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Last Minute 
Items of Interest 

ISU/Sydney/Sept./$OO 1 
The flrst International Stereoscopic Union Con- 

gress in the new millennium and the flrst in the 
southern hemisphere will be held in Sydney, Aus- 
tralia from Sept. 19 to 24, 2001. 

Headquarters hotel for the event is the Oxford 
Koala Hotel, Oxford Street, located in the CBD 
area-a short walk or flve minute bus ride from the 
center of Sydney. The Hotel is part of the Best 
Western Chain and is situated in one of the major 
dining areas of Sydney with many reasonably 
priced restaurants, cafes, fast food outlets and cof- 
fee shops. (Also nearby are the four and flve star 
Hyde Park Plaza and Sydney Marriott Hotels.) 

Start planning (and saving) now for the stereo 
event that could be the trip of a lifetime. For more 
information, visit: htt~://Stere0S~0~~.~0m/iS~-2001/ 
index.html or contact David Stuckey, ISU Congress 
Manager, 19 Ferguson Avenue, Thornleigh, NSW 
2 120 Australia, E-Mail: d l , .  

Stereographer of the Century 
Taking a cue from the declaration of Henri Carti- 

er-Bresson as the "Photographer of the Centuryn, 
the Stereoscopic Society in England voted the late 
Pat Whitehouse as "Stereographer of the Centuryn. 
According to the Spring 2000 issue of the Stereo- 
scopic Society Journal, "Her creative output was 
considered to be clearly in a class of its own, whilst 
the stimulative effect of her personality added fur- 
ther to her unassailable position." 

The same issue announced the January death of 
her husband, Dr. Harold Whitehouse, who often 
accompanied her when she traveled all over the 
world giving her legendary 3-D shows. Harold 
shared her passion for stereography, and after Pat 
died a few years ago he became active in the 
Stereoscopic Society and the ISU himself. He was a 
fellow of Darwin College, Cambridge, and a leading 
expert in mosses and ground cover plants, which 
he documented in stereo using a macro 3-D camera 
designed and built by Pat. 

Stereo Print Lab! 
As we hoped, the item about stereo print labs in 

last issue's Loose Chips prompted members to con- 
tact us about labs offering this service. The one 
confirmed (so far) mail-order source for color 
prints from Realist or Nimslo format negatives 
offers individual (not monolithic) prints suitable for 
trimming and mounting on cards or in Q-Vue 
mounts. Film developing is $3.00 and prints are 
386 each, making a pair 766. Reprints are 496 
each. Contact Larry Murrell at Leo's Camera Shop, 
1022 Main St., Klamath Falls, OR 97601, (541) 
882-3331. 

Prices for a lab offering a similar service on the 
east coast should be available in the next issue 
along with other possible sources. 

3-D in Print 
The magazines Sports lllustrated and Overdrive 

haven't been alone in promoting 3-D images 
through the printed mass media. The recent Issue 
28 of the magazine Filmcrew: The Art & Craft of 
Production contains a very good article on stereo- 
scopic cinematography titled "3-D: Shooting in 
Another Dimension" by Theresa Barbieri. The arti- 
cle includes a brief history of 3-D, two anaglyph 
photos and some excellent information about large 
format camera rigs and accessories used to Alm 
IMAX and MTERKS large format 3-D Alms. There is 
quite a bit of good information about Steve Hines 
and his work at HinesLab to interface two cameras 
for state-of-the-art dual camera stereo filmmaking. 
If unavailable at a newsstand or bookstore near 
you the phone number for the magazine is (2 12) 
387-9144 or email: fllmcrew@inter~ort.net. 

The rock magazine Guitar World followed up a 
3-D issue last fall with a second for June, 2000. 
Another 3-D sequel was published by Torment in 
Montreal to follow last year's oversize (15 x 23 
inch) Humongus book of Dinosaurs. The newer book 
is 3-0 Bugs, and is shaped like a butterfly with spe- 
cial 3-D glasses. Some may still be available for 
$14.95 at Barnes and Nobel. 

Also targeting the younger market is the large 
3-D book (1 2 x 16 inches) from Dorling Kindersley 
Publishers under the title Walking With Dinosaurs, 
based on images from the Discovery Channel and 
available for $9.95 from Barnes and Nobel. q m  
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Spider-Man swings out of nowhere and warns the 
audience of danger in The Amazing Adventures of 
Spider-Man, the first ride ever to combine high- 
speed vehicle motion with 3 - 0  projection on multi- 
ple screens. The attraction is found at Universal Stu- 
dios' Islands of Adventure theme pork in Orlando, 
Florida and is covered in our feature "Spider-Man 
3-D in Orlando" by Don Marren. 
01999 Universal Studios Escape. A Universal Studios/Rank Gmup 
joint venture. All rights reserved. Image courtesy Kleiser-Wolczok 
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Comments 
and Observations 
john Dennis 

w hen a new volume number 
arrives (with this issue we 
start No. 27) it generally 

seems appropriate to make some 
observations on the progress and 
prospects of the magazine. These 
can range from profound to flip- 
pant and from confidant to pan- 
icked-and may not remain rele- 
vant (or, fortunately, be remem- 
bered by most readers) for more 
than a few months in any case. 

