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cording to Mr. Chris Kiraly, Wintriss’
Vice President of Engineering. The com-
puter contains a highly accurate database
of the course and knows every bit of its
topography, every tree, bush, and sand
trap. The computer can calculate uphill
and downhill rolls, collisions. with haz-
ards, etc. Access has even implemented
bird chirps and wind sounds to add to the
experience.

Ms. Stephanie Rea, Wintriss’ Business
Manager, tells me that several systems
have been installed on the West Coast, a
number in Georgia and Ohio, and many
more in Asia. Judging by the initial popu-
larity of these systems, we won’t have to
wait long before they appear in most
major cities.

XTAR Electronics
San Dlego, Califomnia, 619-271-4440

XTAR™ is in final development with a
new HMD-type VR entertainment prod-
uct. The system features a flight simula-
tion game called NightFighter™, on a
motion platform. My conversation with
Sales Director Mr. Bob Beken left me
very curious about XTAR’s product.
When asked what the system looked like,
he responded, ‘‘Like the Momma Insect
from Aliens.” Wow! A player straps into
a 5point hamness and puts on the HMD.
She then enters a virtual world with a
flight-combat theme: two groups of fight-
ers go at it in a heated battle, thousands of
feet in the air.

The system is mounted on a motion plat-
form with a 75-degree pitch range (up/
down), and an unlimited spin/roll range
(left/right at 60 rpm). The player sitsina
vibrating “GSeat,” and air bags apply
pressure to the body which corresponds
to the perceived motion of the plane. All
this, combined with a very high-perfor-
mance graphics computer, full Doppler
sound, and lots of added depth cues, cre-
ate anexciting combat simulation experi-
ence. Ten skill levels allow a pilot to just
“toddle through the sky” or “yell, God
help me,” according to Mr. Beken.

The system will be exhibited soon at a
conference in Holland, and at the next
IAAPA (International Association of
Amusement Parks and Attractions) show
in the United States. A
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Mail in the
handy
CLIP-N-JOIN
coupon
today!

THANKS

In concluding, I'd like to express my sin-
cera thanks to everyone who helped and
contributed to this effort. Certainly, ev-
eryone mentioned above was instrumen-
talin the creation of this report. In addition
I'd like to thank Karin August - supreme
leader of VRASP, Nick Edgington,
Duncan McElroy, Tom Hagan, Gregorio
Rivera, Eric Howlett and Ulrich Figge at
LEEP Systems, Jim Cash, John Kao,
Mark Pflaging, Janet“Zyzzy” Galore, Tod
Foley - our extremely talented and de-
manding editor, Benn Konsynski, Eben
Gay and Paul Matthews of the BCS VR
Group, Charles Cook at the Berkeley
Underground, Kenneth Pimentel at
Sense8, Joanne Donovan, Rod Recker

at Lightscape Graphics Software, Ramy

Sayabh at Atari, Becky Filkins at Horizon,
Scott Redmond, Bob Jacobson at
Worldesign, Jerry Isdale, Mark DelLoura
at sci.virtual-worlds, Kevin Teixeira at
Intel, Steve Glenn at SimGraphics, John
Latta at 4th Wave, David Frerichs, Greg
Klein at Spectrum Dynamics, and the
gang at Visions of Reality. You all helped
immensely!

—R.S.

"Wouw this total immersion VR is grecl!
I can almost feel the water!”
©1992 J.B. Dawison

PGUR

Virtual Reality and the IBM Personal Computer

THE Magazine For The VR Enthusiast.

You Get:

- Software Disk With Each Issue

- No Reviews of High-Priced, Out-of-Reach
VR Equipment

Build Your Own Head Mounted Display
Interface the Sega 3D Glasses and
Mattel Powerglove

Investigate 3D Sound
Head Tracking Technology
To Order: Send Check or Money Order for

E $26 U.S./Canada or $38 Overseas

706 Sherman Hill Rd. #A

iastercars B .

@ Laramie, Wyoming 82070
For Visa/MC orders - Include Card Holder's Name,
Signature, Card Type, Card #, and Expiration Date.

All Back Issues are Available - Call, FAX, or write for details.
Phone/FAX: (307) 742 - 7675

23




P / X -

E L A

T / o N

g&we _Btters
'S

Glove letters: a bimonthly column of let-
ters from actual readers, offering advice,
perspectives, and comments concerning
relevant topics. Want to email Glovey?
Here's the internet address...
“glovvy_lovern@vpl.nintendo.exos.hot_date”
(or write in care of the publisher). The
names of all correspondents are kept
confidential.

