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Part 1 .
What is knowledge？
Knowledge, the precious spiritual wealth of mankind, is of great value to human survival and social development. Knowledge is so important, but what is knowledge? Or what is the definition of knowledge? More than 2000 years ago, Plato, the great ancient Greek philosopher, put forward its definition. Plato's most famous idea was his conceptualism, and throughout his life he sought a rational solution to the perfection of conceptualism(.E.L.Gettier,1963). 

In Plato's philosophical system, epistemology, theory and dialectic are interpenetrating and unified.Due to the approval of many philosophers, it has become a classic definition of knowledge. Plato once defined knowledge in Theaetetus: knowledge is a justified true belief. This is the first definition of knowledge in the history of philosophy, which has been referred to as classic definition of knowledge by many philosophers(.A.J.Ayer, 1956). According to Plato's definition, knowledge must meet three conditions: （1）knowledge must be belief; （2）Knowledge must be "true"; （3） The "truth" of knowledge must have been justified. But Knowledge exists in many different forms, it can be history, memory, architecture and just one shop.Historic districts represent the city's memory and play an important role in preserving cultural memory.There also has a significant necessary highlighting the cultrual and history strong link that exists between the material and the immaterial aspects of city life, and identifying the meaningful culture of the street.Despite the fact that many governments throughout the world have begun to take steps to conserve historic and cultural districts, such as forbidding large-scale destruction and development of historic and cultural districts, historic structures in historic and cultural districts continue to be deteriorated(Zhou Xiang,2009). There are few efficient techniques to preserve the cultural connotations of historic districts on a local level. The challenge of preserving the historic districts' local culture and feeling of place while also sustaining the 'living culture' is challenging(QI Shi,2010).

The rapid development of immersive experiences in the cultural industries sector lies in the combination of technological integration and content innovation, constantly breaking the balance and exposing the gaps between them, and constantly integrating and innovating to find the right fit for each other, resulting in an increasingly wide range of applications in multiple fields(A.E.Taylor,1927). In an era of globalization, digitization and networking, it is possible to integrate ideas and elements from different fields and disciplines through efficient platforms and to transform them effectively into a wealth of new and valuable results. This is the "Medici effect" in the contemporary sense.(Frans Johansson,2006).Then, for the future exploration of 'knowledge', is virtual reality in line with the 'truth' of perception, considering that the internet and digital technology have become global? Can the harmonious symbiosis of digital media art and landscape derived from it facilitate the development of future design, meeting the rapid changes in contemporary environmental design while satisfying people's needs for history and culture. How this can be achieved will be the focus of this paper's research.

1. Symbiotic Background of Digital Media Art and Contemporary Landscape Design

To judge whether the combination of two non-related disciplines can be successful, or whether the combination is appropriate, the following three requirements should at least be met. First, whether the original discipline can absorb the essence of foreign disciplines, that is, reasonably absorb the basic principles, main theories or research methods of foreign disciplines. If the ontology discipline just involves some unimportant details, the combination will be a failure.Second, we should have a deep understanding of these two disciplines in the process of combination, especially the foreign discipline.Third, the joints of the two disciplines should not only be innovative, but also be scientific and objective(Rong Jia,2013). It means natural combination with the original theory and being better than original theory is necessary. These three requirements are the "top priorities". In other words, it is to integrate and transcend.

1.1. Support of Information and Media Technology 

In the gradually diversified society, new media are born with the progress and development of society, which is also the most direct feedback of life state. People are slowly feeling the changes that have taken place. The changes even involve any aspect related to us, even ourselves, and the changes of the media will certainly have a relevant impact on the works.
Technology is created and invented by human beings, which is the reflection of human nature, so human latent state will emerge with the help of technology. Currently, more attention is paid to the needs and emotions of human nature rather than cold and stiff technology. Searching for the recognition of technology in human emotion and psychology helps realize the humanized and emotional design and achieves the integration of technology and emotion. The development of digital technology has changed people's world view, methodology, ideology and cultural concept to a certain extent, but people can't blindly pursue the excellent technology and give up some low technologies with higher adaptability. We should always be aware of the trouble and dangers caused by high technology.

1.2. Influence of Multimedia Art
Art is the ideological source of landscape design, from which designers can obtain diversified vocabulary and inspiration. However, multimedia art presents a different artistic state from the previous traditional media art. For example, laser art is usually used for holography, and it is also an important beautification element of stage performance, architecture and city; In addition, computer technology can assist in the design of environmental art design works, virtual sculptures and so on.

