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Th e medi a would have us believe that 
computer s rate with fir e , a g ricultur e , 
and language as one of mankind's great 
leap s , and that co mpute r cr eated picture s 
are one of the incomprehensible bits of 
technolog ical ma g ic. Actually, computer 
anima tion is a fu s ion of conce pts, most 
of t he m quite ol d . If I SM ha d be en a­
round to se ll Le on2 rdo da Vinci a 43 41 
he most c 8rta inly woul d ha ve bee n a com­
pute r a rtist. 

Com pute r a ni mat ion i s most ce rta inly 
co nc e rn e d with nota tion, s peci f ica lly t he 
de Finition of vi s ua l s pa ce o ve r t ime . 
The pe r s pe ctive cal cul a t ions we e mpl oy 
we r e Fig ured out during t he Re naissance 
and e mplo ye d by l ea ding paint e r s of the 
ti me . Pers pecti ve provid e d a me ntal s e t 
f or s truc tu r in ~ vis ual s pace . During 
th e Fr e nch Ravo lution, Ja cquard de s i gne d 
punch ca rd s to desc ri be compl e x wov e n 
patt e rn s on hi s powe r loo ms . The b inary 
structure ba s i c to t h os e wov e n i ma q e s -
th e we ft thr eads a r e e ith e r o ve r o~ under 
th e warp - and t he a lgorithm that crea t es 
th o m em ploy wh a t wea ve r s ca ll dra Fti ng 
nota tion. 

By t he earl y n i ne t een Fifties a com­
pa ny t ha t had p r e vious ly spe cial i zed i n 
building me cha nical punch car d s orte r s 
(IB m) was buil d ing intera ctive compu te r 
g r a ph ics s yste ms for th e Ai r Force t ha t 
coul d not only t r ac k r ada r bl i ps bu t a l so 
associa t e da t a s uch ClS a lt i tu de , amount 
of Fue l a nd "who se s id e " th e b l ip be long ­
ed to. Wh e n th e co mpute r was n't bu sy 
kee pin g th e wo rl d sa Fe f or demo cra cy it 
could a nim2 t e a g r ass s k i r ted na ti ve , 
c ompl e t e with Cl lig h t pen s e ns it i ve hal ­
t <~ r top. 
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In the s i xt i e s and seve nt! e s, more 
a n d mor e 'rea lity' components -solidness 
color, illumination, s hadows and tex -
tur es - be came a routinized part of th e 
co mpute r g r a ph ics voca bulary. Co mpute r 
mo de lin g of t he visual world began in 
ea rnest. Major applications include d 
th e representation of the abstract and 
the mode lin g of unbuilt s t ructur e s and 
machines to predict their Functionality. 
A top-of-the-line video game like a six 
million dollar f-14 simulator can 'na_ 
vigate' terrain, 'experience' weather 
conditions and even 'dogfight' with a­
nothe r simulator. 

One ca nnot deny that the iterative 
aspe cts of animation (move, expose , and 
fra me advance ) lend th e mselves to me­
chanization. But the full impact of the 
computer lie s in its ability to spe e dily 
translate a notation for defining and 
manipulating environments into actual 
images. Coupled with an ability to i n­
t e ractively preview a nd modify our cr e ­
a t i ons , th e e Ffect is the evolution of 
a me diu m of visual though t. 
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