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This book constitutes the proceedings of two conferences: The 5th
International Conference on ArtsIT, Interactivity and Game Creation
(ArtsIT 2016) and the First International Conference on Design,
Learning and Innovation (DLI 2016). ArtsIT is reflecting trends in the
expanding field of digital art, interactive art, and how game creation is
considered an art form. The decision was made to augment the title of
ArtsIT to be in future known as “The International Conference on
Interactivity, Game Creation, Design, Learning, and Innovation”. The
event was hosted in Esbjerg, Denmark in May 2016 and attracted 76
submissions from which 34 full papers were selected for publication in
this book. The papers represent a forum for the dissemination of
cutting-edge research results in the area of arts, design and
technology.