1.3. Changes of the Environment
According to McLuhan, the most important and essential thing in the transmission is not the transmission of information, but the transmission medium. The formation of society is mainly determined by the nature of the transmission medium of human communication, rather than the real specific content of transmission. Therefore, once a new medium appears, it will naturally change people's social life. Then of course, it will change the social structure to some extent, which has nothing to do with the content of communication. Generally speaking, people's material needs have a certain limit and scope( Norbert Schütz,2010) . By contrast, people's spiritual needs are unlimited. Therefore, instead of focusing on the excavation of material and consumption, it is better to excavate human spiritual needs.

1.4. Improvement of Human Aesthetic Needs
People's needs in an age of information will also change over time. People are more inclined to pursue stimulation and care more about the visual and other sensory experience. The intervention of virtual reality experience and the strengthening of randomized interactive behavior are strongly affecting the current aesthetic changes in the landscape field. The aesthetic concept is the reference basis of landscape design. The integration of multi-level and abundant digital media and landscape design provides people with a refreshing multiple experience and enjoyment.

The research shows that the rise of digital design makes art and technology integrated again in the electronic information age. The new technology can create new possibilities for environmental design. Virtual reality, a special environment generated by computer, makes today's environmental designers rely more on technology than ever before, and devote more energy and focus of design to this virtual environment.


2. Theoretical Basis of Symbiosis Between Digital Media Art and Contemporary Landscape

2.1. City of bits
The book City of Bits: Space, Place and Infobahn, written by Willam J.Mitchell, studies the changes brought about by the network in the digital age from the perspective of architecture and other disciplines. It puts forward new concepts such as "bit industry" and "e-citizen", and describes vividly and concretely the future urban space, future architectural forms and people's production and life style. The concept of "bit industry" provides a new concept for the contemporary landscape and forges a new path. The city of bits implies the arrival of a new era.

2.2. Cyberspace
Cyberspace, proposed by William Gibson,Cyberspace is a place.People live there.They experience all the sorts of things that they experience in real spacethere.For some,they experience more.Theyexperience this not as isolated individuals, playing some high tech computer game;they experience it in groups,in communities, among strangers, among people they come to know,and sometimes like.David Johnson and David Post want us to take this life in cyberspace seri- ously.They want the law to understand it as elsewhere.So far elsewhere is it that it deserves. It pervades our real life. Take online games as an example     .
Social system in online games is almost the same as the real world. So is its function. In the virtual space, you can freely design your own life, and your connection with anyone and anything will not be limited by region, time and space. People can have various identities in this space, whose functions are almost the same as those in the real world. In this space, the real person, real identity and real face are hidden. What is displayed in front of people is the "second living space" which is not different from the real world.

3. Relationship Between Digital Media Art and Contemporary Landscape Design
3.1. Enlightenment of Transmission Theory
In the past traditional creative process, designers usually dominate the whole process, thus resulting in some personal and relatively single results.
From the perspective of transmission, the significance of landscape design is not only traditional artistic creation, but also transmission process regarding the landscape as a medium (Rong Jia,2013). This process emphasizes "transmission" and "reception", which balance, connect and influence each other. Therefore, in order to make successful transmission, it must be a way accepted by the two sides. In this way, a more benign transmission relationship can be established.

3.2. Landscape Serving as Media
Landscape design is not just a work of art, but plays a role of the media. It serves as the carrier of information transmission, transmitting the information that designers want to express to audience and giving feedback of the audience to the designer. Therefore, landscape serves as a media.


3.3. Means of Landscape Media Transmission
As a relatively traditional work of art, landscape design has a relatively fixed position which cannot be changed at will. Therefore, to enjoy the landscape and receive the message that designers want to convey, the best way for audience is to arrive personally at the landscape and appreciate face to face. Usually, audience receive the visual and auditory information that the designer wants to convey.


4.Comparison of Similarities and Differences Between Landscape and Digital Media

There are some similarities and differences between digital media and urban landscape:
4.1. Integration
Integration means that single elements combined with some reasonable methods form an organic unity. Digital media and contemporary landscape possess the attribute of integration.

4.2 Source of Transmission 
The source of digital media can be anyone. On account of its big difference and wide coverage of digital media, its source cannot be identified (Stephen Ervi,2003), while the source of landscape is the designer of the work.

4.3. Means of Transmission
Digital media mainly transmits information by vision, hearing and touch. In addition to those means, urban landscape can also transmit information by smell.Both digital media and urban landscape are interactive, but the scope of urban landscape is broader than digital media. The interaction of digital media includes the interaction between people, information, virtual space and the interaction between people and equipment, while the interaction of urban landscape includes the interaction between people and people, people and information, people and landscape space and elements as well as the interaction between landscape and buildings, places, etc (Gao Xin,2020).

