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Digifal Hypnosis

n an attempt to overcome the tradi-

tional limits of individual suggestibility
for immersion into virtual environ-
ments, digital artist Andy Mclntire of
Athens, Georgia, uses audiovisual
wave-sequencing linked to a person’s
biofeedback. The images on this page are
from his visualization called Gestalt
Inhibition: Digital Hypnosis, which is based
on this proposed method of psychological
immersion. The images on the following
page are also part of his attempt to access

various levels of a pr:rsmf:-‘. subconscilous.
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RETROSPECTIVE

AMay 1998 Kenneth Huff pushed the capability of high-
end digital tools, such as PowerAnimator and Maya running
on an SGI workstation, to portray basic shapes that resemble
the random yet structured beauty of nature.

A June 1997 To satisly the need for realistic
computer-generated environments in gaming, archi-
tecture, art, broadcast, and scientific studies, artists
began using landscape-specific software to replicate
natural environments. This scene, with its towering
mountain and rippling water, was created with
Animatek World Builder Toolkit.
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A April 1999 Stephane Desbenoit's animated film - ' . P,
“Alexandrie la Magnifique” captured the attention of ' . L A : f_ . a ¥ * .
the Imagina jury at the Prix Pixel-INA competition, rec-  § ML il i VR | L N s _
ognizing innovation in film production by independent B bl L D4 A November 1998 Rob Cavaleri and John
artists. students. and small studios. A October 1998 Andy Mcintire explored the concept of Kahrs were among the animators/software devel-
digital hypnosis by tuning in to a person’s biofeedback in an opers at Blue SkylVIFX who helped raise graphics
attempt to enhance the experience of immersion in realism to a new level by refining the reflective and
a virtual environment. refractive capabilities in the company's CGI Studio
rendering software. Cavaleri's “Glass Rendition”
(top) and Kahrs' “Supercluster” (bottom) are early
examples of the company’s raytracing technology.

4 June 1999 leremy Engleman proved that
digital art can be fun and games with this 1.5
million-polygon image, created in Softimage for the
computer pame Riven.

» August

1999 Harvey

Goldman's “Inside

Light,” selected

for display at

the Siggraph "99

Art Gallery, illus-

trates the artist's

expenmentation

animated short film, created with proprietary Macintosh- — with digital illumi-
based software, received the Prix Ars Electronica Award nation within a vir-
of Distinction in the computer animation category. tual environment.
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