the 9th 
International Historical and Military Film 
Festival in Warsaw 2018

Above: Festival publicity: 35th Documentary and Video Film Festival of Kassel 2016

Above: Festival publicity: 39th International Historical and Military Film 
Festival in Warsaw 2018

https://www.shu.ac.uk/art-design-media-research-centre
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Influence of Mars: Dremonte in Dortmund, Germany 2017
Influence of Mars: the planet Mars in the Solar appINFLUENCE OF MARS: REVEALING THE HUMAN 

DREHMOMENTE PREISVERLEIHUNGSTAGE 
IM RAHMEN VON FEEDBACK- JUNGES MEDIENFESTIVAL 
IM DORTMUNDER U 
FREITAG, 06. JULI & SAMSTAG, 07. JULI 2018

DREHMOMENTE AUSSTELLUNG
UZWEI_KULTURELLE BILDUNG, EBENE 2 

VOM 05. JULI BIS ZUM 02. SEPTEMBER 2018 
(KOSTENLOS), AB 11.00 UHR 
Präsentation aller DrehMOMENTE.
Egal, ob Gewinner oder nicht! Alle eingereichten Filme werden in 
der DrehMOMENTE Ausstellung präsentiert.

KOSTENFREIER BESUCH ALLER AKTUELLEN 
AUSSTELLUNGEN IM DORTMUNDER U 
11.00 UHR BIS 20 UHR
Alle angemeldeten DrehMOMENTE Teilnehmer haben die 
Möglichkeit des kostenlosen Besuchs aller Ausstellungen im 
Dortmunder U an den Tagen der Preisverleihungen.

ABENDESSEN
18.00 BIS 19.00 UHR
UZWEI_kulturelle Bildung, Ebene 2
Alle Teilnehmer sind in der Zeit von 18.00 bis 19.00 Uhr herzlich 
zum Abendessen auf der UZWEI eingeladen.

WEITERE INFORMATIONEN & 
ANMELDUNG BIS ZUM 19. JUNI UNTER:

WWW.DREHMOMENTE-NRW.DE
FACEBOOK DREHMOMENTE_NRW 

INSTAGRAM DREHMOMENTE_NRW

ANFAHRT 

DORTMUNDER U
ZENTRUM FÜR KUNST UND KREATIVITÄT

LEONIE-REYGERS-TERRASSE
44137 DORTMUND

DAS DORTMUNDER U IST IN 5 MINUTEN 
FUSSLÄUFIG VOM HAUPTBAHNHOF AUS ZU ERREICHEN. 

EIN PARKHAUS BEFINDET SICH DIREKT
 AM DORTMUNDER U (NAVI: BRINKHOFFSTR. 4).

FEEDBACK UND DREHMOMENTE NRW – ZWEI PROJEKTE UNTER EINEM DACH.

FEEDBACK BIETET NACHWUCHSFILMERN DIE MÖGLICHKEIT, IHRE FÄHIGKEITEN IM DIALOG MIT ANDEREN MEDIENMACHERN UND MEDIENPROFIS WEITERZUENTWICKELN – 
FREI VOM KONKURRENZGEDANKEN.

BEI DREHMOMENTE NRW KÖNNEN SICH DIE JUNGEN PRODUZENTEN MIT ANDEREN GLEICHALTRIGEN MESSEN. 
DIE FILME UND FOTOS WERDEN JURIERT, KÖNNEN AUF DER BÜHNE GLÄNZEN UND HABEN DIE AUSSICHT AUF AUSZEICHNUNGEN UND PREISE. 

AUCH DIE TEILNAHME AN BEIDEN VERANSTALTUNGEN IST MÖGLICH.

FEEDBACK – JUNGES MEDIENFESTIVAL

05. BIS 08. JULI 2018 IM DORTMUNDER U I WWW.FEEDBACK-MEDIEN.DE

SAMSTAG, 

07. JULI 2018

 

FREITAG, 

06. JULI 2018

MINIS, KIDS, TEENS SAMSTAG,

07. JULI 2018

JUNGE ERWACHSENE

PREIS-

VERLEIHUNGEN

DREHMOMENTE NRW IST EIN PROJEKT 
DER FILMOTHEK DER JUGEND NRW

Emscherstraße 71
47137 Duisburg

fon: 0203 / 410 58-24, -25
info@DrehMOMENTE-nrw.de

IN KOOPERATION MIT: GEFÖRDERT VON:

Influence of Mars was screened at Dremonte in 
Dortmund, Germany 2017

Drehmomente is a youth competition in Dortmund, Germany for young filmmakers 
from 6 up to 25 years. Influence of Mars was requested to be screened at the 
awards ceremony as part of a diverse framework programme of short films for 
youngsters, 12 and older.

