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ACTUATING AN ATTRACTION
FEATURE OF AN AMUSEMENT PARK
TO INTERACT WITH A TARGET

COLLECT IN-SITU INFORMATION

RELATING TO INTERACTION BETWEEN THE |/

ATTRACTION FEATURE AND THE TARGET

ANALYZE THE IN-SITU INFORMATION
TO DETERMINE ONE OR MORE
INTERACTION PARAMETERS ASSOCIATED
WITH THE INTERACTION

CHANGING AN OBJECT
PARAMETER OF THE ATTRACTION
FEATURE IN-SITU TO MAINTAIN ONE
OR MORE INTERACTION PARAMETERS
AT A DESIRED LEVEL
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