Dear Glovey,

Though my date with the Princeton En-
gine was colder than Gibsonian ice, I
could not give up hope. 1 drove up
through the campus, telling myself, “Nica,
this town is full of smart, powerful be-
ings! Surely, it’s just a matter of finding
the right connectors.” So I dropped by
the best pizza in town, Teresa's
Ristorante, for a recuperative slice and to
drown my frustrations in Pellegrino. I
sat at the bar dripping mozarella on my
Mondo, occasionally lapsing into the lyri-
cal refrains of “VREAM Lover” by
Bobby Darin.

Suddenly out of the corner of my eye, I
saw a tall dark haired preppy sit down
next tome. Porting a Crouch & Fitzgerald
attache case in one hand and an issue of
WIRED in the other, I figured this was
justacommon Princetonian, so I ignored
him. He put away the ‘zine and pulled
out an issue of PIX-Elation. Aha) Now,
my curiosity was piqued. I judged his
hands. Yes, clearly there were nascent
signs of carpal tunnel syndrome. Good.
I activated my tracking system.

““Been in any good simulations lately?” I
inquired coyly.

“No. Have you?”

“No.”

“M2.”

“Friend’s copy.”

“Of course. My name is Sengore.”
“I’m Teledildonica.”

“Actually, I’'m doing research fora pater-

nity suit. My firm has been retained to
look at source code named in the case.”

“Interesting. There’s been a lot of talk
lately whether DNA is proprietary infor-
mation.”

“Well, at least VPL doesn’t have that
patent!”

We both laughed. It was akin to simula-
tor sickness, finding a kindred soul.

Anyway, Glovey, I just wanted to give
you a status report on my excursion to
Princeton. I’ll let you know how the story
goes in my next missive.

- Nica
Naughty Nica!

Haven’t you heard about VR-VD? How
can you so cavalierly gad about such a
rampaging poly town as Princeton? Just
because they don’t have an Institute of
Technology, doesn’t mean you are safe.
PC viruses are nothing compared to it.
Remember, when you interface with a
system, you interface with every system
it’s ever interfaced with. (Your mother
bribed me with a stacker to say that to
you.) I’ll dream about the next install-
ment of ‘Nica’s ‘Nother World.

* kX

Whoa Glovey,

Like, I’'m at the New York VR Systems
conference. There’s this funky gray play
toy onmy hand,right? Ilookat the screen
and it’s my hand in a 3D computer draw-
ing! Soltell the guy, show me something
new and mondo. Another goofy glove
goes on his hand and now he’s in there
too! We're side-by-side, gawking at our
two virtual hands. I’m thinking maybe I
could hock my Mazeratti to get the bucks
for this thing, but he says it’s cheap! I
know you’re always gabbin” about weird
stuff like this so here’s my letter. How
much moolah do I get if you publish it?
Hey, I’'m an artist, man. Don’t got much

time fer unpaid scribbling. Have youseen
the abandonded warehouse on K and 12th
in the District? That’s MINE! Idid that!
“Make glove not war”; “Digitize don’t
criticize”; *“ Don’t let them ... [words
smudged by funny smelling stain]”

- Jack Head
Dear Mr. Head,

Money? Who do you think I am, Bill
Gates? Sorry, but we have no yen for you.
Call Domain Simulations, maybe Jaron
will commission you to do his next album
cover. In case anyone else is reading, I
should point out that it is now possible to
interface two Power Gloves to a PC. The
booth Jack mentioned was in fact
VRASP’s! The VRASP PC-Based VR
Glove Workshop at the upcoming IEEE
Electro conference will discuss how to
connect two gloves. In addition, cables
will be offered for connecting two gloves
to one parallel port.

As long as we’re on the subject, since the
PC can now supporttwo gloves, wouldn’t
it make sense to have a left-handed glove
in addition to the right-handed one? The
software could be changed to show either
tworights, or a left and aright hand. Only
problem is Mattel never made any left
handed gloves! Some of my hacker friends
decided they could fix that, and so I can
tell you definitively that you can presently
use both hands in rend386 or o2glove.
Since hackers hate documenting, a step-
by-step for building the left-handed glove
will not be available until the workshop.

— Glovey.
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Some Remarks following the Interval Research
Brainstorming Session of 7 May 1992

b
} by Rob Tow Copyright © 1992 Tau Zero. All rights reserved.

