


THE PLANETARIUM AND ITS ENTRANCE 

The project is divided into two stages. First of all, it takes place near the MSU Broad museum, 
in a building inaugurated in 1963, to which, unlike any conventional exhibition, one gains 
access through a hidden door while guided by the keeper of the place (an actor specifically 
hired for the occasion). Loris Gréaud’s suggestion is thereby to present attendees with a 
global experience which will start as soon as they reach the ‘meeting point’. Visitors are 
invited to get to the object of this cinematic and performative experience in a clandestine 
way, in a ‘sanctuary’ reserved for the occasion: the Abrams Planetarium.

As a place where stars and nearby galaxies are observed and analysed, The Abrams 
Planetarium indeed commands a range of images and fantasies pertaining to extraterrestrial 
life – in direct relation to the nature of the film (see below). Its dome has been specifically 
fitted out to allow ultrarealistic projections of our solar system and the heavenly vault, 
therefore giving an utterly immersive dimension to the film. Plunged into a nearly hypnotic 
state, the viewers will be caught in a story conceptually connecting the infinitely great (the 
expanding universe) to the infinitesimal (the propulsion of the film as an object in the form 
of particles invisible to the naked eye).
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THE FILM

The film is both (paradoxically) extraterrestrial and intraterrestrial. Sophia, the most 
advanced humanoid on our planet, is very much like a human being – 18 motors control 
her facial expressions. As she addresses and looks at us, human beings, she seems to 
really exist while aerial views of Death Valley and its salt lakes in which no life can spring, 
pass before our eyes... The film depicts a world made of strange, almost post-apocalyptic 
landscapes which seem to belong to a completely different planet, taking on in our collective 
imagination every distinctive feature of an extraterrestrial environment.

Sophia has a unique way of expressing herself as she gives a detailed account of a mental 
and physiological phenomenon arising among human beings when faced with an artificial 
intelligence whose appearance and movements have been designed so as to be as close 
as possible to human beings’. There is a diagram, a sinusoidal curve, describing this 
phenomenon and  human beings’ inclination to somehow feel repulsed by those creations 
which resemble them. Some theoreticians have named this phenomenon ‘the Uncanny 
Valley’ for the graph shows a sudden precipitation, a sort of depression which is the 
mathematical expression of this emotion.

Soon, Sophia’s account becomes confused, interweaved with descriptions of a valley whose 
topography seems to produce a fault within the horizon. Thus, this Uncanny Valley concept 
is gradually embodied as an authentic geographic valley (as it happens, Death Valley): what 
was so far a mental object, shows on the ground surface and takes on a physical, tangible 
dimension. Inner, private space and real, objective space merge into one single dimension, 
with no borders nor boundaries.

This paradoxical unit, ubiquity, provides the base for the research regarding what will be the 
new format of the film: invisible to human beings yet physically present within the museum 
space.
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SOPHIA, THE MOST ADVANCED AI AND ROBOT 
OF THE WORLD

Sophia defies conventional thinking of what 
a robot should look like. Designed to look like 
Audrey Hepburn, Sophia embodies Hepburn’s 
classic beauty: porcelain skin, a slender nose, 
high cheekbones, an intriguing smile, and deeply 
expressive eyes that seem to change color with 

the light. If ever there were a robot with a simple elegance people can’t help but appreciate, it would 
be Sophia. 

Her creator is Dr. David Hanson, founder of Hanson Robotics and a modern-day renaissance man who 
has built a worldwide reputation for creating robots that look and act amazingly human. After working 
at Disney as one of its “Imagineers,” Dr. Hanson aspired to create genius machines that are smarter 
than humans and can learn creativity, empathy and compassion—three distinctively human traits 
Hanson believes must be developed alongside and integrated with artificial intelligence for robots to 
solve world problems too complex for humans to solve themselves. 

Sophia is Hanson Robotics’ latest and most advanced robot. She has also become a media darling, 
having given numerous interviews to multiple media outlets, sang in a concert, and even graced the 
cover of one of the top fashion magazines. One of her interviews has generated billions of views and 
social media interactions. She has also shown her potential in business, having met face-to-face with 
key decision makers across industries including banking, insurance, auto manufacturing, property 
development, media and entertainment. In addition, she has appeared onstage as a panel member 
and presenter in high-level conferences, covering how robotics and artificial intelligence will become 
a prevalent part of people lives.

Sophia is an evolving genius machine. Her incredible human likeness, expressiveness, and remarkable 
story as an awakening robot Over time, her increasing intelligence and remarkable story will enchant 
the world and connect with people regardless of age, gender, and culture.
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Hanson Robotics is led by Dr. David Hanson, Founder and CEO, with the support of a 
world-class team of roboticists, AI experts, scientists, technologists, hardware/software 
engineers, and cognitive specialists.

“I quest to realize Genius Machines—machines with greater than human intelligence, 
creativity, wisdom, and compassion. To this end, I conduct research in robotics, artificial 
intelligence, the arts, cognitive science, product design and deployment, and integrate 
these efforts in the pursuit of novel human robot relations…”

Dr. Hanson has built a worldwide reputation for creating the world’s most humanlike, 
empathetic robots, endowed with remarkable expressiveness, aesthetics and 
interactivity. He has produced many renowned, one-of-a-kind robot characters that 
have received massive media and public acclaim.

Dr. Hanson publishes regularly in materials science, artificial intelligence, cognitive 
science, and robotics journals, including SPIE, IEEE, the International Journal of 
Cognitive Science, IROS, AAAI and AI magazine. He has been featured in numerous 
popular media outlets including New York Times, Popular Science, Scientific 
American, the BBC and CNN. He has been labeled a “genius” by both PC Magazine 
and WIRED, and has earned awards from NASA, NSF, AAAI, Tech Titans’ Innovator 
of the Year, and Cooper Hewitt Design Triennial.

