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Furthermore, the advances in mixed reality entertainment have also led
Newton Fernando new forms of technology-enabled media art, culture and performance which
have created new forms of entertainment that attract, immerse and absorb

their participants. The phenomenal success of such a “culture” to initiate a
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mass audience in patterns and practices of its own consumption has sup-

ported the evolution of an enormously powerful mass entertainment, digital

lives, leading further to major societal and business contacting changes.

In this workshop, we plan to explore and discuss the latest research and new
paradigms of mixed reality for entertainment and art. We would welcome
both academic and industry viewpoints and reports. The range of topics to

be explored could include:

Mixed Reality for:

v Location-based and Pervasive Gaming,

v Mobile Entertainment,

v Entertainment Robotics and Haptics

v Digital, Artistic, and Commercial MR Games,
v MR Edutainment,
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