Notes on the Essay Painting the Future

’-:.,q S m Thisessay was written before 1 was hired by Interval Research Corporation last

e summer, and reflects my personal thinking at that time. Certain elements have

evolved since then; in particular, Brenda Laurel (who occupies the office next to mine at Interval) has

convinced me that the softness of personal representation achievable in VR and related cyberspaces is of great import. | have publicly

confessed my error, and am currently codifying my thoughts on this point in a new essay: Doctor Red: How I Learned to Stop Worrying
and Love VR.

The “painter” is from Erasmus’ In Praise of Folly; the inventor & proto-helicopter is from a 19th century Scientific American issue; the
pointing hand is a self portrait; the press is by Diirer (and is the oldest known depiction of a printing press); the face is Isaac Newton;
Paul Allen (the other Microsoft billionaire) is the patron of Interval Research Corporation. .. and while at Xerox PARC [ invented the core
digital storage technology of Smart Paper™ and Glyph™., —R—

Portrait of a future that we want to live in—New technologies, new tools, new wealth—Visions of future
computing: ubiquitous vs. nomadic vs. universal computing & virtual reality vs. augmented reality— The
Suture’s so bright, I gotta wear (data)shades—Zen and the art of user interface—The evolution of technology—
The role of the individual—Lessons from documents: fax, desktop publishing, email, & smart-paper—Future
phenomenology—What is to Be Done

The world in which we wish to live is that of triumphant science employed for the betterment of mankind. This
ideal has its roots in the vision of René Descartes and Francis Bacon, and has changed but little in its essentials
since the seventeenth century—when Bacon observed that “no empire, no sect, no star seems to have exerted
greater power and influence in human affairs” than the three “mechanical discoveries” of printing, gunpowder, and
the compass. He sketched a program designed to “subdue and overcome the necessities and miseries of humanity”,
based on technology. This is still the hopeful vision of scientific humanists.

Now the new “mechanical discoveries” of computers, video, and instant communication are changing the world.
Certain trends involving these technologies may be easily extrapolated by anyone equipped with log graph paper—
there’s at least two decades of dependable decline ahead in price and increase in power in conventional silicon
fabrication and communications technologies.

Lately, an empire has dissolved under their influence.

New knowledge, new technologies—new tools and instrumentalities for scientists, engineers, and artists—create
new wealth. They do so more than does labor. For example, bauxite ore is just a heap of rocks... unless one knows
the details of the Hall process for smelting aluminum—then it may be transformed, perhaps into pots—or airplane
wings. This points a way out of the limits to growth, out of the zero-sum games, out of the Malthusian competition.
This is where Marx got it deeply wrong.

By the end of the century half the world’s population will be under the age of twenty. Aggressively moving forward
with technology will be the only way to avoid collapse. Even so, it’s going to be pretty rough going as we enter
the next millennium.
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An important element of the basic world view expressed in the
work done by all of us is an emphasis on the individual person—
on empowering individuals, with access to knowledge, personal
computing, publishing, and communication technologies.

Today there are five main visions of the future of computing.
They each make profoundly different statements about the indi-
vidual and the group.

Ubiquitous computing—Mark Weiser’s vision—involves living in
an architecture that, like classical architecture, defines the rela-
tion of the individual to the group by defining space, in the
context of a building. In such a building there are many displays,
flat panels—several megapixel displays , tens of smaller screens,
and hundreds of “post-it” sized displays per person. All are linked
into the Net. One wanders through rooms and halls, tracked by
the computer architecture by wearing an active badge that sig-
nals one’s presence. Your user interface travels along with you,
flitting from screen to screen. In Weiser's vision space becomes
intertwined with cyberspace, and building architecture merges
with computer architecture. It’'s Apollolian computing... philoso-
pher kings engaged in discourse, strolling through serene col-
umns that are the forest tree trunks of an information ecology, the opposite of Plato’s cave.

Nomadic computing—currently expressed by the laptop with a fax/data modem—is the vision of a person roaming,
equipped with a personal computer, independent of externals, yet able to tap telecommunications to access remote
resources—again, a definition of space, of architecture, and of the relationship of the individual and society. Xerox’s
PaperWorks™ fax control software is the latest enabling step in this vision. The near future holds the promise of
a wallet sized “personal data assistant” that combines all of the functionality of computer, fax, phone, and net
access. It's wonderfully American West—cowboy computing.