The six issues in this volume will 
include something for nearly every 
stereoscopic taste or obsession, 
with some lengthy features (at 
least one two-part article), some 
short items covering the unusual 
and obscure in 3-D, and our "regu- 
lar" columns, some appearing in 
every issue, some every other, 
some-whenever. But as I've said 
before, DON'T let full issues deter 
you from sending in or suggesting 
material on any stereo related sub- 
ject! 

A magazine with a production 
staff of two people with full-time 
day jobs needs all the help it can 
get to keep up with even half of 
what's going on in all the areas of 
stereoscopic imaging. PLEASE don't 
hesitate to send in tips, ideas or 
finished texts on any historic or 
current subject, and please forgive 
my sometimes geologic speed of 
responding. The latter has little to 
do with the worth of a concept or 
article and much to do with the 
depth of paper on my desk and the 
number of minutes past midnight 
when I realize again the need to 
answer this one and that one and 
those two .... 
Hutch 

When people compliment Stereo 
World my first inclination is always 
to explain how much better it 
could be, how much more should 
be covered in a more timely way, 
how much material is waiting in 
the files for follow-up letters and 
re-writes and editing, etc. Stressing 
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over what is vs. what could be can 
become a habit, and my family has 
become good at applying the need- 
ed reality therapy when I slip into 
one of those moods. Another per- 
son who's words and personality 
could have a calming effect on the 
most distracted, worried and fran- 
tic was the late David Hutchison. 
The remembrance by Susan Pinsky 
and David Starkman in this issue 
provides a vivid description of how 
much the world of stereoscopy lost 
when David Hutchison died in 
May. 

I was only able to talk with him 
at NSA conventions, but even the 
most brief conversation with 
David was a tonic for whatever 
negative mood one was in. A 
longer chat or a chance to hear 
one of his moviel3-Dlscience fic- 
tionlpublishing stories could set 
you up for the rest of the day. As 
an NSA Board member, his combi- 
nation of imagination and logic 
and a sense of real delight with so 
much of the world survived even 
the longest Board of Directors 
meetings and made them a lot eas- 
ier for everyone involved. 

>, 
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3R 97206. 

r for the 
ed matter 
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editor concerning any stereo-relat 

appearing (or rnissina) in the oaaes or xereo 
World, plr 
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His intensive experience with 
computers in the publication of 
magazines made him an ideal 
source of information and moral 
support for Stereo World. When our 
first attempt at sending digital files 
to the printer for a color issue 
resulted in total disaster, David was 
there in Milwaukee to help figure 
out what had happened when the 
proofs for the big 20th Anniversary 
issue arrived at the convention 
hotel. The color proofs that were 
to have been displayed promoting 
the special issue we had spent so 
many weeks assembling had 
almost no images aligned properly 
and text seemed to have been ran- 
domly distributed among the 
pages. Besides offering technical 
advice David was able to convince 
me that the issue could be salvaged 
and that life could in fact continue 
and even be fun again. There are 
only a few drugs that could have 
reversed such a combination of 
depression, anger and despair as 
quickly as David's personality 
did-and all without side effects. 

That someone as truly delightful 
to know as David Hutchison exist- 
ed at all literally made the world 
seem a bit better. That he was a 
devoted and skilled student of 
stereo imaging helped make that 
aspect of the world the best part 
of all. aa 

Books IN Stereo 
Books ABOUT Stereo 
Books RELATED to Stereo 

If a book even MENTIONS stereography or stereographers, there's 
a good chance that you can order it from the NSA Book Service! 
For a complete catalog and ordering information, contact the NSA Book 
Service, 4201 Nagle Road, Bryan, TX 77801 or visit the NSA web site: 
www.nsa-3d.orq 



David Hutchison 
Some thoughts and remembrances by Susan Pinsky & David Starkman 

with additional remembrances by a few of his friends. 

D avid Hutchison passed away 
on May 3, 2000. He died 
peacefully after a brave and 

difficult six month battle with 
pancreatic cancer. He was 53 years 
old. He was our dear friend for 
more than 20 years, and he was a 
friend to many in a wide variety of 
areas of interest. 

