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Preface

When Anton Nijholt asked me to chair the 2017 edition of Intetain I liked the idea of
holding a small conference on a small island as the ocean affords plenty of room for big
ideas to grow. Intetain is a celebration of the future of interactive entertainment. We
invited researchers to submit contributions around developments and insights in art,
design, science, and engineering regarding novel entertainment-focused devices,
paradigms, reconceptualizations, and reconfigurations of entertainment experiences and
we were not disappointed, as the submissions although low in number were high in
content and concepts crossing the full range of interactive entertainment from physical
play to virtual reality and from digital storytelling to email, or are they one and the
same?

In Computer Lib/Dream Machines, Ted Nelson wrote that “everything is deeply
intertwingled” and digital technologies have very deeply intertwingled into the very
fabric of our everyday existence with the past distinction between private and public
spaces, fact and fiction, tangible and intangible getting more and more blurry by the
day. Advances in sensors, actuators, and displays have enabled us to develop new
interactive surfaces and new forms of display. While in the past certain objects or
locales, be they cave walls, theater stages, cinema screens, statues, or radio receivers,
acted as focal points with limited interactivity, now almost any surface can become an
interactive device responding to direct and indirect interactions and/or environmental
stimuli. Furthermore, we are no longer just looking at screens, they are looking back at
us, this has many opportunities but also dangers such as predatory media or predatory
state agencies and one of the main challenges for us is to understand how to use this
technology as a force for good and how to enable people to counter and control the
potential harmful and dangerous aspects of this technological evolution.

Our vision of Intetain is that of a catalyst, a convivial environment for the sharing
and germination of ideas and it is our hope that the set of papers presented in this
volume will act as a spark for further thought and deliberation long after the sounds
emanating from the conference hall have quieted down.

December 2017 Yoram Chisik
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