Universal computing—the nanotech dreams of Eric Drexler and Ralph Merkle—aims nothing less than complete
transformation of reality from atoms on up. By making self-replicating molecular computing devices—by imposing
a new level of information flow upon physics, on to the low level organization of matter and energy—literally
everything will become part of the computing universe. The individual ultimately dissolves into the infosphere—
uploads—producing the most radical redefinition of space, of architecture, and of the relationship of the individual
and society. The nanos talk of the bistorical singularity—the time in the future beyond which no meaningful
predictions can possibly be made because so much changes. Some put it as close as fifty years from now. The dark
side of their vision is gray goo—the molecular dissolution of the biosphere by programmed self-replicating molecu-
lar machines that transform everything into copies of themselves. The bright side is expressed by the nanos and
their close cousins the cryos —the physical resurrection of the body, physical immortality, achievable now by one
way time travel into the future via cryonics... frozen corpsicles awaiting medical nanomachines that rebuild and
reconstitute. Curiously, the nanos abhor quantum mechanics, and construct paper models of mechanical molecular
Babbage machines, reflecting an overly deterministic reductionism.

Virtual reality—Jaron Lanier’s “post-symbolic” synthetic replacement of the sensorium—is the ultimate escapist trip.
Some proclaim it to be “better than acid”. It finds its trivialization in cybersex—teledildonics. An early commercial
application is in commercial architecture—the designer and customer can walk through buildings, with the sun
angle and weather dialed in, experiencing views derived from computer models. Culturally, it’s hot—it’s on CNN,
there’s a cult movie (Zawnmower Man)... you can go to a San Francisco house party (“rave”), take some choline
laced “smart drinks”, put on a VR helmet and a dataglove... and fly away through virtual walls with the point of
a finger.

Augmented reality—fighter pilots get this from their heads-up display—overlays the normal sensorium with addi-
tional inputs, expanding the experience of external reality. An architect might experience this by wearing datashades—
light weight head mounted displays with cameras mounted on them—walking into a room he might see a repre-
sentation of the buildings wiring overlaid within his view of the walls... or a surgeon might see “into” a patient
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while operating. A popular song of the eighties proclaimed “the future’s so bright, I gotta wear shades"—by the end
of the nineties advances in display technology, taking advantage of VLSI binary optics, will make cheap light weight
datashades a reality. Datashades, using eye tracking and eye blinks as the primary interface, will enable

people to augment reality while walking, bicycling... even skiing.

& 7 “Virtual reality” is like Hindu meditation, trancing into an illusion; “augmented reality ” is more
like Zen—a more profound immersion in the world. “Post-symbolic” computing smacks of the
“paperless office”—just as there’s now more paper than ever before, in the future there will
be more symbols than before—richer symbols, communicating to more sophisticated people.
Video as a first class data structure is inherent in both, and both will introduce dynamics
(simulated physics) into user interfaces. Dynamics may ape the physical world—or follow the
~ “laws” of magic (contagion, contiguity, similarity). Augmented reality will be richer and more
/ expressive than “real” reality.

The real future will see all five of these visions intermingled. All of them are closer to robust realization than most

people appreciate.

New technologies arise from earlier ones, in a fashion reminiscent of biological evolution. There are times of rapid
change from a small ancestral stock, followed by smooth radiation and diversity through an ecology—punctuated
equilibrium. The eighties saw such a evolutionary radiation out from innovations made at Xerox PARC—the per-
sonal computer, the desktop metaphor, laser printing; and the local area network.

Shortly, a new radiation will begin, from the five wellsprings identified above.

Individuals make a difference at these times of key innovation. It's imporant to realize that the same basic
technology may be expressed in very different ways—much as is seen in the architecture of buildings—defining/
enabling/limiting the individual and the group. When the major innovators of a technology design they may
influence a school, a generation, a society. Their design is the original mutation, the primeval stock—Lucy walking
the veldt. Part of the challenge for technologists is exactly this opportunity. The same skills of design and architec-
ture may be expressed to give the vast cubie land of Hewlett-Packard or the individual offices of Microsoft or PARC.
Similar choices abound in the design of computer and communications systems.

The other side of the duality of the individual in this context is found in the opportunity to place humanity—in the
form of the individual—back into the center of the universe/infosphere, from which it has been cast out since the
Renaissance.

All of this is seen in miniature in the history of documents, pointing the way of the future
of other technologies. Gutenberg innovated a robust mass production document technol-
ogy. They became cheap and identical. Newspapers became possible—access to
basic information increased tremendously, with the standard delay of news trans-
mission dramatically chopped—with great social impact."' Lately, a new innovation
in printing has been made—the introduction of digital data embedded within the
marks, images, and glyphs on paper, below the limits of sensible perception. This
makes the visible appearance of paper documents the tip of an iceberg—most of the
substance is below the surface, a frozen snapshot of a Turing-complete process.
This “smart paper” is the first major change in the basic nature of printed docu-
ments since Gutenberg—fax machines and laser printers are elaborations of his
vision, not changes.

