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In the beginning there was the Drive In 

And Walt said, "Le.t there be a Park." 

And lo, there was Pirates of the Caribbean 

Thus did Walt beget the Experience Industry 

And Walt saw that it was Good ... 

- Michael Krantz Figure [ Kranz94]

1 Introduction 

The use of real-time 30 computer graphics in interactive entertainment has 

grown dramatically recently. These applications include better arcade games, 

more sophisticated multiplayer games for location-based entertainment (LBE) 

centers, virtual actors on TV driven by puppeteers and motion capture devices, 

and even virtual interactive theatres where the "player" can assume the role of 

a character in a story and alter the course of the plot. 

This chapter of the course notes tJ.ies to provide a general background into the 

elements that go into creating a real-time 3D graphics ente1tainment applica­

tion and the basic performance levels required to meet human factors require­

ments. Subsequent chapters fill in the details of content generation and 

graphics techniques that can be used to meet those peli·ormance requirements. 
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