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Immersive Media
#Metaverse #CGI #AR #XR #VR #Virtual Reality #Motion Tracking #Simulation 
#Immersive Reality #Digital Twins #Wearable Technology #Mixed Reality

Immersive technologies have been transforming the ways in which people 
interact with media. Immersive experiences have the ability to deeply 
engage users across a variety of environments, creating a sense of realism 
and being fully present in the experience. In this context, immersive media 
emerged as a new term and refers to media experiences that transcend 
traditional forms, allowing users to engage with content in a 
multi-dimensional environment by integrating reality with advanced 
technologies. Key technologies driving the adoption of immersive media 
include Virtual Reality (VR), Augmented Reality (AR), and Mixed Reality 
(MR), with Extended Reality (XR) encompassing all these spectrums and 
blending the physical and digital worlds.

�.�R�W�Y�ý�G�M�I�R�X���0�R�S�[�P�I�H�K�I�������2�I�X�L�S�H�S�P�S�K�M�I�W�� Limited validated methods and 
�Q�M�W�Q�E�X�G�L�I�W���J�S�V���I�ú�I�G�X�M�Z�I�P�]���E�T�T�P�]�M�R�K���<�7���M�R���(�(�.�W��

�1�E�G�O���S�J���W�X�E�R�H�E�V�H�M�^�I�H���H�M�W�X�V�M�F�Y�X�M�S�R���R�I�X�[�S�V�O�W����Accessibility to more actors 
�E�R�H���W�G�E�P�E�F�M�P�M�X�]���E�V�I���R�I�G�I�W�W�E�V�]���J�S�V���<�7���T�V�S�H�Y�G�X�M�S�R�W���X�S���X�L�V�M�Z�I��

�1�M�Q�M�X�I�H���.�R�R�S�Z�E�X�M�S�R���(�E�T�E�G�M�X�]����A need for stronger collaboration between 
creators and users, and increased adoption beyond initial proofs of concept.

�(�S�R�W�X�V�E�M�R�I�H���.�R�Z�I�W�X�Q�I�R�X����A gap in funding for both pre-production and 
production phases, especially across niche sectors and startups.

�*�X�L�M�G�E�P�������5�V�M�Z�E�G�]���(�S�R�G�I�V�R�W����An ongoing need for safeguards around ethics, 
�H�E�X�E���W�I�G�Y�V�M�X�]�����E�R�H���T�V�M�Z�E�G�]���M�R���<�7���X�I�G�L�R�S�P�S�K�]��

The plan promotes immersive media as a promising yet underexplored 
�û�I�P�H�����T�V�S�T�S�W�M�R�K���E���*�Y�V�S�T�I�E�R���:�7���&�7���G�S�E�P�M�X�M�S�R���[�M�X�L�M�R���X�L�I���*�9���W���H�M�K�M�X�E�P��
media ecosystem to foster technological innovation and cross-sector 
�M�R�X�I�K�V�E�X�M�S�R���E�R�H���W�]�R�I�V�K�]�����8�L�I���T�P�E�R���M�W���V�I�ü�I�G�X�I�H���M�R���J�Y�R�H�I�H���T�V�S�K�V�E�Q�Q�I�W��
�P�M�O�I���-�S�V�M�^�S�R���*�Y�V�S�T�I�����)�M�K�M�X�E�P���*�Y�V�S�T�I�����E�R�H���(�V�I�E�X�M�Z�I���*�Y�V�S�T�I��

�8�L�I���E�H�S�T�X�M�S�R���S�J���M�Q�Q�I�V�W�M�Z�I���Q�I�H�M�E���L�E�W���K�V�E�H�Y�E�P�P�]���M�R�G�V�I�E�W�I�H���M�R���Q�E�R�]���(�(�.�W����
such �û�P�Q���E�R�H���X�I�P�I�Z�M�W�M�S�R�����G�Y�P�X�Y�V�E�P���L�I�V�M�X�E�K�I�����K�E�Q�M�R�K�����F�S�S�O���T�Y�F�P�M�W�L�M�R�K, etc., 
particularly for producing content that���I�R�L�E�R�G�I�W���Z�M�I�[�I�V���I�R�K�E�K�I�Q�I�R�X���E�R�H��
�I�Q�S�X�M�S�R�E�P���G�S�R�R�I�G�X�M�S�R���X�L�V�S�Y�K�L���H�M�K�M�X�E�P���W�X�S�V�]�X�I�P�P�M�R�K���E�R�H���M�Q�Q�I�V�W�M�Z�I���[�S�V�P�H�W.