There are things that are deeply right about fax. Its success stands in stark contrast to the vision of many at the start
of the eighties—structured document interchange. Rather than intelligent editors and formats, building on the

1In Pasis following the Revolution there were over five bundred newspapers (and a literacy rate of 93%). Aston-
ishing, but true—for an account of the pivotal role of printing in the French Revolution see Simon Schama’s
Citizens: a Chronicle of the French Revolution. Lenin’s counterview of the importance of central control of the press
may be found in his essay What Is to Be Done.
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success of Arpanet’s email, we find at the end of the decade in Silicon Valley thousands of
resumes faxing into digital stores, dumped into OCR software, ending in databases accessed by
keyword search. Fax has an appealing physicality—you can scribble on it, and transmit the
scribbles—and makes the gimple pixel map a first class data structure.

Video is following fast along the same route, with personal video looming large in the contem-
porary social, legal, and political scene. Our notions of privacy will never be same once video
cameras shrink to buttons, and are worn as clothing by those who are into ubiquitous self-

bugging.

All of this has the potential to change the human condition, all the way down to phenomenology. “Reality” is a
slippery concept... and is definitely constructive. It is built from the confluence of experience, wiring, and input
(at least). It is not “external”, as Locke would have it. Altering the input—particularly before the age of ~7, while
the wiring of the brain is still evolving—definitely changes reality. Consider cats raised in an environment consist-
ing only of vertical lines: they lack the cortical wiring to “see” horizontal stripes. The latter simply do not exist to
the cat raised in such a deprived environment. Now consider that we were wired in a deprived sensory environ-
ment, compared to what children twenty years from now will experience routinely, in play, in virtual and aug-
mented reality. They may well perceive things we never will,

So, what is to be done? Paul Allen has expressed a desire to give back to society such underpinnings as he stood
upon to make his fortune and change the world. This echoes the words of Newton, when he remarked that if he
had seen farther that it was because he stood on the shoulders of giants. His challenge is to gather together, use
the resources he provides, and to invent the future—in the spirit of a new Enlightenment that enriches and betters
us and our children. The key is to make a difference that makes a difference.

VR as Entertainment was the conceptual keynote at this year's Home Media Expo in Beverly Hills, California. Finally the VR and
Mass-Media Arts industries are getting together! VRASPian and composer/musician Douglas Faxon was there to check out the

gig, and comes back with mucho good news. What's next — “| want my MVR?" —TF,

Los Angeles was as beautiful as it gets at
the Home Media Expo in March. Sus-
tained recent rains made the normally dry
and brown Southland a verdant green,
whichimproved my attitude awhole burich.
And the sub-compact rental car I'd re-
served by phone turned outto be abrand-
new Dodge Dynasty, a car made in the
U.S. which can take collisions with com-
fort and probably even deflect a bullet or
two, although | didn't have occasion to
experience eithersituation during my brief
visit.

Wednesday morning found me in the

Beverly Hilton Hotel lobby area, trying to
get my bearings and looking for the room
where TV Answer was to give their pre-
sentation. And quite a presentation it
was, 100. Television is about to become
interactive, folks. Good news for people
who have always wanted more from this
appliance; bad news for couch potatoes
and channel-surfers. TV Answer's box
hooks up like a cable box, but its signal
comes from space, not from the cable
itseff.

Acellular-phone-style antennaontheback
of the unit transmits and receives signals

-from a local cell, which gets its signals

from a satellite controlled from TVA's hub
site in Reston, Virginia. The system over-
lays an icon-basedimage that you control
andinteract with via an ergonomic remote
with atrackball. Among the features that
will be available with this box are: the
ability to play along with game shows and
sporting events, an online TV guide which
can program your VCR with the shows
you want to tape, pizza-ordering without
going to the phone, and entering your
opinion in political debates (shades of
Perot's “electronic Town Hall!").
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New Uses, New Muses

At the Recording Artist and Producer's
Roundtable, a prestigious panel talked
aboutinteractivity in media and its effects
on the video/record industry. Thomas
Dolby talked about his new company,
Head Space, which will connect musi-
cians interested in composing for multi-
media with software companies. He's also
working on a VR project that will be com-
ing to the Guggenheim Museum soon.
Edgar Winter didn't say much, but talked
a little bit about digital recording technol-
ogy. Todd Rundgren, eager to avoid
taking too much time away from the other
speakers by getting up on his “soapbox,”
also avoided talking about his upcoming
Phillips CD-I production, “No World Or-
der". He did respond to a question about
3D audio by saying he wasn't interested
in it until the technology becomes viable
for consumers to use, and also that his
emphasis is more on the content of the
work as opposed to the techniques used
in its creation.

