





VIRTUAL REALITY TRIANGLE \

IMMERSION

INTERACTION IMAGINATION

Figure 1.1 Virtual Reality immersion—interaction—imagination. Reprinted by permission
from [Burdea and Coiffet, 1994] © Editions Hermes.
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SEE PICTURES
“COME TO LIFE"

WE ARE AN AUTHORIZED VIEW-MASTER DEALER

3-D Model G (1962)
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3,050,870

Introducing . . . : Aug. 28, 1962 M. L. HEILIG

SENsorama

The Revolutionary Motion Picture System
that takes you into another world
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SPACE HUMAN FACTORS
VIRTUAL INTERFACE ENVIRONMENTS
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Computed focal K1 OffsetX  OffsetY  Viewpointo

» Y N_O
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