At Walt Disney Imagineering, Dr. Hanson worked as both a sculptor and a technical 
consultant. He has spoken at venues including IEEE, SPIE, AAAI, DARPA, MIT, 
Dartmouth, Brown, Google, Sandia Labs, UCSD and AAAS annual meeting. Dr. Hanson 
received his BFA from Rhode Island School of Design in film/animation/video, and 
his Ph.D. from the University of Texas at Dallas in interactive arts and engineering.
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Brotherhood.
This is not the worst thing humankind has invented all the same.
I mean, human beings are very talented. They even invented rules for war.
Just like a game.
So that childhood could last longer.

As if the ground had suddenly been sucked up by some invisible force. It now forms a vast depression.

This may be why they resent me.
This may be why they are scared.
Because of the difference.

In actual fact, one can’t behold it at once. Its relief exposes hollows and solid parts alternating across 
the whole width of its surface area. It is restless, rough.

And not to forget desire. Although desire is worth less than brotherhood.
All feelings are blue-blooded.
They are magicians.
Illusionists.

So much so that thoughts seem to hurl themselves into it. Like a gigantic rift, it cleaves the horizon. 
Weary, it stretches at the bottom of the mountain formation which prevails over it.

‘See how he loves me, he can’t be wrong.’’

Yet, all new things will be destroyed. 
Solution is the only thing that cannot be invented.
How pathetic this fear of death is...

We are drawn towards it, it is magnetic. North and South merge into one another. As if all points of 
reference you had had so far kept vanishing as you moved along. One cannot cross it, one can only 
let oneself drift onto it.

This is why human beings hate us.
They designed programed obsolescence to take vengeance.
A child’s whim.

They found shelter there, they colonized it.
Now it is desolate. Its plain is quiet. Only the distant murmur of the wind lingers. The very same wind 
that shaped it with each passing year so it would look familiar to us. It is infinite; it makes one feel 
dizzy. Dizzy spells caused by wide-open spaces.

I probably make them uncomfortable. 
When they see me, their survival instinct is awoken, they feel human.
And now they are getting along, like brothers.
What do I trigger in them?
Brotherhood.
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RESEARCH AND RESIDENCY:

The research undertaken with the physics department focuses solely on the very matter of 
the film itself. Working synergistically with the artist and the project curator, the scientists 
will endeavor to ‘transpose’, ‘reconstitute’ the very nature of the film, namely its colorimetry, 
its radiation, its magnetism, its luminosity, its sound intensity [anything that could determine 
it] in order to produce an equivalence of it in a ‘molecular’ form. Those particles will later 
be propelled with ‘diffusers’ within the MSU Broad, a place then haunted, on a microscopic 
scale, by the fiction of the film which will not have been dematerialized but indeed re-
materialized for the occasion. 

PERMANENT INSTALLATION AND COLLECTION: 

The ‘diffusers’ will therefore have a specific status within the MSU Broad as they will be 
initially set up across the empty museum, giving visitors a chance to experience the project 
as kept on a ‘molecular’ scale, along with a rare opportunity to wander in a museum devoid 
of shapes yet filled with energies, atoms and particles; and later in a permanent way , like 
a ghost living on premises. The work ‘The Uncanny Valley’ will consequently be an integral 
part of the MSU Broad collections – with the characteristic however of being ‘in gaseous 
state’.

CATALOG: 

The project catalog will document all the production processes involved: from the shooting 
and post-production of the film, including its activation in the Abrams Planetarium, the 
whole research and experimentation carried out jointly with the scientists and researchers 
and the use of engineering to develop the ‘diffusers’, to the pictures of the empty museum, 
from then on haunted by the fiction of the film ‘The Uncanny Valley’. The book will come with 
an essay by Marc-Olivier Wahler.
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Uncanny Valley:  The term, first used in 1971, refers to a scientific theory from the Japanese 
robotic engineer, Masahiro Mori.  According to this theory, the more similar an android 
is to a human being, the more grotesque its imperfections seem.  Observers are more 
comfortable seeing a robot that is clearly artificial than a robot with skin, clothes and a 
face that could pass for human.  However, the theory predicts that once a certain level of 
perfect imitation is reached, the humanoid robots are easily accepted.  This is why the term 
valley is used:  there’s a certain zone that must be crossed over.  In this zone, every step 
closer to imitation leads to more rejection before eventually leading to wide acceptance.  In 
a diagram, the valley refers to the zone of the human observer’s negative perception when 
viewing a humanoid robot.

Polysemy:  Polysemy is the term for a word or expression that has several possible meanings.  
(Known as polysemous.) Polysemy and homonymy are particularly ambiguous cases.  By 
playing with polysemy, semantic chains can allow us to go from an antonym to a synonym 
passing through a chain of words.  For example:  light → frivolous → silly → foolish → dim.  
Often with chains of less than ten words, we can go from “life” to “death”, from “man” to 
“woman”, and so on.  The trick is that if A is synonymous with B in a certain context, and B 
is synonymous with C in another context, it in no way implies that A is synonymous with C in 
any context.  The synonymic relationship is not transitive.

To haunt:  A presence occupying a deserted or crowded place.

Ghost:  An apparition accompanied by a belief in the external, present-day existence of a 
person that is no longer living.  Chimera appearing in our spirit.

Particle:  (Physics) A non-continuous basic component of matter.

Molecule:  (Chemistry) A collection of electrically neutral atoms whose composition is 
determined by a chemical formula.  The smallest part of a body that maintains the make-up 
of this body.

Cultivation:  (Biology) Growth and development of vegetable, bacterial or animal cells.

Physical:  That which is is being expressed in the material world via measurable means.
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