�8�L�I���M�R�X�I�K�V�E�X�M�S�R���S�J���<�7���M�R�X�S�����S�G�M�E�P���2�I�H�M�E���T�P�E�X�J�S�V�Q�W��enable the creation of 
virtual social spaces where users can interact with each other in ways that 
feel �Q�S�V�I���R�E�X�Y�V�E�P�����T�I�V�W�S�R�E�P�����E�R�H���I�R�K�E�K�M�R�K��than traditional communication.

In���J�E�W�L�M�S�R���E�R�H���V�I�X�E�M�P�����:�7���E�R�H���&�7���E�V�I���E�T�T�P�M�I�H���M�R���G�Y�W�X�S�Q�I�V���G�E�V�I�����E�H�Z�I�V�X�M�W�M�R�K��
�E�R�H���Q�E�V�O�I�X�M�R�K�����(�Y�W�X�S�Q�I�V�W���G�E�R���Y�W�I���:�7���&�7���E�T�T�P�M�G�E�X�M�S�R�W���X�S���F�V�S�[�W�I���E���W�X�S�V�I�¶�W��
content without physically visiting its facilities, try out clothes, and more.

Immersion in a virtual environment is a technology-mediated 
illusion that, through mimetic system o�ering priming 
stimuli and cues, engulfs one's senses and leads to the 
alignment of one's a�entional focus to a synthetic yet 
perceptually authentic reality, by taking the visuo-spatial 
and emotional perspectives of the virtual agent(s), depending 
on one's imaginative facilities and mental dispositions and 
tendencies.
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�8�L�I���V�I�P�E�X�M�S�R���F�I�X�[�I�I�R���(�(�.�W���E�R�H���<�7���M�W���X�[�S���[�E�]��

Advancements in XR technologies are transforming artistic practices, bridging the gap between creators and audiences, and rede�ning 
interactions through adaptive, interactive, and accessible virtual experiences.

�2�S�W�X���E�ú�I�G�X�I�H���(�(�.�W

�*�Y�V�S�T�I�E�R���2�I�H�M�E�������&�Y�H�M�S�Z�M�W�Y�E�P���&�G�X�M�S�R���5�P�E�R��
|���*�Y�V�S�T�I�E�R���(�S�Q�Q�M�W�W�M�S�R2 

• Gaming & IT
• Visual Arts
• Architecture
• Adv & Marketing

One side of the platform is for visitors to gain access to a rich array 
of museums, sites, objects, and novel and dynamic experiences. The 
other is for virtual curators to build enriching and entertaining 
storytelling using objects and virtual environments that have never 
been placed together in the real world.
�
�2�Y�W�I�Y�Q�����;�I�W�X�I�V�R���*�Y�V�S�T�I��

So much digital cultural heritage relies on (has to rely on) "free" 
digital infrastructure by corporate entities that owe us nothing re 
keeping these resources sustainable long term...
�
�5�V�S�J�I�W�W�S�V�����;�I�W�X�I�V�R���*�Y�V�S�T�I��

�7�M�W�M�R�K���G�S�R�Z�I�V�W�E�X�M�S�R
in the last 6 months 

�7�I�K�M�S�R�E�P���V�I�P�I�Z�E�R�G�I���S�J���G�S�R�Z�I�V�W�E�X�M�S�R�W���V�I�K�E�V�H�M�R�K���X�L�I���E�G�G�I�W�W�M�F�M�P�M�X�]���E�R�H���J�E�Q�M�P�M�E�V�M�X�]���S�J��
�<�7���I�\�T�I�V�M�I�R�G�I�W���J�S�V���E�Y�H�M�I�R�G�I�W�����)ata regarding the anal ysed ekip community  over 
the pas t six mon ths.

