


!e Grumpy Bear project has been speci"cally designed by Loris Gréaud for 
the Tel Aviv Museum of Art. It is both a "lm and a set placed at the heart of 
the Museum: !e Lightfall.

It took the artist over 30 months to develop this project which draws inspira-
tion from an inaccessible, classi"ed leading-edge technology (!e Nasa Sten-
nis Space Center), a potential climate manipulation and the popular culture 
and collective imagination surrounding Grumpy Bear’s odd character. Put 
together, these resources generate a sort of visual hallucination, inducing un-
likely and surprising "ctional connections amongst themselves, engendering 
a nearly post-apocalyptic tale expressing disquieting eeriness. !e boundaries 
between "ction and reality seem to fade away, the borders between physical 
and mental space seem to vanish and the whole forms a unique continuum.

Written as a urban legend, the project provides an authentic experience and 
withstands any attempt to be described. It is nonetheless possible to try to 
perceive its constituent parts:

!e Slidell Space Center. 
!e Slidell Space Center is a NASA facility which accommodates test pro-
grammes on engines and reactors of rocket ships designed to conduct Mars 
and space explorations. As an extremely high amount of hydrogen is propelled 
in order to stop engines from overheating after operating, it sets o# a remark-
able phenomenon: the hydrogen discharge produces actual clouds which re-
lease real rain before turning into thunderstorms. Loris Gréaud’s idea therefore 
involved capturing this highly specialized research facility to give both a poeti-
cal and troubling interpretation of it: the singular image of a cloud factory. 
!is was the artist’s "rst time "lming in Mississippi.

Grumpy Bear.
Grumpy Bear’s character is well-known for being ever represented with a 
cloud hanging over his head as he walks, a sort of metaphor for the sadness 

and cynism shrouding and de"ning him. He has a very distinctive psychologi-
cal make-up and was chosen by Loris Gréaud for his iconic status.

‘’Singing in the Rain’’. 
‘’Singing in the Rain’’ continues to enthrall generations of "lm-lovers. As part 
of a music-hall adaptation of the "lm, the Châtelet !eatre in Paris had the 
set of the "lm’s most famous scene recreated, in which Gene Kelly dances in 
the rain. For this occasion, Loris Gréaud used the Châtelet’s set to shoot a rare 
scene featuring Charlotte Rampling.

J.G. Ballard’s works
J.G. Ballard’s writings disclose fascinating dystopian notions revealing a dark 
and decadent vision of humanity.

A movie icon, Charlotte Rampling. 
Finally, a movie icon - Charlotte Rampling - interpreting this extreme version 
of Grumpy Bear which includes a sharp and unsettling editing of Ballard’s 
works and resonates directly with the cloud factory.

GRUMPY BEAR: THE PROJECT. 



GRUMPY BEAR: REFERENCES.

!e Nasa Stennis Space Center

... home to America’s premier rocket engine test complex, the NASA center where en-
gines for all manned Apollo and space shuttle $ights have been tested and where next-
generation engines that will once again carry humans into deep space will be tested.

... home to an Applied Science and Technology Project O%ce that provides world-
class leadership on behalf of NASA’s science and technology goals, with a particular 
focus on supporting Gulf of Mexico-related research and coastal management e#orts.

... home to more than 30 resident agencies, which includes federal, state, academic 
and private organizations and numerous technology-based companies.

John C. Stennis Space Center in south Mississippi is one of 10 NASA "eld centers 
in the United States. Because of its important role in engine testing for "ve decades, 
Stennis is NASA’s program manager for rocket propulsion testing with total responsi-
bility for conducting and/or managing all NASA propulsion test programs.
Stennis tested the "rst and second Saturn V rocket stages for NASA’s Apollo Program, 
including those used to carry humans to the moon. In fact, in the late 1960s and early 
1970s, there was a saying in the communities surrounding Stennis, “If you want to go 
to the moon, you "rst have to go through Hancock County, Mississippi.”
In 2009, Stennis completed 34 years of testing space shuttle main engines used on 
more than 130 low-Earth orbit missions. !e high-performance, liquid-fueled en-
gines provided most of the total thrust needed during the shuttle’s eight and one-
half-minute-$ight to orbit. All space shuttle main engines had to pass a series of 
test "rings at Stennis prior to being installed in the back of an orbiter. Stennis also 
provided testing for engine components, design modi"cations and shuttle-related 
needs as they arose.
Rocket engines now are being prepared to help carry humans beyond low-Earth orbit 
once more. Stennis conducted developmental testing of the next-generation J-2X 
engine that could be used as an upper-stage engine. !e center also will test RS-25 
engines that will power the core stage of NASA’s new Space Launch System (SLS), 
which will carry humans deeper into space than ever
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Grumpy Bear

