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Abstract References 

In this video we demonstrate a novel system which allows 
wireless full-body interaction between a ‘human participant 
and a graphical world inhabited by autonomous agents. The 
system is called “ALIVE”, an acronym for Artificial Life 
Interactive Video Environment. The goal of ALIVE is to 
present a virtual environment in which a user can interact, 
in natural and believable ways, with autonomous semi- 
intelligent agents whose behavior is equally natural and 
believable. 

In ALIVE, a single CCD camera is used to obtain a 
color image of a person which is composited into a 3D 
graphical world. The composite world is projected onto a 
large video wall in a world-centered reference frame, 
which faces the user and acts as a type of “magic mirror”. 
No goggles, gloves, or wires are needed for interaction 
with the world: agents and objects in the graphical world 
can be acted upon by the human participant through the use 
of domain-specific computer vision techniques that analyze 
the silhouette and gestures of the person. 

The agents inhabiting the world are modeled as self- 
contained autonomous systems with internal needs and 
motivations which are embodied in a dynamic world: they 
sense the world via sensors, and move in, and act on the 
world in real time in response to the user’s gestures and 
actions. As a result of the presence of these semi-intelligent 
entities, the system does not just allow for the obvious 
direct-manipulation style of interaction, but also a more 
powerful, indirect style of interaction in which gestures can 
have more complex meanings, which may vary according 
to the situation in which the agents and user find 
themselves. 

The video presents a specific implementation of the 
ALIVE system which was demonstrated as part of 
SIGGRAPH-93’s Tomorrow’s Realities show. Ap- 
proximately 500 attendees interacted with the ALIVE 
system over the course of 5 days. The video footage was 
taken during that time. 

More information on the ALIVE system in general 
may be found in [Maes93] and [Darrell94]. Information on 
the details of the behavior and agent model used in ALIVE 
may be found in [Blumberg94]. More information on 
details of the visual routines may be found in [Darrell94]. 
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