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A Study on the Artistic Value of Realistic Media Art
-Focusing on d'strict Works-
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Abstract

This study analyses the role and changes that immersive media art has played in the cultural and social
environment since the pandemic. It explores how the convergence of digital technology and art has created
social, emotional, and cultural value through the provision of immersive and interactive art experiences. The
research analyses the characteristics and possibilities of immersive media art, focusing on the work of
d'strict. Immersive media art utilises virtual reality, large-scale displays, interactive art, etc. to provide
viewers with an immersive experience. This fusion of technology and art plays an important role in
conveying social messages and emotional healing. It also contributes to economic opportunity and cultural
diversity. Immersive media art goes beyond a simple aesthetic experience, transforming the viewer's
emotions and perceptions. This study emphasizes that immersive media art is an important example of the
direction of future art. The combination of technology and art opens up new possibilities and is expected
to redefine the relationship between art and society.
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