David was a very private person. 
He had great intelligence, humor, 
enthusiasm and creativity. We 
mainly knew the 3-D facet of 
Hutch (as he was affectionately 
known to all of his friends) and we 
loved him for it. He also had a 
very strong appreciation and career 
in opera, a Tesla coil engineering 
interest, and an acting, directing 
and theater life, which we person- 
ally knew very little about. 

We met around 1979 when he 
came to California and visited us 
due to mutual crossover interests 
in science fiction and 3-D. David 
Starkman had been a Starlog maga- 
zine reader since it's first issue in 
1977. Hutch was a Production 
Assistant at Starlog, but immediate- 
ly became a writer, and then Sci- 
ence Editor for the magazine. (See 
more later in this article by the for- 
mer Publisher of Starlog). Before we 
ever met Hutch we read his won- 
derful articles about 3-D Sci Fi 
movies in issues No. 4 and 5 of 
Starlog in 1977. We seem to recall 
that this prompted us to write him 
and send him copies of our own 
Reel 3-0 News. In those days Hutch 
frequently came to Hollywood to 
cover the sci-fi movie scene, and 
we first met when he came to Cali- 
fornia for one of those work visits. 
To us meeting the Science Editor of 
Starlog was a great honor, but we 
immediately found ourselves at 
ease with Hutch. We became 
friends from that first meeting and 

David Hutchison shares a viewer during a 1983 visit with Susan Pinsky and David 
Starkman. (stereo by David Starkman.) 

David Hutchison emerges from a Stereoscopic Society of America meeting during the NSA 
Portland '89 convention. (Stereo by Mark WiNke) 
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Hutch with Susan Pinsky at the NSA Portland '89 convention Awards Banquet. 
(Stereo by David Starkman.) ................................................................................................................................................................ " 

An example of the impressive stereo work he shared with members of the Stereoscopic 
Society's Beta folios and the New york Stereoscopic Society, Hutch labeled this "Hutch's 
First & Last Entry of 7 989-90" He loved experimenting with color infrared transparency 
film and inspired others to try the same. 

shared our passion for everything 
3-D in every way we could. 

We'd meet with Hutch almost 
every time he had the opportunity 
to visit California, which seemed 
pretty often for a number of years. 
Reporting of new 3-D projects, 
films and 3-D opportunities was 
also our goal for Reel 3-0 News and 
Stereo World, so we were fortunate 
enough to share some 3-D experi- 
ences with him, such as the press 
premiere of Captain EO at Disney- 
land in 1986. Since he came to Los 
Angeles regularly, Hutch also 
joined The Stereo Club of Southern 
California as a full member. We 
think he actually timed many of 
his visits so he would be able to 
attend the club's monthly meeting. 

Hutch was a Founding member 
of the New York Stereoscopic Soci- 

ety. He helped start it years ago 
when a small group of New York- 
ers would get together intermit- 
tently to share a PSA 3-D slide 
show, or judge a PSA Traveling 
Slide Exhibition or just enjoy 3-D 
together. Bit by bit it grew into an 
official, serious organization of 
people researching, sharing, teach- 
ing and shooting in 3-D. The New 
York Stereoscopic Society now 
meets quarterly at the American 
Museum of Natural History. 

On April 14, 2000, about 2 
weeks before he died, the NYSS 
meeting included a special tribute 
to Hutch in recognition of his con- 
tributions to the Society which 
many of his friends were able to 
attend. He was thin, weak and 
pale, but noticeably pleased as ever 
to be surrounded by 3-D enthusi- 

asm. He was delighted by the vel- 
vet-lined, boxed, gold-plated polar- 
ized glasses that were presented to 
him as the Founder's Trophy along 
with a poster of the classic 3-D 
audience shot with a big "THANK 
YOU, HUTCH-THE NEW YORK 
STEREOSCOPIC SOCIETY". President 
Greg Dinkins and the entire NYSS 
committee thanked Hutch for all 
his efforts and contributions over 
the years. 

Dinkins wrote a memorial after 
Hutch passed away, in which he 
stated "David was a source of 
expert advice, unlimited connec- 
tions and years of experience in all 
things 3D. His book Fantastic 3-0  
[copyright 19821 is a must read for 
any student of 3-D in pop culture. 
He was a friend and mentor to 
many budding stereo photogra- 
phers. His service on the board of 
the National Stereoscopic Associa- 
tion, his years of participation in 
the Stereoscopic Society of America 
folios, and his awards from pho- 
tography clubs around the world 
will surely make a place for him in 
the 3-D Pantheon. Besides all this, 
he had two other successful careers 
as an editor of Starlog magazine 
and as a member of the company 
of the Metropolitan Opera [and 
New York City Opera]. Most 
important, he was a thoughtful, 
decent and caring person who will 
be sorely missed." 

