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EXECUTIVE SUMMARY

Interactive movies allow the viewer to exercise some influence on the development of the plot to the extent that no two viewings need be exactly alike.  Such productions are the result of the convergence of traditional movie-making techniques with comparatively new information technologies such as computer games and DVD technology.  They ensure that the viewer is far from a passive participant and takes an active role in the way in which the storyline is played out.  

No writer has dealt with convergence, control and gratification within the interactive movie phenomenon before.  To compensate for this fact, this author has looked to literature that deals with these theories in alternative contexts so that this Project may be completed successfully.  It is hoped that the survey of the literature presented here will allow the reader of the material generated for this Project to know what has come before and how the author hopes to deal with such a gap.  This topic is very contemporary and certainly has great relevance in showing how older theories still apply in today’s era of rapid technological change.
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