Michael Penntalked a bit about 3D audio,
saying that he used Q-Sound in the pro-
ductionofhis latestrelease. Steve Nelson,
who works with Peter Gabriel, took us on
a journey through Gabriel's new CD-|
release (still under construction). This pro-
duction will allow viewers to get a video
“window" on various aspects of Gabriel's
work, his life and his work with ethnic
artists by clicking on various areas on the
screen. This disk is really something. |
was impressed with the amount and di-
versity of information contained within.
Nelson also noted that the record labels
are hesitant at present to distribute CD-|
products, adding that he felt that attitude
will probably soon turn around.

Phil Van Allen showed us a bit of U2's
“ZooTV" interactive disk. Last but not
least, Tim Byers of Motley Crue showed
us their opus inthe digitaldomain, a video
retrospective covering the band's music
and videos from their early days on. |
noticed the other panelists smirking dur-
ing this presentation; and | too was sur-

prised that Motley Crue are among the
first artists working in this medium.

Dr. Tim Leary moderated the Entertain-
ment Artist's Roundtable with his usual
flairfor humor. Among the panelists were
Allee Willis (Grammy-winning film-maker
& songwriter), CoCo Conn (artistinvolved
with SigKids of Siggraph), Joe fto of
Neotony, and Jas Morgan of Mondo 2000.
Allee Willis spoke animatedly about the
changing entertainment world, noting that
this is the first time in Hollywood where
the future is uncertain — the market is
wide open due to new technologies and
new types of artand entertainment. She's
looking forward to stirring things up in her
inimitable fashion. CoCo Conn showed
some video footage from last year's
Siggraph convention, where groups of
kids banded together to work on various

“...this is the first time in
Hollywood where the
future is uncertain...”

high-tech projects like shooting a video
and making a scanner outof Legos. Wish
this kind of fun was around when | was a
kid! Joe Ito showed us footage from an
interactive TV show for kids in Japan that
has many VR elements, as well as some
wild, psychedelic graphics. Maybe
“Sesame Street” should join the 90's and
becomemore likethis show... Very stimu-
lating. Jas Morgan shared his stories about
the Mondo article they did for Time maga-
zine a few months back, as well as a
humorous but surreal story about the state
of computer technology in our nation’s
capital.

Audio, Video, 300!

3DO gave their presentation Wednesday
afternoon in the International Ballroom.
This was the first I'd seen about 3DO's
technology, and | was impressed. The
video they showed to demonstrate the
capabilities of their box was awesome, at
least to a guy who spends so much time

waiting for his Vistapro landscapes to
render on his PC. Fast full-screen video
processing is just around the corner, al-
though whether this platform will be us-
able for VR is another question. | never
once got close enough to anyone at their
table to ask about this; there were so
many people around them all through the
show (mostly aggressive men in expen-
sive suits) that | figured I'd wait till | got
home and just call them. More info on
developing software for this platform will
be forthcoming.

Locatlon-Based Entertalnment 101

Of particular interest to the VRASP com-
munity were the two lectures | attended
the last day of the show. Thefirst, “Virtual
Reality as Entertainment’, began with a
report‘commentary by Marty Perimutter,
which was an overview of a lot of direc-
tions and developments of VR tech. He
mentioned a company who “has CMOS
technology for slicing wafers into sun-
glass frames that are high-definition TV
screens.” He also sees largeflashmemo-
ries — to the tune of one gig — replacing
CD-ROM retrieval systems in the near
future.

