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Abstract

Immersion means that sliding into certain circumstances deeply and appears to be emotional feelings and
physical reactions. Because of this characteristic, the immersion have been studied in various fields such as
psychology, marketing, game and art. The basic meaning of the immersion is similar but is defined as
different words such as immersion, flow depending on the fields. In the art, the study of immersion have
been studied by the name such as sublime, exhibitionism and Aura. The immersion is to occur through
interaction. The field of HCI (Human Computer Interaction) have studied sensory transmission and the
direct interaction as main characteristics and in the field of art focuses on the indirect and psychological
interactions. In this paper, the immersion was analyzed in various fields because, the combination of factors
lead to immersion.
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