Above: Festival publicity: Dremonte in Dortmund, Germany 2017

Solar: Walking at the Speed of Light was a group project 
in which the planets of the solar system were assigned 
to a location at a distance from Sheffield Town Hall 
representing the relative orbit of the planet measured 
at a scale where the average walking speed represents 
the speed of light. The Town Hall was the sun, the 
first four planets remained in the city centre and then 
became increasingly spread out, and Neptune was out 
in Peak District. At each planet location art work could 
be unlocked on a phone app. The project was funded by 
Catalyst Festival of Creativity, produced in collaboration 
with Opus Independent and Epiphany VR, covered by 
Calendar News, and supported by the Sheffield Hallam 
University Art and Design Research Centre.
Influence of Mars was the film that represented the plant Mars.

Above: Solar: Walking at the speed of light, promotional page from the Walking Arts 
Research Group website

https://www.shu.ac.uk/art-design-media-research-centre
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Influence of Mars: Solar app launchINFLUENCE OF MARS: REVEALING THE HUMAN 

Solar: Walking at the Speed of Light walking app launch 
event took place at Sheffield Peace Garden with the 
‘Sun’ film being projected onto the side of the town 
hall. Members of the public joined the artists for a walk 
through the city centre, unlocking the first four planets.

The event was broadcast on Calendar news.
The launch and app were promoted by Now Then magazine 
with an article by Joe Kriss: Click here to view article

Above: Images from the Walking Arts Research Group website promoting the Solar: Walking at the Speed of Light app launch event at the Town Hall

https://nowthenmagazine.com/articles/solar-walking-through-art
https://www.shu.ac.uk/art-design-media-research-centre
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Influence of Mars: Solar exhibitionINFLUENCE OF MARS: REVEALING THE HUMAN 

Solar: Walking at the Speed of Light group 
exhibition was held at the Sheffield Institute 
of Arts gallery, Sheffield Hallam University, 
2017.
The show presented the artwork that corresponded to each 
planet in the ‘Solar’ app. including Influence of Mars.

Above: Solar: Walking at the speed of light, private view invitation with contributing artists listed.

https://www.shu.ac.uk/art-design-media-research-centre
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Influence of Mars: Forum des Images
Influence of Mars: Conference contributionsINFLUENCE OF MARS: REVEALING THE HUMAN 

Forum des Images, youth educational programme, Paris 2020

The non-commercial rights to Influence of Mars  have been acquired by the 
project coordinator at the Forum des images, a cinema located in Paris. 

The scheme that has been running for over eight years delivers workshops 
in elementary schools as are part of an outreach program aiming at sharing 
and interacting with children about a number of topics related to cinema.

A total of sixty viewings are planned in twenty different schools. Each 
school will show the film three times, for three different groups - one for 
each trimester.

Further dissemination and promotion of Influence of Mars includes the 
conference contributions below that explore the film in the context of 
walking arts practices.

GENT, Susannah (2020). The Mind Outside the In-Box: The Creative and 
Collaborative Space of the Walking Arts Research Group. In: Anthropology 
and Geography, Dialogues Past, Present, and Future, The Royal 
Anthropological Institute, The British Museum (orig) / online, 14-18 Sep 
2020. (Unpublished)

GENT, Susannah (2016). The wandering mind: a filmic investigation of 
the uncanny and the walking body. In: Wild or Domesticated: Uncanny in 
Historical and Contemporary Perspectives to Mind, House of Science and 
Letters, University of Turku, Helsinki, Finland, 20‒22nd Septermber 2016. 
 
GENT, Susannah, WATSON, Annie, LEE, Jeremy,  TERNAN, 
Melvyn, PARKIN, Mark, ROBINSON, Andrew and ROBINSON, 
Sonya (2015). Group presentation and poster for Walking Arts Research 
Group, in Where to? Steps towards the future of walking arts, Falmouth 
University, 16 April 2015. 

https://www.shu.ac.uk/art-design-media-research-centre
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