Diana Hawkins of Interactive Associates
gave an extremely condensedten minute
talk centering on location-based VR, a
sort of “LBE 101" which covered a lot of
ground in a short amount of time. Dis-
cussing the pros and cons of passive
simulations (motion-based film theaters,
like at Disneyland and Universal) and
active simulations (full-immersion VR and
vehicle-based VR like Battletech), she
summed up by recommending that VR
sites incorporate a bit of each type of
technology into various attractions along
withfood, beverage andmerchandiseina
themed environment with changing soft-
ware. She specifically mentioned the
distinct lack of non-shoot-em-up software
and the need to consider the female
gender's needs when developing soft-
ware for these sites. This brought strong
applause from the predominantly male
audience, which | took as a good sign.
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Next up was Gilman Louie from Spectrum
Holobyte, creators of popular software
games including Tetris and Wordtris. His
company is currently involved in the de-
velopment of Paramount's “Star Trek"
LBE centers, of which he couldn't give
further details. He placed particular em-
phasis on VR as away of bringing people
together, across great distances over VR
networks. His vision for VR puts quality
software in a unified system which em-
phasizes environment; supporting stories
and simulations rather than scripts (as in
movies), giving the feeling of being “in”
the game versus “in front of” it. He closed
with astory about his experience of Simnet
at Fort Knox in which 400 people were
linked together (at different bases around
the world) via Simnet in a joint training
exercise! His hope is that we can find
more productive and educational uses for
this type of technology. Simgraphics’
Steve Glenn was next with a slide show
as well as video footage demonstrating
their “Face Waldo" in action. Very im-
pressive! He pointed out for the TV and
movie industry audience that their tech-
nology, as powerful and useful as it is, is
not a replacement for traditional anima-
tion, but a labor-and-time saving device.
Stan Kinsey of lwerks Entertainment dis-
cussed LBEs and showed a video promo
of “Cinetropolis,” a movie-based simula-
tion with moving seats and a 360-degree
screen, built within a theme-based com-
plex, complete with merchandising and
restaurants. Thematic updates will occur
periodically to keep the experience fresh
and keep people coming back.

Sound Visions for VR-tists

Greg Panos is involvedinthe “VR Startup
Kit”CD-ROM, which is due to be released
at the summer CES, and will contain lots
of VR-related software and advertise-
ments from VR-related companies (PC-
based, retail price around $40.00). “Per-
sona Form" is another project Greg is
involvedin, andthis one sounds as if it will
be pushing the outside of the envelope in
VR. The project will be attempting to

archive and simulate real people via the
useof virtual actors (or Vactors). Famous
people will create digital archives of them-
selves as virtual characters. Thomas
Dolby was the last speaker on the panel,
and spoke about his non-violent VR pro-
gram duetobe shown atthe Guggenheim
Museum (funded by INTEL). This exhibit
will be drivenby a 486 PC with a Fireboard
i860 card and Alesis ADAT driving the
sound. He emphasized the audio aspect
of VR and its importance in creating a
convincing VR environment. He plugged
the Crystal Rivers Beachtron, as well as
the Gravis and Logitech 3D sound sys-
tems, which will provide 16-bit sound with
3D sound localization for under $200.

[Thomas Dolby’s]
“Headspace” will
connect technologists
and industry
professionals with
composers for
interactive mediums.

Dolby stressedtheimportanceof creative
artists and composers having access to
the best tools possible for working in
these new mediums; to this end he has
formed a company called Headspace,
which will serve to connect technologists
and entertainment/software industry pro-
fessionals with composers who will score
for the interactive mediums.

The last workshop | attended was a lec-
ture by Scott Fisher, formerly with the
NASA-AMES research center, now the
managing director of Telepresence Re-
search in Portola Valley, California. The
lecture was three hours of intensive dis-
cussion of the history of VR and
telepresence research, and due fo its
magnitude, | won't attempt a point-by-
point coverage of it here. Suffice itto say
that Mr. Fisher is an interesting man with

lots of info, and if you ever get an oppor-
tunity to see him, don’t miss it.

The Expo was over. | had my nifty rental
car for the weekend. | took advantage of
the situation and drove up the California
coasttomydad's house in Venturacounty,
where | enjoyed a relaxing weekend sip-
ping good beer by the poolside, poring
through my notes on the conference and
preparing to write this article. I'm looking
forward to Meckler in May, and hope to
meet many VRASPians there. Untilthen,
pleasant navigating! A

N

.
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We are pleased and excited to announce the opening of VRASP On-Line.
VOL is VRASP's new electronic message board and file library; a place for
VRASP members and anyone with an interestin VR to meet, learn, teach, and
exchange ideas, opinions and files!

This new facility needs YOUR participation to make it work! Call today!

VOL is hosted and housed by the MicroFone information Service, “New
Jersey’s biggest and best BBS system,” with hundreds of users and 7
gigabytes of on-line information! MicroFone has been ranked “one of the best
BBSs in America” by BoardWatch magazine!

7 Dial +1 908 494-3649 =

7 14.4kbps 8N1 = ANSI preferred =
VOL can be reached by typing M M V from MicroFone's top menu.

Call VRASP On-Line now, and GET INTO IT!