Conclusion:

When digital media provides audience better multi-dimensional sensory experience, the inherent experience is no longer applicable. With the help of new technology, people enrich information content and test the way of expression more actively. Therefore, it is the main characteristic of people in the information age to emphasize visual expression, interactivity and emotion, which are
also changing artistic aesthetics of landscape. From the perspective of artistic aesthetics, contemporary landscape design with the involvement of digital media has strong visual expression. Designers break the tradition and no longer stick to the static expression methods. Instead, they adopt dynamic and changeable means, even the one that the audience can participate. The landscape image with the involvement of digital media, from media to materials and then to the use of technology, is varied, and audience enjoy exaggerated and stimulating psychological feelings . 

With the involvement of digital media art, landscape space is endowed with strong visual expression. With changeable pictures and bright colors, people can clearly feel the information of art and understand the aesthetic conveyed by landscape space, and their attention will be strongly drawn. Although the digital media technology currently applied in landscape is basically limited to screen, projection and different sensor technologies, the digital media used in the future landscape will be the device that integrate the latest communication technology, intelligent technology, material technology and so on, including new lighting, laser projection, display system, intelligent material, etc.How to combine the two effectively to create more possibilities is also a knowledge that we need to explore in the field of design and social and cultural communication.
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Part 2. Reflection.
Reflection on "pandering design" -- historic and cultural districts with immersive experience
1.Pandering design
[bookmark: bau0010]Pandering personality refers to humoring personality. It means some people insist in pleasing others at the cost of ignoring their own feelings, which is potentially unhealthy(Gabriele Gratton，2014）. Pandering design, as its name implies, is a morbid design concept that designers blindly follow consumer preferences to pursue profit-making goal instead of cultural communication and artistic creation.
As that is uniquely connected to us because of its memories.if you want to get to know a city quickly, it is a good choice to start with the historic and cultural districts .It despite the changes that have taken place over the centuries, but it is a important mediums recording distinctive culture of a city.

2.Background of "immersion"
Recent years have seen a proliferation of many designs in the name of "immersion". There is no doubt that the immersive historic and cultural districts have narrowed the distance between the viewers and the works and attracted more and more viewers into the exhibition hall. They have gone viral among netizens and become popular photo spots. In the publicity, "technology" and "experience" have also been used frequently in addition to "immersion". Even some historic and cultural districts with simple projection technology at a certain site, such as the entrance, are trumpeting about the "immersive experience" in the exhibition publicity(Xue C, 2017). However, the visiting experience is dull and the so-called “immersive experience” is nominal, which raise questions about where the "immersion" of immersivehistoric and cultural districts is?
[image: 3]      [image: 2]
（https://www.163.com/dy/article/G7N7E56P051594O9.html）


Obviously, "technology" is the most common keyword in immersivehistoric and cultural districts , and it is also a sufficient condition for "immersion". The advanced productivity brought by these scientific and technological elements can create the artwork which could not be produced before(Huang Jian,2019). 

For example, the blooming of flowers and the fluttering of butterflies can be simulated with light and shadow, and natural images like the chirping of birds and insects and the rippling of water become vivid with sound. It seems that viewers have access to a dreamy and vivid fairyland. As technology advances, we can witness the rapid development of augmented reality, virtual reality, artificial intelligence and other technologies. Visitors are more closely combined with the streets, which blurs the boundary between the real and virtual, and shortens the distance between the  visitors and the environmentl, man and nature. To some extent, the immersive historic and cultural district, as the embodiment of cultural value, is not only the artistic experiment of designers, but also an important medium for the viewers to accept and understand culture（Dandan Wang,2021) .

For the current level of technology, the extensive and comprehensive use of graphic elements such as images and videos and spatial elements such as sculptures and devices makes the boundaries of art categories from the perspective of new media art blurred. What’s more, designers can fully integrate technology, drama, dance and music to create an all-round three-dimensional scene in the overall space. In this way, the viewers can get an immersive multi-sensory experience multi-dimensionally, so that viewers can be completely lost in the changes of time and space in the process of viewing. Unfortunately, many immersive historic and cultural districts can not make reasonable and flexible use of these elements. Therefore, the so-called "immersion" has become a dead letter, blindly catering to the trend to maximize interests.

4.A reflection false"immersive" experience

In fact, the current "immersive" art trend can not be completely regarded as an emerging product. The immersive experience system appeared in the traditional art of the East and the West a long time ago. Immersive experience is deeply related to human evolution. People have a long history of yearning for and developing immersive experience. With the development of human nervous and thinking system, human beings have formed a complex perception, experience and memory system for a long time, and continued to expand their experience range through uniquely human imagination. Human beings obtaining this experience is not only a process with tireless construction and exploration, but also a game with great pleasure and beauty.

