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Abstract: Interactive movies, in which interaction capabilities are introduced into movies, is considered to be a new type of media
that integrates various media, including telecommunications, movies, and video games. In this paper, we first explain the
concept of interactive movies and briefly explain the prototype system we developed. We point out several problems in the
system that need to be improved. We explain the two significant improvements introduced in the second system: the introduction
of interaction at any time and two-person participation through the use of a network. We describe the software and hardware
configuration of the second system and introduce one example of an interactive story installed in this system.
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