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Abstract 
Video games have become an increasingly divisive field of entertainment as the industry matures. Games have grown to be arguably the most profitable field of entertainment, driving technology by immediately monetizing fringe tools and technologies that are then rolled out to other fields. 
Augmented Reality developers are driving AI and visual interfaces to bring gaming to a new level of interactivity, set to revolutionize how we engage with information and each other.

As gaming addiction becomes a recognized illness, does the development of games need to change to consider the line between compelling play and addiction?

This presentation will cover topics of gaming addiction, interaction, and outline the technological and psychological factors pertinent to the future of interactive entertainment. 
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