He will be missed by many. 
Hutch and Pinsky were on the 
National Stereoscopic Association 
Board of Directors together and 
used to spend many a late evening 
at an NSA convention discussing 
the details and challenges of the 
nearly all volunteer organization. 
We often shared adjoining hotel 
rooms at the NSA conventions so 
we could all keep talking about 3- 
D into the wee hours. 

Central Park in New York was 
one of his favorite subjects for 3-D 
photography. He shot glorious 
images of it in each of its seasons. 
His dramatic shimmering snow 
and ice laden trees of the park 
always left me breathless. Then we 
would see his gorgeous back-lit 
changing autumn colors of the 
park or spring flowers and minia- 
ture horses and be even more 
impressed. 

As if those beauties weren't var- 
ied enough, he also shot it in color 
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David Hutchison talk- 
ing with David Stark- 
man in December, 
1999. 
(Stereo by Susan Pinsky.) 

infrared. That's where Susan 
learned to shoot infrared slides. 
Hutch gave her her first roll to try 
out. He also encouraged and moti- 
vated Susan to use proper duping 
film in making slide duplicates. 

After Hutch passed away his sis- 
ter wrote "David was born in 
Newark, NJ, Oct. 18th, 1946. He 
moved to Florida in 1954 and 
completed all schooling there. 
David started at U of FL and trans- 
ferred to FSU, then moved to New 
York. He was a radio jock at FSU. 
As a teen he enjoyed photography, 
drama, music (many years of piano 
and clarinet), science and litera- 
ture. Excelled in all. Did summer 
theater in St. Augustine before his 
many summers at Cherokee in 
Unto these Hills, where he played 
many roles and was sound direc- 
tor." 

In an obituary, former Starlog 
owner, editor and close friend 
Kerry OIQuinn wrote: 

David Hutchison joined the STARLOG 
team in late 1976, the year Norman 
[Jacobs] and I launched this magazine. 
Appropriately, his first writing for us was 
"Science Fiction Movies in 3-D", begin- 
ning a two-part feature that explored 
Hollywood's brief 1950s love affair with 
"thrills that almost touch you through 
the magic of 3-Dimension." Introducing 
the next issue (# 5) as Editor-in-Chief, I 
wrote: "Hutchison gives us a delightful 
tour through the history and techniques 
of 3-D visuals. It's a subject that he has 
always been fascinated with (that's obvi- 
ous from his knowledge and understand- 
ing), but for the first time he is being 
paid to discuss it." 

And for the next twenty-four years, 
Hutch (as we called him) was paid to 
give our readers and our staff many 
delightful tours that sprang from the 
knowledge of his mind and the power of 
his passions. He had arrived at our offices 
a struggling actor, needing any kind of 
work. We needed any kind of help in the 

mail room, but almost immediately we 
learned that the tall, lean, blond boy 
who was quietly and efficiently stuffing 
envelopes had a wealth of information 
on various topics. 

In STARLOC # 6 Hutch wrote "The 
Magical Techniques of Movie and TV 
Special Effects." This started a feature 
series that established STARLOC as the pri- 
mary source of information on what 
would become one of our most popular 
subjects. In the next issue (the legendary 
Star Wars cover) he continued his special 
effects series by introducing readers to 
little-known facts about Robby the 
Robot, one of his favorite science fiction 
characters. 

Hutch's articles soon led to a library of 
STARLOC Photo Guidebooks on Special 
Effects, featuring behind-the-scenes pho- 
tos, technical diagrams, and explanations 
that revealed the secrets of movie magic. 
He put a bright spotlight on Hollywood 
artists who had mostly been invisible, 
before Industrial Light and Magic turned 
wizards into stars. He got to know every- 
one in the field, and they welcomed him 
into their workshops, knowing that his 
journalistic interest was rooted in gen- 
uine understanding and appreciation. 

The books and articles on special 
effects that Hutch wrote for STARLOC 
inspired our readers, and every day we 
received mail wanting more. His books 
and articles inspired me too. I wanted to 
publish a magazine devoted entirely to 
filmmaking-the kind of publication I 
had needed when I was a kid making 
8mm movies with high school friends in 
the backyard. Hutch was the perfect per- 
son to edit such a magazine. He huddled 
with Norman and me to create CINEMAG- 
IC, a serious journal that taught the tech- 
niques of production and special effects 
to young, hopeful filmmakers. 

For several wonderful years CINEMAGIC 
was a joyous adventure for Hutch and 
me. We were kids at play, sharing our 
toys with other youngsters. Oh, it was 
hard work, and we both put in long 
hours, but it was a labor of profound 
love. I could not have had a better play- 
mate. 

His enthusiasm, intelligence, and 
meticulous devotion to accuracy and 

detail helped give our publications the 
reputation they stand on today. 