Grumpy Bear is a Care Bear who made his "rst appearance as an illustration on 
American Greetings cards in late 1982. He has since become one of the most promi-
nent and recognizable characters in the franchise, and has appeared as a main charac-
ter in nearly every incarnation of the series, as he is so much more recognizable then 
other bears, since he is “grumpy” instead of cheerful or just cute. 

!is irritable bear is easily identi"ed by his dark blue fur and storm cloud Belly badge. 

Cynical, surly, and rarely happy, Grumpy is very much the black sheep of the Care 
Bear Family. While at "rst it may seem like he’s in the completely wrong line of work, 
he occupies a very particular niche among his bubbly bear brethren, and is often 
relegated to helping grumpy kids. You could say he’s a practitioner of “tough love”, 
taking a more straight-forward approach to solving problems, and isn’t afraid to tell 
it like it is. His special talent is building and "xing machines, and is responsible for 
many of the fantastic devices that the bears use on a regular basis. He also once build 
a functioning robot with Bright Heart Raccoon. Despite his antisocial traits, he’s not 
above sharing a smile with his friends on special occasions, even if he pretends not 
to like it. 
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‘Singing in the Rain’, !éâtre du Châtelet. 

By itself, the sequence where Gene Kelly dances in the rain embodies the golden age 
of the Hollywood musical. !e song, and its immediate recognisable melody, hasbeen 
revived and quoted numerable times. From Clockwork Orange to !eSimpsons, 
from Glee to North by Northwest, Nacio Herbert Brown and Arthur Freed‘s compo-
sition has been all around the world since its creation in1929.

In 1952 Freed, turned one of the big Hollywood producers, put songs end to end to 
write the "lm(somehow as An American in Paris a year earlier). !is light satire of the 
cinema world having to deal with the talking picture is a “resolutely optimistic story 
from the beginning to the end where professionalism, tenacity,friendship and love 
overcome all di%culties”.
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J.G. Ballard

James Graham “J. G.” Ballard (15 November 1930&– 19 April 2009) was an English 
novelist, short story writer, and essayist. He came to be associated with the New Wave 
of science "ction early in his career with apocalyptic (or post-apocalyptic) novels such 
as !e Drowned World (1962) and !e Crystal World (1966). In the late 1960s, Bal-
lard produced a variety of experimental short stories (or “condensed novels”), such as 
those collected in !e Atrocity Exhibition (1970), which drew comparisons with the 
work of postmodernist writers such as William S. Burroughs. In the mid 1970s, he 
published several novels, among them the highly controversial Crash (1973), a story 
about symphorophilia and car crash fetishism, and High-Rise (1975), a depiction of 
a luxury apartment building’s descent into tribal warfare.

While much of Ballard’s "ction is thematically and stylistically provocative, he is per-
haps best known for his relatively conventional war novel, Empire of the Sun (1984), 
a semi-autobiographical account of a young British boy’s experiences in Shanghai 
during Japanese occupation. Described by !e Guardian as “the best British novel 
about the Second World War”, the story was adapted into a 1987 "lm by Steven 
Spielberg starring Christian Bale. In the following decades until his death in 2009, 
Ballard’s work shifted toward the form of the traditional crime novel, while several of 
his earlier works were made into "lms, including David Cronenberg’s controversial 
1996 adaptation of Crash and later Ben Wheatley’s 2015 adaptation of High-Rise.

