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A Study on the Spatial Characteristics of Realistic Media
Exhibition Content
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Abstract

Recently, realistic media exhibitions plan content to deliver creative expressions to the audience, and the
exhibition space includes and interacts with the content and the audience at the same time. The audience
experiences the role of finding messages of content or producing them together. Creative expression is used
to assist in the process of content interacting with the audience by utilizing advanced media technology. In
addition, realistic media exhibitions are based on the participation and experience of the audience, and meet
the points required by the content by delivering sensory characteristics that immersion and reality convey in
virtual spaces or optical illusion spaces. The space where exhibition content is immersed in the audience
forms a space where content and audience communicate at the same time, and interaction plays a pivotal
role in the process of experiencing the exhibition. The implementation of exhibition content leads to the
formation of a space where the audience can immerse themselves and natural interaction, so for efficient
communication with the work, they experience the cognitive process of exhibition space characteristics. In
this paper, it is expected that it will be considered as a study that can have the basis for new creative
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expressions by analyzing the spatial characteristics of realistic media exhibition contents.
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[Fig. 1] Universe of Water Particles on a Rock Hill where People Gather, Teamlab, 2019, Interactive Digital
Installation
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[Fig. 3] Memory of Topography, teamlab, 2018, Interactive Digital Installation
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