Unit 1

The Uncanny Valley

RO B
Scanning for Useful Words & Phrases
AXNOLLUTOXZEHFEL, ZEFROEBZEZTHEEL, SHITXERODEREZFTVESLY,
1. Such an object both and us until, eventually we reject it
altogether.
2. Jentsch said that an uncanny object two
different feelings.
3. What the Uncanny Valley reaction?
4. Some have it to the feeling we get when we look at the dead.
5. Evolutionary psychology another possible explanation.
6. Today, designers of video games take Professor

Mori’s advice.

Skimming for the Mai n ldeas

LTOEMICBXRETER. AXDB/NSZT I TOEEERAG S,
1. What kinds of feeling does an uncanny object cause?

2. What is the Uncanny Valley?
3. What happens to the observer as an object becomes more human-like?
4. |s there more than one possible explanation for the Uncanny Valley?

5. What other scientific field can help explain why the Uncanny Valley takes
place?

6. What was Dr. Mori’s conclusion?
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Reading

1 Something that is uncanny is especially disturbing. It causes feelings of
dread or disgust, as if it were not quite human or from another world.
Sigmund Freud, the Austrian psychoanalyst, described the uncanny in a 1919
essay. It is the feeling we experience when we see an object that is both
familiar and foreign. Such an object both attracts and repulses us until,
eventually, we reject it altogether.

2 The Uncanny Valley is a theory about how we feel when we see a human-
like robot or character in a computer game. The concept was formulated in
the 1970s by Japanese roboticist Masahiro Mori. Dr. Mori found the
inspiration for his ideas in an essay by Ernst Jentsch. Jentsch said that an
uncanny object gives rise to two different feelings. The first is doubt about
whether an animate being is really alive. The second is the feeling that a
lifeless object might actually be alive. Dr. Mori developed Jentsch’s hypotheses
into a full-fledged theory.

3 The phenomenon is best

explained as follows: When an + |moving - uncanty valley . healthy
object is only slightly life-like, its bunraku puppet / Persen
more human features and pumaneytrbel . \
characteristics stand out to the T '

observer. This creates emotional
sympathy for it. But the more
human the object becomes, the
more apparent its “zombie-like” human likeness  50%
features become. These generate

feelings of weirdness and disgust.

When plotted on a graph, this point

takes the shape of a steep, deep valley.
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4 What causes the Uncanny Valley reaction? Various ideas have been
suggested. Some have compared it to the feeling we get when we look at the
dead. The flaws of humanoid robots remind us of the “creepy” imperfections
of a corpse. Another possible explanation is that a robot’s flaws make us
think of abnormalities caused by physical and mental disability. These have
always caused an instinctive feeling of fear and disgust in us.

> Evolutionary psychology offers another possible explanation. Some

12



robots or animated computer game characters are so life-like that they seem to ss
be part of the human species. But evolution has given us specific “survival”
mechanisms for recognizing something “wrong” in other humans’ faces.
Thus, a life-like, computer-generated entity’s slight differences from the real
tell us that something isn’t quite right about it. These flaws could indicate
genetic disorders or disease. This would mean that the entity is unsuitable for 4o
reproduction. It could even be a threat to the human gene pool. Most people
find the idea of sexual activity between human-like characters particularly
disgusting. This evolutionary response could help explain why.

6 Dr. Mori reached the conclusion that robot rexene
designers should not work too hard to make their
creations too human in appearance. Today,
designers of video games might well take Professor
Mori’s advice. The more realistic these games
become, the more likely they are to fall into the
Uncanny Valley. As Clive Thompson of Slate
magazine says: “The Uncanny Valley can make
games less interesting.” Just when gamers get
caught up in the action, they begin to detect flaws
in their avatar. They begin to see it as a “strange
parody of humanity.” It is at that moment, says
Thompson, that gamers become disgusted and lose Nl

interest in the game itself. ©KOKORO CO.,LTD. (7% kA K-EXPO]
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Notes
the Uncanny Valley R&EBKRADA  Sigmund Freud &5 L2 k- A4 bk (1856-1939), ¥H#HH
MEZEHILL-BEHEFE  full-fledged BELT-. AEHM7%G  zombie-like YVYVED &L 5%
creepy imperfections BDEMNKEZDL S HATELS gene pool BEFT—IL (FBR). RL
BOEFYNEOBGFORENZ L, BEFT—ILHADORZRBGEFOLEOELAELLERGEESA
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Looking into the Paragraphs

F2NRSTSTE TERREONSTS7] TY, UTOBEMIZEZRGAL, NSTSTBEEHR LGS,
1. FEY IO TUORICTTRESIELSE L,

2. the Uncanny Valley Z 30 FLUINDBARETER LGS LY,

3. Jentschl2& b &, ANFTFRKBLDICEET HL 2 DDEL -8 (doubt) Fia< &
WS, ZD2DOFBHABEICEARETRLEELY,
1)
2)

4. LOEZESEICLAGNL, CONFT5T7E100FDOBERETENLESL,

5. 821555 7UNT TEED/INSS ST 2L, FEYIEUTURIZTHRES]
EREN, EHHDEREFIRTHEBLESL,

6. LDNZTFTICDOL0VT, BEZHRELIZLET, 100FOHABTEHLESIL, BEH
HHEEE. FEO—DOERVENLEGIL,

Passage Summary ,

ERRICEZEEZ AN, ANLUROENXETRESEL S, FLODZHAVTERZHEREL, ERLAESIL,

Dr. Mori, who is an expert in robotics, developed a ( ) about how
we feel when we see robots that are human-like in ( ) and movement.
This concept is known as the Uncanny Valley, which states that there exists a
point where we begin feel to disgusted because a robot looks almost
( ), but at the same time looks ( ). The ( ) can be
explained in various ways.

| uncanny appearance human phenomenon theory |
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