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Course Abstract

The concept of interactive movies has existed for a long tune, but only recently has the
computer technology developed sufficient tools to support complex forms of interactivity
Recent advances in computer graphics modelling, natural language generation, role play-
ing games, and networked virtual reality environments provide the technological base for
integration with well established cinematic techniques for the creation of empathy The
convergence of various cinematic techniques and software technologies from telecommu-
nications, entertainment, and amusement areas creates a new para.dlgm for interactivity
in movies This course will give the audience hnowledge of individual technologies neces-
sary for creating 1nteractive movies, and illustrate the integration of these technologies to
realize this new type of entertainment
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Course Introduction and Overview
Ryohei Nakatsu and Edward Altman

The evolution of the movie industry from an analog format to a digital format enables
new kinds of interactivity with movies The objective of this course 1s to demonstrate how
the techniques technology and know how of traditional movies are being transformed and
applied in the emerging digital film medium The interactivity of the digital medium pro-
vides new opportuntties for movie mahing, so we will examine both the current technologies
as well as emerging trends in research from virtual reahity, human-computer interaction,
interacuive art, role playing games, etc

Rather than looking at how we can add interaction to traditional movies, we consider
how the digital medium provides opportunities for new forms of interaction The hey 1dea
1s that interaction should be used to enhance the story telling function of the movie To do
this, 1t 1s important to understand the evolution of the movie industry 1n terms of cinematic
techniques, software technology, and compelling content as well as their transformations
into interactive movies

The lecturers in this course are pioneers 1n this new area or have long expernence n
producing movies Therefore they will be able to give the audience the hnowledge necessary
to produce interactive movies The lectures include such important and interesting 1ssues
as the empathy mechanism 1in human behavior the basic architecture of an interactive
movie system 1nteractive story generation techniques, interactive CG character generation
technologies, and interaction technologies including speech recognition technologies and
gesture recognition technologies

Introduction to Interactive Movies (Ryoher Nakatsu and Edward Altman)

Interactive movies are one aspect of a new type of media ansing from the convergence of
multimedia technologies, virtual reality technologies and Al technologies The realization
of this new media 1s expected to be derived from extensions of present trends 1n the areas
of telecommunications, entertainment, and amusement Although the types of content
which will eventually be produced from this convergence are hard to predict, 1t 1s already
clear from the populanty of role playing games and networked virtual reality environments
that the dynamics of social and emotional interactions will play an important rolte in the
development of new content 1n this emerging media

Connecting with the Moment Emotion and Empathy 1n Film (Kristine Samuel-
son): This presentation considers the ways in which cinematic techmques create an emo-
tional response in audiences Such responses occur in reaction to individual shots, as
well as to the sequencing and relationships of groupings of shots These image chains,
augmented by aural elements convey both the ‘text™ of the story as well as the “music”
of the cinematic composition Particular attention will be given to examining how these
structural elements are used to draw audiences into a media work Possible choices for the
“point of view” and the effect of that choice on the sense of connection by the audience
will also be considered Selected film clips will be used to examine how these elements are
utihized 1n editing and reinforced by sound design

Generation of Interactive Stories - (Scott Watson). The making of Disney s " Toy
Story” shows how a digital movie may be treated as a hind of software program The
creation of interactive movies 1s facilitated by the design of characters with personalities
and behaviors which can be manipulated The lecture, “Generation of Interactive Stories”



by Scott Watson describes the basic architecture of interactive movie system, mechanmsms
of interactive story generation, and the development of software for controlling interactive
story telling

Interactions between Audience and Actors - (Don Marinelli and Scott Stevens):
Audience empowerment means the ability of a user to become a genuine protagonist within
a story Truly interactive movies must transcend the current state of forced-choice and
decision-tree paradigms that are at the heart of most interactive environments today The
computer-user interface must permit a hfelihe interaction wherein a user and CG persona
can converse 1n a non-linear manner, discuss the given circumstance, establish and pursue
objectives, while heightening the dramatic yimpact of the story

Carnegie Mellon’s Entertainment Technology Center, appreciating the hfelike, invisible
interface that interactive entertainment must achieve, has developed Synthetic Interviews
Synthetic Interviews allow users to interact via spoken language with a CG persona The
goal 15 an open-ended, non-linear dialog, with the CG persona deciding the parameters of
what can be discussed Since conversation 1s the basis of how most human interaction 1s
conducted Synthetic Interviews explore a primary way in which users become protagonists
in an 1interactive movie

Generation of Interactive Movie Actors - (Naoko Tosa): This presentation demon-
strates how the shills of an artist contribute to the creation of a unifying frameworh or
story line which accomplishes the primary movie making task of telling a story A proto-
type storytelling system, called the Inter Commumcation Theater, which allows the viewer
to interact with the characters by means of voice, music, and gesture The merging of
video with real-time computer graphics provides the artist with additional tools for the
creation and expression of emotion to enhance the cinematic expenience of the viewer