!e literary distinctiveness of Ballard’s work has given rise to the adjective “Ballard-
ian”, de"ned by the Collins English Dictionary as “resembling or suggestive of the 
conditions described in J. G. Ballard’s novels and stories, especially dystopian moder-
nity, bleak man-made landscapes and the psychological e#ects of technological, social 
or environmental developments”. !e Oxford Dictionary of National Biography en-
try describes Ballard’s work as being occupied with “eros, thanatos, mass media and 
emergent technologies”.
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Charlotte Rampling

Charlotte Rampling, OBE (born 5 February 1946) is an English actress, model, and 
fashion icon, known for her work in European arthouse "lms in three languages, 
English, French, and Italian.

Rampling is an icon of the Swinging Sixties. She began her career as a model and 
later became a fashion icon and muse. She was cast in the role of Meredith in the 
acclaimed 1966 "lm Georgy Girl starring Lynn Redgrave. She soon began making 
French and Italian arthouse "lms, most notably during this time in Luchino Vis-
conti’s !e Damned (1969) and Liliana Cavani’s !e Night Porter (1974). She went 
on to star in Zardoz (1974), Farewell, My Lovely (1975), Woody Allen’s Stardust 
Memories (1980), opposite Paul Newman in !e Verdict (1982), Long Live Life 
(1984), Max, Mon Amour (1986), Angel Heart (1987) and !e Wings of the Dove 
(1997). In 2002, she released an album of recordings in the style of cabaret titled As 
A Woman.

In the 2000s, she became the muse of French director François Ozon, appearing in 
his "lms Under the Sand (2000), Swimming Pool (2003) and Angel (2007). On tel-
evision, she is known for her role as Evelyn Vogel in Dexter (2013). In 2012, she was 
nominated for a Primetime Emmy Award and a Screen Actors Guild Award for her 
performance in the miniseries Restless. Other television roles include the 2015 dra-
mas Broadchurch and London Spy. For her performance in the 2015 "lm 45 Years, 
she won the Berlin Film Festival Award for Best Actress, the European Film Award for 
Best Actress, and was nominated for the Academy Award for Best Actress.

A four-time César Award nominee, she received an Honorary César in 2001 and 
France’s Legion of Honour in 2002. She was made an OBE in 2000 for her services 
to the arts, and received the 2015 Lifetime Achievement Award from the European 
Film Awards. In 2015, she released her autobiography in French, titled Who I Am.
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GRUMPY BEAR: SCENARIO.

(!is sequence is whispered, pondered  – read in a continuous loop, repeated).  

Give me a comprehensive view.
Alter your conscience.
Spacecraft propulsion, acceleration of the propulsing mass, launch into orbit.
Static propulsion.
Motionless acceleration.
!e brain gives shape to its environment at all times to ensure its socialization and 
the development of the species. Pareidolia.
Optical illusions, mental projection of faces in clouds.
Anthropomorphizing objects.
Clouds are ‘pareidolic’ shapes, clouds are a medium for illusion.
Masturbation is inevitably linked to projecting fantasies and mental pictures.
!e brain gives shape to mental spaces and creates pictures, sequences.
A cloud machine, a cloud factory, is understood as a projection machine, a fantasy 
machine ; a masturbation machine.

(!is sequence is whispered, pondered  – read in a continuous loop, repeated - To be acted 
on scene with rain system). 

1.

Unhappy parents teach you a lesson that lasts a lifetime.
!e future has been annexed into the present.
!e future is just going to be a vast, conforming suburb of the soul.
Surrender to a logic more powerful than reason.
God was a clever idea.
If enough people predict something, it won’t happen.
Sooner or later, all games become serious.
An institutionalized paranoia seems a bleak future for the human race.
!e only truly alien planet is earth.
A vast new intimacy and accidental poetry, the entire human experience seems to 
unveil itself like the surface of a new planet. 

Human beings today are surrounded by huge institutions we can never penetrate.
!e marriage of reason and nightmare has given birth to an ever more ambiguous 
world. 
!e spectres of sinister technologies.
!e urge for destruction as a way of rede"ning oneself is very strong.

2. 