In addition to our professional relation- 
ship, Hutch and I were friends. We 
shared many personal interests, from 
classical music and theater to Ayn Rand's 
philosophy of Objectivism. We were both 
fans of widescreen movie formats, start- 
ing in the days of Cinerama, CinemaS- 
cope, and Vistavision right up to present 
day IMAX 3-D spectaculars. We formed 
strong opinions on everything, and we 
enjoyed disagreeing as often as we 
enjoyed jumping up and down with glee 
when something thrilled us both. 

A few weeks ago I attended a meeting 
of the New York Stereoscopic Society, an 
organization Hutch had pushed into 
being years ago. Knowing of his cancer 
(he'd spent several days in the hospital 
earlier that week), people had traveled 
from all over the country in order to 
honor him that night. He was thanked 
by many involved in the art of 3-D pho- 
tography for inspiration and encourage- 
ment, and he was recognized for his cre- 
ative, award-winning work. 

A few days before he died, I spent the 
afternoon with Hutch, talking about his 
life. He told me how he had come to 
love opera, a branch of theater he had 
first seen as "silly, stuffy, and poorly per- 
formed-which it was then." But once 
he saw a high-quality production, he was 
captured. He spent the rest of his life 
working nights and weekends as a super 
in productions at New York's Metropoli- 
tan Opera and New York City Opera. 

Hutch also explained that CINEMAGIC 
was important to him because "the sheer 
drive of young filmmakers, coming up to 
my office to show me things they'd done 
in their basement, was a great privilege. 
Most of those guys are now working in 
the industry. That's why I stayed in New 
York-because here you're surrounded 
by driven people, doing the most excit- 
ing things. I'd die of boredom anywhere 
else." 

Like 3-D, Disney animation, IMAX, spe- 
cial effects, and grand opera-New York 
has magic. Because Hutch savored all the 
magic of life, and because we shared so 

(Continued on page 34) 
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by Don Marren 
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"Unbelievable! " 
T hat's how Spider-Man creator 

Stan Lee reacted to the new 
ride based on his Marvel 

Comics hero at Universal Studios 
Islands of Adventure in Orlando. 
Lee went public with his praise for 
the ride when it was honored with 
an award from Entertainment 
Design (ED), a magazine geared to 
entertainment technology profes- 
sionals who work in theater, film, 
television, clubs, concerts, theme 
parks, architecture, lighting, etc. 
The award, which is called the 
EDDY, usually recognizes individ- 
ual efforts, but last year the entire 
Spider-Man production team was 
honored for creating the best in 
the art and technology of show 
business. ED praised the seamless 
blend of various design elements, 
which include 3-D photography 
and projection, sets, audio, the 
ride vehicle and the space itself, 
plus the lighting for both the sets 
and film. It was the first time that 
a theme park ride had ever 
received such an accolade from the 
magazine. 

Although Lee didn't attend the 
award presentation, a letter written 
by him was read. "I'm a tough guy 
to please. I think of the Marvel 
superheroes as my children and 
nobody better make them look 
bad, see!" Lee was ecstatic to see 
his comic-book vision transferred 
to the screen totally intact. In his 
letter, he praised Jeff Kleiser and 
Diana Walczak of Kleiser-Walczak 
Construction Company (KWCC), 

the wizards who produced the 
computer-generated images (CGI). 
"They created an eye-popping, 
senses-staggering three-dimension- 
al masterpiece of magic, excite- 
ment and wonder. Their use of 
color, their sense of layout, their 
ability to merge fantasy and reality 
was literally amazing. The audi- 
ence didn't just experience the 
ride; it became part of the ride. 
Every second of the incredible 
experience was a new visual treat, 
a cornucopia of brilliant imagery, 
the most fantastic journey one 
could ever imagine." 

Story Line Begins in 
Ride Line 

Nobody executes pre-shows or 
details "backstories" (background 
information about characters and 
story line) like Universal. This is 
usually revealed to guests as they 
wait in line and suddenly become 
active participants in the narrative 
before experiencing the ride itself. 
(The pre-shows for Jaws, Back to 
the Future and Terminator 2-3D 
are almost as entertaining as the 
rides.) The Amazing Adventures of 
Spider-Man begins in the offices of 
the Daily Bugle newspaper, where 
Peter Parker (a.k.a. Spider-Man) 
works as a free-lance photographer 
for publishing magnate J. Jonah 
Jameson. As we weave our way 
through never-ending hallways 
and offices we notice that phones 
are ringing off the hook, police 
scanners are blinking furiously and 
computer screens are filled with 
half-written leads and stories. 
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Spider-Man swings out of 
nowhere and warns us of 
the donger that lies ahead 
when we encounter The 
Sinister Syndicate, a gong 
of superpowered villains 
called Doctor Octopus 
(a.k.0. Doc Ock), Electro, 
Hobgoblin, Hydro-Man 
ond Scream. 
0 1999 Universol Studios Escape. 

