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This book constitutes the refereed post-conference proceedings the
11th EAI International Conference on ArtsIT, Interactivity and Game
Creation, ArtsIT 2022 which was held in Faro, Portugal, November 21-
22, 2022. The 45 revised full papers presented were carefully selected
from 118 submissions. The papers are thematically arranged in the
following sections: Dialogues Between Geometry, Computer Graphics
and the Visual Arts; Games and Gamification; Museums and the Virtual;
Animation, AI, Books and Behavior; Fluency, Fashion, Emotion and Play;
Movement, Film and Audio.