Reality is always a threat.
!ese days even reality has to look arti"cial.
Electronic aids, will help the inner migration, the opting out of reality. Reality is 
no longer going to be the stu# out there, but the stu# inside your head. It’s going 
to be commercial and nasty at the same time.
Fiction is a branch of neurology.
Obsessions are as close to reality as you can get.
Distinction between the latent and manifest content of the dream, between the 
apparent and the real, now needs to be applied to the external world of so-called 
reality.
Inner space as an imaginary realm in which on the one hand the outer world of 
reality, and on the other the inner world of the mind meet and merge.
Our internal devils may destroy and renew us through the technological overload 
we’ve invoked.
It is now the outer world of reality which must be quanti"ed and eroticised.

3.

Quantifying and eroticizing.
Sex is a conceptual act, it’s probably only in terms of the perversions that we can 
make contact with each other at all.
Consider our most real and tender pleasures - in the excitements of pain and muti-
lation; in sex as the perfect arena, like a culture-bed of sterile pus, for all the veroni-
cas of our own perversions, in voyeurism and self-disgust, in our moral freedom to 
pursue our own psychopathologies as a game.



Sex and paranoia.
Science and pornography.
Science is the ultimate pornography, analytic activity whose main aim is to isolate 
objects or events from their contexts in time and space.
!is obsession with the speci"c activity of quanti"ed functions is what science 
shares with pornography.
Pornography is the most political form of "ction, how we use and exploit each 
other, in the most urgent and ruthless way.
A widespread taste for pornography&: nature is alerting us to some threat of extinc-
tion.
Everybody’s going to be starring in their own porno "lms.
A perverse sexual act can liberate the visionary self in even the dullest soul.
!e biomorphic horrors of our own bodies.

4. 

Let the psychotics take over. !ey alone understood what is (was) happening.
Unlimited powers to play with psychopathology as a game.
Driven by irrationality, by competing systems of psychopathology.
A darwinian struggle between competing psychopathies.
As we move towards a more and more psychotic landscape, the psychotic traits are 
signs of a kind of darwinian adaptation.

5.

Speed and violence of our age; the strange love a#air with the machine, with its 
own death.
!e uneasy marriage of reason and nightmare.
Violence is the conceptualization of pain. By the same token psychopathology is 
the conceptual system of sex.
Violence, like pornography, is some kind of an evolutionary standby system, a last-
resort device for throwing a wild joker into the game.
Our own pleasure in calculating the most elegant parameters of deaths.

6.

Immerse yourself in the most destructive elements of the times, and then attempt 
to swim.
Revenge, anger, envy: invent a new sin.
Rub the human face in its own vomit and force it to look in the mirror.

GRUMPY BEAR: SCENARIO.



Grumpy Bear o#ers to the viewer, without using any special e#ect, how a gigantic 
cloud storm could be arti"cially generated passing by a machine at the scale of our 
planet, just as if humans or machines could produce clouds and rain everywhere 
they want.

!is appeals our collective imagination of the rain and related mental images such 
as Indians and their rain dance, or this cartoonish teddy bear always followed by a 
rainy cloud, called Grumpy Bear...

!e space of the Tel Aviv Museum of Art is sequenced by time: when the "lm is 
over in the exhibition space, rain starts falling inside the museum, in the hart of 
the museum, this place called ”lightfall” which actually turns into a “rainfall”. !is 
reinforces the main idea of the reality of the events, by creating potential climatic 
experiments in our own reality.

Used as potential end credits of the "lm, electrical theater curtains open once the 
"lm is over and let the viewer have a look through the windows of the gallery #3 to 
the lightfall, suggesting and making real the museum architecture under the rain, 
falling from the 25 meters high window.

!e sequence is a loop. !e "lm and its materiality through the rainfall get 
progressively into synergy.

GRUMPY BEAR: THE PROJECT IN THE CONTEXT OF TEL AVIV MUSEUM OF ART.  
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GRUMPY BEAR : DISPLAY / TECHNICAL NEEDS. 

FX Rain ramps. 

Rainfall: 
- Rain ramps (used in the context of cinema FX). 
- A condensate pump
- A water container to draw. 
Rain system will be set on the higher window structure. 

Rear-Projection:
- 1 brightsign reader
- 1 video-projector (Tri DLP - 8000 Lumens) / to be 
determined

Synchronisation Curtains: 
- 1 Timer
- 1 electric rail system for the curtains. 

Condensate Pump

Curtains + Rail sytem