A Universal Studios/Rank Croup 

loint Venture. AN rights reserved. 

Image courtesy Kleiser- Walcmk 

Construction Co. 

In a foreboding warehouse, 
the forces of darkness (the 
Sinister Syndicate) plot to 
levitate the stolen Statue of 
liberty torch. Both the film 
and live sets are identical. 
The live sets were literally 
"built" in the computer to 
save the high costs of paint- 
ing three city blocks in o 
style that would match the 
New York City world created 
by KWCC for the film. The 
rendered live set images 
were printed on canvas 
(you can't tell where one 
begins and the other ends). 
0 1999 Universol Studios Escape. 

A Universal Studios/Rank Croup loint 

Venture. All rights reserved. Image courtesy Kleiser-Walczak 

Construction Co. 

Word suddenly comes over a tele- 
vision that the Sinister Syndicate 
has stolen the Statue of Liberty. 
Jameson calls a conference, but all 
of his reporters are missing and he 
has no way to get the story. He's 
frantic because he has no options. 
He needs our help. We are immedi- 
ately outfitted with "night-sight" 
goggles (polarized glasses), instruct- 
ed on how to board a SCOOP dis- 
patch cab (one of the funniest ani- 
mated "how-to" videos you'll ever 
see), then instructed to "GO GET 
THE STORY!" We're off. 

An Epic Battle Against Evil 
Our Scoop lurches forward into 

a dark, sleazy cityscape; an illusion 
created with huge 70mm 3-D 
images on 12 different screens (a 
13th is in 2-D but you'll never find 
it), real sets and flashing lighting. 
We are literally immersed into a 
surreal comic book environment. 
(You can't tell where the film 
images stop and the real world 
begins.) Blaring sirens and distant 

horns assault our ears. All hell has 
broken loose in the city. Suddenly, 
Spider-Man swings out of nowhere 
and jumps onto the hood of our 
Scoop (the vehicle jerks forward). 
"Man, you shouldn't be out here," 
he warns. "With Doc Ock on the 
loose, this could be the most dan- 
gerous night of my life-and 
yours!" As he swings off, he turns, 
admires our "night-sight" goggles 
and says, "Nice shades." As soon as 
we crash through the doors of a 
warehouse, which houses the super 
villains' headquarters, we come 
face-to-face (literally) with Electro, 
who rips a cable from a nearby 
machine and gives our Scoop a few 
electric jolts and we feel a jack- 
hammer wave. Several 360-degree 
spins later, we crash into a huge 
sewer where Hydro-Man, who 
appears to be made out of water, 
dodges Spider-Man's punches and 
then sprays water at us-and on 
us. As our vehicle climbs back to 
street level in a series of heart- 
throbbing roller coaster maneu- 
vers, Hobgoblin blocks our path 
and throws explosive jack-0'- 
lanterns at us-and boy, do we feel 

the heat! (There's no time to catch 
your breath on this ride.) A fore- 
boding Doctor Octopus abruptly 
appears and blasts us with his 
doomsday anti-gravity gun which 
levitates our Scoop 400 feet into 
the air in the middle of the city's 
concrete canyons. He gives us sev- 
eral shakes then tosses us off into 
the dark street below. This 400-foot 
freefall (a.k.a. "sensory descent") is 
the highlight of the ride, a stom- 
ach-turning plunge that ends with 
a sudden jolt as Spider-Man catch- 
es us with his webbing and pulls 
us to safety. If you thought the 13- 
story drop on an elevator at Dis- 
ney-MGM Studio's Tower of Terror 
was a screamer, wait until you 
experience Universal's 400-foot 
freefall sensation. The creators uti- 
lized every trick in the book to cre- 
ate this incredible effect. Two pro- 
jected 3-D images on opposite 
sides of the set, two falling wall 
sets, overhead turbo fans and the 
vehicle's motion base are perfectly 
synchronized to create the illusion 
of falling in space. 