�.�R���[�L�M�G�L���G�S�Y�R�X�V�M�I�W���E�V�I���G�V�I�E�X�M�Z�I�W
�Q�S�W�X�P�]���X�E�P�O�M�R�K���E�F�S�Y�X���.�Q�Q�I�V�W�M�Z�I���2�I�H�M�E�$

�8�L�I���)�M�K�M�X�E�P���2�E�V�O�I�X�W���&�G�X���
�)�2�&�����I�W�X�E�F�P�M�W�L�I�W���E���W�I�X���S�J���G�P�I�E�V�P�]���H�I�û�R�I�H��
objective criteria to identify “gatekeepers”. Gatekeepers are large digital 
platforms providing so called core platform services, such as for 
example online search engines, app stores, messenger services. 
�,�E�X�I�O�I�I�T�I�V�W���[�M�P�P���L�E�Z�I���X�S���G�S�Q�T�P�]���[�M�X�L���X�L�I���H�S�¶�W���
�M���I�����S�F�P�M�K�E�X�M�S�R�W�����E�R�H��
�H�S�R�¶�X�W���
�M���I�����T�V�S�L�M�F�M�X�M�S�R�W�����P�M�W�X�I�H���M�R���X�L�I���)�2�&�����<�7���X�I�G�L�R�S�P�S�K�]���H�I�T�P�S�]�I�V�W���Q�E�]��
�J�E�P�P���Y�R�H�I�V���X�L�I���)�2�&���M�J���X�L�I�]���U�Y�E�P�M�J�]���E�W���¸�K�E�X�I�O�I�I�T�I�V�W�¹��

�)�M�K�M�X�E�P���2�E�V�O�I�X�W���&�G�X���
�)�2�&����
|���*�Y�V�S�T�I�E�R���(�S�Q�Q�M�W�W�M�S�R4

�8�L�I���)���&���M�W���W�I�X���X�S���V�I�K�Y�P�E�X�I���S�T�I�V�E�X�S�V�W���S�J���<�7���X�I�G�L�R�S�P�S�K�M�I�W�����I�W�T�I�G�M�E�P�P�]��
centralised platforms hosting immersive environments, such as Meta. 
�8�L�I���)���&���T�V�S�X�I�G�X�W���G�S�R�W�Y�Q�I�V�W���E�R�H���X�L�I�M�V���J�Y�R�H�E�Q�I�R�X�E�P���V�M�K�L�X�W���S�R�P�M�R�I���F�]��
setting clear and proportionate rules. It fosters innovation, growth and 
competitiveness, and facilitates the scaling up of smaller platforms, 
���2�*�W���E�R�H���W�X�E�V�X���Y�T�W�����8�L�I���V�S�P�I�W���S�J���Y�W�I�V�W�����T�P�E�X�J�S�V�Q�W�����E�R�H���T�Y�F�P�M�G��
�E�Y�X�L�S�V�M�X�M�I�W���E�V�I���V�I�F�E�P�E�R�G�I�H���E�G�G�S�V�H�M�R�K���X�S���*�Y�V�S�T�I�E�R���Z�E�P�Y�I�W�����T�P�E�G�M�R�K��
citizens at the centre.

�)�M�K�M�X�E�P�����I�V�Z�M�G�I�W���&�G�X���
�)���&����
|���*�Y�V�S�T�I�E�R���(�S�Q�Q�M�W�W�M�S�R3 
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�&�V�X�(�E�W�X���)���M�W���E���-�S�V�M�^�S�R���*�Y�V�S�T�I���T�V�S�N�I�G�X���E�M�Q�M�R�K��to produce a global 
�J�V�E�Q�I�[�S�V�O���J�S�V���*�Y�V�S�T�I�E�R���(�(�.�W�����J�S�V���H�I�W�M�K�R�M�R�K���E�R�H���H�I�Z�I�P�S�T�M�R�K��
�I�ý�G�M�I�R�X�����G�S�W�X���I�ú�I�G�X�M�Z�I�����Q�Y�P�X�M���W�M�X�I�����Q�Y�P�X�M���T�P�E�X�J�S�V�Q�����R�S�R���M�R�Z�E�W�M�Z�I����
immersive and interactive user experiences designed as global 
�W�S�G�M�E�P���W�G�Y�P�T�X�Y�V�I�W�������&�V�X�G�E�W�X���)������

