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A Study on Utilizing Media Art for

Creating Immersive Spaces in Digital Art Museums
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Abstract

Looking at the recent establishment of a digital art museum, interest in directing exhibition spaces using
media art is increasing. This interest emphasizes the convergence of cutting-edge technologies and art to
increase the audience's interaction and immersion. The purpose of this study is to explore various strategies
to maximize the audience's immersion and expand communication through interaction in a digital art
museum. It is a work produced using technologies such as virtual reality and augmented reality, interactive
display, projection mapping, sound interaction, artificial intelligence, and big data to strengthen the
interaction element with the audience and to increase the sense of immersion. From the initial planning
stage, it is possible to confirm the importance of a collaborative model in which artists and exhibition
content technology experts cooperate to design works and continuously derive improvements in the
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study is contributing to the establishment of an environment for a sustainable art space by reflecting the

and presents exhibition planners and media art artists with an approach to new exhibition production. This
important trend of the modern art and maximizing communication with the audience.

exhibition operation process. This part provides a multi-layered and rich aesthetic experience to the audience
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[Table 1] Utilization of Media Art Technologies in Museums
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