The Amazing Adventures of Spider- 
Man is the first ride in history to 
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Doc Ock bursts through a brick wall and threatens us with his doomsday anti-gravity gun. 
He uses it to blast our cab and levitate it 400 feet in the air before tossing it into the street 
below - a "sensory descent" that will have your stomach turning. 01 999 ~niversa~ studios  scope. 
A Universal Studios/Ronk Croup loint Venture. AN rights reserved. Image courtesy Kleiser-Wolczok Construction Co. 

assimilate 3-D film with live- 
action, real sets and a revolution- 
ary "roving-motion" base simula- 
tor. Add atmospheric touches like 
heat blasts, water sprays, fog and 
wind gusts, plus 16 channels of 
digital audio on board each Scoop 
and you end up with an extraordi- 
nary marriage of technology and 
art. Coordinating all of the effects 
must have been a nightmare for 
the creators of both the ride and 
the film (see separate stories for a 
behind the scene look at the cre- 
ation of the ride and the 3-D CGI). 
The end result is nothing short of 
spectacular and amazing, surely 
the ride of a lifetime. With The 
Amazing Adventures of Spider-Man, 
Universal pushes the envelope fur- 
ther. It combines the best of Uni- 
versal Studios famous Back to the 
Future and Terminator 2-30 attrac- 
tions. Viewing 3-D has always been 
a stationary experience, but now, 
thanks to Universal and KWCC, 
there seems to be no end in sight 
on how 3-D can be utilized. "This 
is really the state of the future 
attraction," claims Mark Wood- 
bury, vice-president of design and 
creative development for I.O.A. 
"Spider-Man is the 'next threshold 
attraction,' which represents the 
evolution of immersion entertain- 
ment." We're holding our breath 
and waiting for the next big one 
from Universal. 

Faster! Higher! 
Wetter! ~Crn~ ier !  

Universal's track recoa of devel- 
oping breakthrough attractions 
and rides during the last 11 years 
continues with The Amazing Adven- 
tures of Spider-Man. In different 
hands, Spider-Man would probably 
end up being less spectacular than 
the revolutionary ride currently 
thrilling visitors at Universal Stu- 
dios Islands of Adventure (I.O.A.) 
in Orlando, Florida. "We always do 
things to the utmost degree and, 
hopefully, to the next level," main- 
tains Scott Trowbridge, director1 
producer of the Spider-Man ride. 
"That's one thing Universal does 
quite well. We provide experiences 
that you can't find anywhere else." 

Hailed by the industry as a 
"threshold attraction," the ride 
thrusts a rapidly moving vehicle, 
that's supercharged with sensory 
surprises, into a surreal comic book 
environment which seamlessly 
integrates 3-D computer-generated 
images (CGI) into a bizarre live- 
action cityscape exploding with 
pyrotechnical special effects. Spi- 
der-Man is the key attraction at 
Marvel Super Hero Island, one of 
five dramatically themed mini 
parks at I.O.A. The ride is so com- 
plex that some of the technology 
required to make it a success had- 
n't even been developed when pro- 
duction began in 1996. "From the 
start it was a challenge, a science 
project actually," laughs Trow- 

bridge, who created the ride along 
with production designer and ex- 
Disney Imagineer Thierry Coup. 
"AS soon as we knew we were cre- 
ating Super Hero Island, we knew 
Spider-Man was going to play a 
major role," recalls Trowbridge. 
"He is one of the most popular 
Marvel characters and we couldn't 
pass up an opportunity to create a 
Spider-Man experience." Trow- 
bridge was adamant about one 
thing. He didn't want to take this 
great character and present him in 
a less than spectacular way. "Spi- 
der-Man stories are archetypal," 
explains Trowbridge. "They're 
about good versus evil, super 
heroes versus super villains. If our 
experience wasn't bigger than life, 
we would have considered this ride 
a failure." 

Trowbridge, who has designed 
two theme parks in Japan, has 
bounced back and forth between 
film and theater in the past 
decade. He envisioned Spider-Man 
as a great opportunity to combine 
the best aspects of moviemaking 
and theatrical production and cre- 
ate a unique entertainment experi- 
ence. Before designing the ideal 
experience, Trowbridge and his 
creative team went through the 
process of asking themselves ques- 
tions like "What is the best way to 
really communicate the ideas of 
Spider-Man?" and "What is the 
best way to create an experience 
that is reminiscent of the charac- 
ter?" According to Trowbridge, 
"None of the ideas we came up 
with that were based on existing 
technology cut the mustard with 
us. It was at this point in time that 
we put all practical considerations 
aside and started asking ourselves 
different questions. Given what 
Spider-Man is, the kind of stories 
he is involved in and the kind of 
things he can do, what kind of an 
experience should this be? We 
were really entering uncharted ter- 
ritory." 

Before presenting any ideas to 
Universal's upper management, 
Trowbridge and Coup did their 
homework. They laid out a basic 
framework of the experience and, 
at the same time, listed the tech- 
nological considerations and the 
hurdles that needed to be sur- 
mounted in order to make the ride 
work. "The list was much longer 
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than we wanted it to be," chuckles 
Trowbridge. "We went into the 
front office and presented this cool 
experience along with a list of 
things we could not do. Some of 
the technology required for the 
ride was deemed impossible three 
years ago, but we were determined 
to find ways around some of the 
problems. Understandably, the 
park executives were cautious but 
they offered optimistic support." 