�&�V�X�(�E�W�X���)����������������| EU5 

�*�2�.�1���M�W���E���-�S�V�M�^�S�R���*�Y�V�S�T�I���.�R�R�R�S�Z�E�X�M�S�R���&�G�X�M�S�R�����V�Y�R�R�M�R�K���J�V�S�Q�������������X�S��
�������������.�X���J�S�G�Y�W�I�W���S�R���E�H�Z�E�R�G�I�H���:�7�����&�7�����E�R�H���2�7���X�I�G�L�R�S�P�S�K�M�I�W����
content, services and applications. It seeks to foster collaboration 
�E�Q�S�R�K���*�Y�V�S�T�I�E�R���<�7���W�X�E�O�I�L�S�P�H�I�V�W�����J�S�W�X�I�V���M�R�R�S�Z�E�X�M�S�R�����E�R�H���W�Y�T�T�S�V�X��
�X�L�I���H�I�Z�I�P�S�T�Q�I�R�X���S�J���M�Q�Q�I�V�W�M�Z�I���Q�I�H�M�E���I�\�T�I�V�M�I�R�G�I�W�����*�2�.�1���T�V�S�Z�M�H�I�W��
�J�Y�R�H�M�R�K���E�R�H���W�Y�T�T�S�V�X���X�S���T�V�S�N�I�G�X�W���X�L�E�X���Y�W�I���<�7���X�I�G�L�R�S�P�S�K�M�I�W���M�R���û�I�P�H�W��
such as storytelling, healthcare, cultural preservation, providing 
access to research expertise, technological resources, and 
professional networks, and demonstrating developments and 
�I�\�T�P�S�V�E�X�M�S�R���S�J���<�7���X�I�G�L�R�S�P�S�K�M�I�W��

�*�2�.�1�������*�9���2�I�H�M�E���E�R�H���.�Q�Q�I�V�W�M�S�R���1�E�F��| EU6 

�8�V�E�R�W�2�.�<�7���M�W���E�R���.�R�R�S�Z�E�X�M�S�R���&�G�X�M�S�R���M�R�M�X�M�E�X�I�H���Y�R�H�I�V���X�L�I���-�S�V�M�^�S�R��
�*�Y�V�S�T�I���J�V�E�Q�I�[�S�V�O�����P�I�H���F�]���X�L�I���8�I�G�L�R�S�P�S�K�M�G�E�P���9�R�M�Z�I�V�W�M�X�]���S�J���X�L�I��
���L�E�R�R�S�R���M�R���.�V�I�P�E�R�H�����E�R�H���V�Y�R�R�M�R�K���J�V�S�Q�������������X�S���������������.�X���M�W���E��
�G�S�R�W�S�V�X�M�Y�Q���S�J���(�(�����V�I�T�V�I�W�I�R�X�E�X�M�Z�I�W�����M�R�H�Y�W�X�V�M�E�P���E�G�X�S�V�W���E�R�H��
�E�G�E�H�I�Q�M�G���T�E�V�X�R�I�V�W�����E�M�Q�M�R�K���X�S���H�I�Z�I�P�S�T���X�[�S���Q�E�M�R���W�S�P�Y�X�M�S�R�W�����E�R���<�7��
�(�V�I�E�X�M�S�R���*�R�Z�M�V�S�R�Q�I�R�X���J�S�V���V�I�Q�S�X�I���G�S�P�P�E�F�S�V�E�X�M�S�R���E�R�H���E�R���<�7���2�I�H�M�E��
�*�\�T�I�V�M�I�R�G�I���*�R�Z�M�V�S�R�Q�I�R�X���J�S�V���H�I�P�M�Z�I�V�M�R�K���I�R�K�E�K�M�R�K���Z�M�V�X�Y�E�P��
experiences. The project is developing four pilots in news media, 
broadcasting, performing arts, and cultural heritage.
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We expect this will be a catalyst for companies to dip a toe in the 
water on how virtual & augmented reality technology can be used 
in everyday business.
�
�8�I�G�L�R�S�P�S�K�M�W�X�����;�I�W�X�I�V�R���*�Y�V�S�T�I��

ArtCast4D

CCIs XR
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