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Virll el ) hu:#-_;;‘t
tiol fo be the biggest innav

since evision; orthe bigg

crap fod since breakdancing ur
body-pepping, In fact, it's much
mare likely to be the former, since
miast paople thot come into con-
tact with VR think it’s the best
thing since sficed bread. This fea-
ture intends to be o fool's crib-
sheet o VR, 5o learn] About
headsets, cyberpunks, teledildon-
ics and Sega VR; the first home
Virtuality system — for the
Megodrival — to be lounched

this year.

WHAT IS
VIRTUALITY?

If you're standing with o bucket
on your heod playing Dactyd
Mightmare, it's prefly easy to
renlise you're in Yirtual Reality.
However, finding o written defini-
tion is harder, since Yirtuality has
spawned all serts of fringe things
in the realm of video and film.
Virtuality involves the creafion of
an alternafe reality, by maonipu-
lation of the five
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_technology attempts to create o

ideally you should see, heor and
fouch this folse world by the aid
of computers. Virtual Reality’ ot
presen'r is this ul'mrnuh- world dis-
w.md,. and controlled
through n love or trigger.
|d- rtuality” covers
a hrln:llr field than thot, where
believable other world, be might
display it on a normal television
or film screen [eg. Sega's Yiruo
Rocing, The Lownmower Maon).

enclosed heoadset, Software developers experiment
First primitive VR with wirtual worlds, For home

engine, computers, concepls like
‘Freescope’ are invented — a
1970s slow-maving polygon field with
Development of moveable virtual objects.

CAD (Computer
Aided Design) in 1991
anginearing and  W-Indusiries launch an orcode VR
Archifeciure ", system. A 32-bit processor runs
using 30 com- sif-down or standing virtual units,
puter models.
Replaces

expeniive real
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HISTORY

1967 ’ |
Prof. lvan Sutherland of the mad- |
University of North Caralina els of projects with
demonsirates apparctus that Virtual anes.
i s computer images being
di through ~,| 1985
an © MASA unveil first
' real '-'iﬁ'l-_'ri;‘l;'r
mlﬂ- ir
system is cheap
— made by cus
tomising two

rrinii =TS an mn
on a normal PC.
This is the start
of commercial
inferest in VR,




First experience of VR for most
people.

JUNE 1993

Sega show their home virtuality
unit for Megodrive of Summer
CES. Launch daolbe is sat for
Movember, priced around 5200.

BRAVE NEW
WORLD

True VR

involves three
vital components that go o create
the virtual world, or ‘Cyberspoce’.
The more advanced each of these
becomes, the more realistic ond
absaorbing Cyberspoce becomes.

The program that contrals the vir-
tual environment. A
good angine
relies on two
things: o power-
ful processor,
and a well-writ-
ten program. W-
Industries
machines are
cantrolled by o
32-bit processor
based around
Amiga technolo-
gy. Thespeed is
neaded to deal
with the interac-
tion of up to
three other play-

REALITY

trast are offected by they |
quality of the TVs, and defini-
tion is limited by the amaount af
pixals. As the headset has o frock-
ing sensorfor your head move-
ments, it acts as as part of the
interfoce.

W-
INDUSTRIES

W-industries' arcade Yirtuality
machines are found in larger
amusement cenires. There are
e warsiong; one with the ployer
standing in a ring with a heodset
and trigger. The other is a sif-
down cabinet, the ployer's inter-
foce is o steering wheel and floor
pedals.
The heodset disploys o surprising-
ly good picture, but as it has to fit
all sizes of heads it may

ers. Sega’s home YR uses the
Megadrive's stondard 16-bit

s3ar, 5o multi-player gomes
are unlikely. A good engine will
use detoiled polygon graphics
ond fast update.

THE INTERFACE

Mice graphics are useless unless

your control is responsive. - appear slightly out
Two important features of the ’ nf:.n:l.lds. ':h-
interface is the delay behween niug':.r hl:ﬂ

vour movements in the real

world, and the reaction in L
the virlual world. Feature eyes
pwar is the mecsure of get

response; does the Lo

interface accurately
reflect your

——

T

mave-
mants from reali-
ty into virtuality?

THE VIEWER

The headset offers the

sights and sound of the vir-
tual world, The headset
should consist of two seper-
ate LCD screens, showing
slightly different pictures, the
difference ollowing you to see in
3D (stereoptics). Colowr and con-




after even short periods of play.
The helimets hove excellent (but
very loud!] surrou nd sound using

ke the Fadiabr & by of

players miays ct in @ sin-
gle t._GEi'nq'Eﬁh _"Illld

E2 for 5 minubes, Futurespert played in o massive

- -y stadium where bouncing robots
'ﬁ GAMES L blast hell aut each ather.5imple arcade games.
gomeplay, but exciting while it The Sega VR headset is high qual-
: lasts. ity, with good LCD screens and o
HEAVY METAL decent speaker system.

Like Battletech, this is o huni-io-
kill tank game set in o futuristic
moze. Bottlezone for the 90s ond
vary good fun,

DACTYL NIGHTMARE
The criginal virtuality game.
Exploration on o chessboard land-
scape linked by stairs, and
patrolled by o pterdactyl. Eerie
atmosphere but net much action.

Unfortunately, it suffers from
some of the drowbocks
of Yirtuality headsels;
“fuzziness” and initiol
double vision [owing
to the hwo screens).
But people adjust
quickly ond the
mofion defechon syi-
tem works o freaf.
Sega are hoving
problems converfing
VR to run on our
power system, $o
expect to see the hord-
ware on sole sormetime naxi
Eastar for around £200 with
games retailing ot £50 to £70.

NUCLEAR RUSH
The launch game, packed with

the system. A frantic sheot ‘em up
sat in o blasted waoste, with enemy

TTLESPHERE hovercroft and ‘Muclear Pirates’,
Al:hiﬁnus spoce bottle game, in vn SEGl - .

the Starblode vain, Unfortunately smE

the interdfoce and view are not
responsive enough to maoke it

playable. Sego was unveiled to
third ishers
FLYING ACES e L i

Spoof WW1 dogfight game with CES show. However
four bi-planes. The view is fuzzy, MEAM MACHINES
and the gama not much fun. was the only
Eurcpaon mogazing
invited to test the new
hardware.
Sega’s VR system uses
the Megadrive os an
ing, ordinary joypad os inter-
face and o custom-built viewsr  MATRIX RUNNER
with slereoptics and sound. 5ega  An Adventure inspired by the
VR, initially won't use polygons fo ‘Meuremancer (see glossary]. Your
generate grophics, relying on hocker ‘jacks into the grid’, and
proven sprite technology [used in explores networks, A potentiolly
maost video gomes) to create the ground-breaking console
virlual warld. However, ¥R games
combined with the new D3P chip
(o5 seen in Megadrive Virluo
Racing| should be able fo create
worlds comporable with the

WaIMDUSTRIES, VIRTUAL QUEST AT
TOWER HILL TERRALCE, LUNDOHN.