Trowbridge knew right from the 
beginning that the use of 3-D in 
the ride was going to be a tricky. 
Viewing 3-D head on is not a prob- 
lem, but viewing 3-D from a mov- 
ing point of view while retaining 
realism was going to be a daunting 
task. Eventually, the problem was 
solved by Kleiser-Walczak Con- 
struction Company, a CGI studio 
with a track record of solving prob- 
lems and creating innovative digi- 
tal effects for film, television and 
commercial productions (see sepa- 
rate article). 

The earliest scale model of the 
ride was made out of plywood. It 
sat on a 20 by 26 foot table (scale: 
1" to the foot) that was supported 
by stilts and stood about four feet 
off the floor. Huge strips of wood 
were then cut out to recreate the 
ride's track pattern. This enabled 
the designers to wheel themselves 
through the model on a low stool 
with casters. With their heads now 
at the level where the ride's Scoop 
(the name of the vehicles that 
guests would eventually ride in) 
would be, the creative team could 
recreate passengers' eye move- 
ments and get a feel for the ride. 
Further along, a partial full-scale 
mock-up was built in an airplane 
hanger. "We spent millions of dol- 
lars over a period of time execut- 
ing proof-of-concept tests to see if 
the ride as we envisioned it was 
going to work," states Trowbridge. 
"This rudimentary mock-up, com- 
plete with some basic 3-D CGI, was 
just enough to tell us if the con- 
cept was going to work." Trow- 
bridge brought senior management 
in to check out the ride's progres- 
sion. According to Trowbridge, the 
executives were seated in a strange 
looking vehicle that resembled a 
dune buggy which could ride 
along a track, rotate and do just 
about anything under human 
power. To push the vehicle 

Electro rips a power cable off a piece of machinery and blasts us with bolts of electricity 
We literally feel the heat from the live special effects and the jackhammer jolts from the 
sonic vibrations in our vehicle. 01 999 Universal Studios Escape. A Universal Studios/Rank Croup loint 

Venture. All riqhts reserved. lrnaqe courtesy Kleiser-Walczok Construction Ca. 

through the two scenes that had 
been recreated, several grips from 
the film industry were hired and 
dressed in black so they wouldn't 
stand out in the darkness. To simu- 
late the sensory effects when 
Hydro-Man swings a water pipe 
and hits the car, Trowbridge and 
Coup smashed the car with a two- 
by-four piece of wood and sprayed 
the executives with water from a 
fire extinguisher. Both of these 
effects would be effectively simu- 
lated and be accompanied with 
steam blasts in the finished ride. 

With the ride's creative concept 
now locked up, Trowbridge still 
had many problems that needed to 
be solved. He wanted to use rear 
screen projection to free up space 
for animated props such as broken 
pipes, moving walls and a collaps- 
ing bridge. There was one major 
obstacle. According to Trowbridge, 
light from the projectors did not 
maintain polarization as it passed 
through some rear-screen materi- 
als. The images became muddled 
and the ability to see 3-D was mys- 
teriously lost. He reports that one 
expensive experimental screen, 
which was really a cut glass lens, 
could have been used, but the 
machinery used to manufacture it 
could only make screens 8 by 8 
feet when the ride required screens 
35 by 35 feet. Trowbridge set out 
to solve this problem by projecting 
3-D imagery through all types of 
materials, even shower curtains. 
"Eventually, we stumbled upon a 
mix of ingredients that could be 

added to a traditional screen mate- 
rial that would allow it to hold 
polarization." 

Trowbridge and KWCC had 
decided early in the ride's produc- 

; tion that they wanted very realis- 
1 tic, very human animation and, in 

fact, wanted the Spider-Man char- 
acter to look "alive." To achieve 
this goal, the creative team first 
considered using motion anima- 
tion, a process that begins with 
outfitting a human being--or any- 
thing-in a special suit with sen- 
sors on it. When the person 
moves, a computer captures the 
motion of the sensors that is to be 
applied to an animated character. 
A martial artslkung fu champion 
was hired to try and perform those 
heroic Spider-Man moves. "The 
idea was to capture all the subtle 
nuances of his moves and translate 
them into screen imagery in order 
to make the character seem more 
realistic," points out Trowbridge. 
"We set up a computer rig and 
video taped the martial arts cham- 
pion's movement from six differ- 
ent angles. When the motion was 
applied to the animated character, 
the results surprised us. We hated 
it. He was too human and he did- 
n't move like a super hero. Speed- 
ing the action up didn't improve 
the situation. Some magic was 
missing. Even a kung fu master 
can't move like a super hero. A lot 
of time and energy was spent on 
this first animation test. In the 
end, KWCC used key frame anima- 
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