VRASP at MicroFone BBS
Andy Kaye, On-Line Services Manager
internet address: akossowsky@turbo.kean.edu
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April 27-29, 1993

IEEE Electro Conference:

Somerset NJ

VRASPizza Party following Glove Workshop April 27
Contact: (800) 877-2668

May 14-15, 1993

“The Third International Conference on Cyberspace”

Joe C. Thompson Conference Center, University of Texas at Austin,
Contact: 3Cyberconf; School of Architecture

The University of Texas at Austin

Austin, TX 78712

(512) 471-1922 or email: 3cyberconf@bongo.cc.utexas.edu

May 25, 1993 7:30 PM:

“VRASP Chat”

Bergen Tech High School, Hackensack NJ
Contact: George Gonzalez:(201) 343-6000.

Jun 17-18, 1993
“Virtual Reality and Persons with Disabilities,”
San Francisco Airport Marriott Hotel

Jun 23-26, 1993

“Industrial Virtual Reality 93"

Makuhari Messe Convention Center, Tokyo
Contact: Elizabeth A. Hitchcock

(203) 352-8423

Jul 7-9, 1993

“ICAT 93, the Third International Conference on Artificial Reality and
Tele-Existence™

Nikkei Hall, Tokyo-

Contact: Secretariat/ICAT 93, c/o JTTAS,

Plaza Mikado Bldg. 6F, 2-14-5 Akasaka Minatoku, Tokyo. 107, Japan.
Phone: +81-3-3584-0207"

Fax: +81-3-3585-9369-

or email: icat@atr-sw.atr.co.jp

Jul 11 - Aug 7, 1993

MONTAGE ‘93

International Festival of the Image
Rochester NY

Contact: (800) 724-4332

Sep 20-22, 1993

“4th Annuat Conference on Artificial Intelligence, Simulation, and
Planning in High Autonomy Systems”™

University of Arizona, Tucson

Technical enquiries: (602) 621-5104-

Submissions and registration questions:

{602) 621-3054- or email: baltes@bigdog.engr.arizona.edu.

Oct 25-26, 1993

“|IEEE Symposium on Research Frontiers.in Virtual Reality”

Red Lion Inn, San Jose, CA.

Contact: Steve Bryson, MS T045-1, NASA Ames Research Center-
Moffett Field, CA 94035-1000

MEMBERSHIP

Individual member dues are $30 per year
inside the US and Canada. All other
countries: $40US. Thisincludesbimonthly
issues of Pix-Elation, regular admission
to VRASP Chats anddiscounts at VRASP
lectures and workshops. For special Busi-
ness and Institutional Member rates,
please contact us.

Volunteerism s strongly encouraged and
will be rewarded by a special “Contribut-
ing Member” designation. This status will
entitle you to special privileges, such as
networking opportunities and the ability to
hold office in the organization, as well as
public acknowledgment in the newsletter
and at conferences.

| cLIP-N-JOIN COUPON
| Type or print clearly.

NAME:

SCHOOL/ORGANIZATION:

CITY:

I

|

I

|

|

I

I

| STREET:
I

|

I

|

I STATE/COUNTRY:
|

| ZIP/POSTAL CODE:

I
| DAY PHONE:
| EVENING PHONE:

I EMAIL:

I FAX:

| Please send your check or money
| order (no cash), payable to Karin
| August, to the following address:

VRASP

PO Box 4139

Highland Park NJ 08904-4139
USA




«VRASP VOLUNTEER PROFILE -

Your Name:

Your Address:
Your City, State or Province, Postal Code:
Your Country:

Student or Professionai?:
(if student) Your Major:

(if professional) Your Specialty:

Your Phone Number (include area code):
Your Email Address: @

Check the boxes below which apply to you.

| would consider myself a: O Leader O Follower

| would likely be a: O Contributing Member O Inactive Member

| could donate: O Sservices O Money O Equipment

| use a: O Macintosh O pPc(DOS) O Unix O Other platform

| could offer the following for VRASP activities/events:

O Artist O Equipment loaner
O car pool O Food provider

O Crash spacs O Phone caller

O ‘Chat hosting O Photocopier

O Designer O Speaker/presenter
O E-mailer

O VRASP Advisor (please list areas of speciality)

O writer

O Other - please list:

On a Reliability Scale of 1 to 5 (where 5 is the most reliable), | would consider myself a

Please selaborate on specific interests you might have in VR whether or not you are able to volunteer in these capacities. Examples
include:

O Design O Applications
O Education O Programming
O Hardware O Marketing

Cther: please list:

| would like to be a volunteer at the VRASP exhibit booth during the Meckler conference in San Jose, CA on May 19-21, 1993,

O YEs! 3 (no) .
| cannot volunteer at this conference, but please ask me about others in the future.
O YEs! 3 (no)

Please clip and send to:
VRASP, PO Box 4139, Highland Park NJ 08904-4139, USA