As early as ancient Greece, Plato and other scholars described the characteristics of "sensory experience". When analyzing the "Heraclitus world", Nietzsche pointed out: games are not arbitrary play, but creation with full involvement, which can form order. On the one hand, the player is fully engaged. On the other hand, he is just watching quietly. It is the secret of gaining great pleasure: "just like inevitability and game, struggle and harmony must be integrated to become a work of art." The difference between Apollo and Dionysus put forward by Nietzsche enlightens future generations: with the collision of two spirits-Apollo and Dionysius, we can "gradually indulged in the atmosphere". The immersive experience becomes so fascinating. 

Mihaly Csikszentmihalyi, an American psychologist, put forward the psychological term "Flow" (or Mental Flow) in 1975, which refers to a special feeling that spirituality completely focuses on a certain activity. It takes so much concentration that people lose track of time. It turns out that it has been a long time before it is over. Flow, accompanied by extreme excitement and fulfillment, will leave unforgettable memories afterwards. This feeling greatly exceeds people's experience in daily life, and then causes people's yearning and fascination. It is an earlier description of immersive experience.(Hua Jian,2019)

Therefore, the use of modern technology is not necessary for "immersion", but considering the design and development ofhistoric and cultural districts, "immersion" is an important embodiment of art. Of course, it is undeniable that the implantation of modern technology brings more diverse and richer experience, but the blind emphasis on technological means and sensory perception will reverse the priority between art and technology. Art needs to be fully displayed with the help of technology, but "dazzling technology" blurs the boundary between the art museum and the amusement park. Although dressed in the cloak of science and technology, it has lost the essence of art.

Moreover, "immersion" should also be about the interaction between the visitors and the works. The word "immersion" itself refer to the objective and subjective immersion. Therefore, we should not only focus on creating an objective immersion environment, but also pay attention to the viewers' subjective experience. Viewers will integrate into the historic and cultural districts to feel the real existence of culture rather than just sightseeing. Therefore, the physical and psychological barrier between viewers and buildings is broken. Multimedia, making the art in the street more vivid, are featured with environmental feedback and interaction, which means there is bilateral information transfer between the viewers and the works(William J,1999). The viewers, more than simple viewers, can communicate with artistic elements through interaction with works.

Without interactive experience, what is the difference between passively watching special effects in the exhibition hall and sitting in the cinema to enjoy a 4D movie? If people, who needn’t to be there, can experience true immersion by browsing pictures and videos online, what’s the point of coming to exhibition hall? Obviously, the on-site interaction has greatly improved the viewer's participation and experience. Viewers can not only get the physical and sensory experience in the interaction with the works, but also gain the cognitive and learning experience with the means of multimedia and high-tech. Besides, they get the emotional and spiritual experience. Of course, if people can share their experience with others in real time, the interactive and social experience can be achievable. Viewers, works and exhibition hall jointly create an immersive experience feast, which is the core of "immersion". Blurring the boundary between the art museum and the amusement park, despite the cloak of technology, means the lack of art. Designers need the help of art and technology. More importantly, they need to balance them and create a dual immersion space of the real and virtua(Xinyu Zhao,2020).

However, as for some immersive historic and cultural districts, the form of interaction is not so diversified and the content is not so challenging that viewers seems to be playing primary games and soon feel dull. Therefore, "immersion" is not only about the concept of space, but also about time. Once viewers become accustomed to a certain scene, the immersion may diminish over time. Therefore, designing the tour route reasonably is necessary. Designers can create changes in line with cultural style and content, and constantly stimulate the viewers' senses by using different colors, shapes, materials and interactive methods, so as to enable immersion time to last. In some tours, the use of LED screens and several projectors to play blurred images in a narrow space seems to imply “immersion”. However, all of these are in vain. 

The real immersion needs designer to settle down and be immersed. In return, the immersion districts itself also help to present the deep content of the works. Therefore, it is necessary to have good analytically and problem solving skills in curatorial concept and works creation so that historic and cultural districts convey cultural concepts, express humanistic feelings, and guide the viewers to think about the connotation behind the exhibition in the process of integrating into the exhibition.

However, many immersive history and historic and cultural districts that go viral online in recent years are often crowded, especially on holidays and weekends. Too many tourists mean a long queue time, a short experience time and poor experience. After entering the districts, most tourists are often busy taking photos. When they just care about whether it is interesting, it is difficult to understand the original intention of the designer and the cultural essence. It is true that culture and art are entertaining, but if tourists only regard visiting as entertainment, it is obviously not profound enough. Therefore, we can pay more attention to cultural publicity. For example, we can increase interactive experience at the entrance, exit and some important areas, and increase text and voice navigation so that visitors have the opportunity to understand the basic information related to the districts culture. However, it does not mean that we must guide tourists and make preconceived comments on the districts, but obtain relevant experience to feel traditional culture in a more detailed way and cause targeted reflection.

Despite the detailed plan, it may not work for all visitors. Meanwhile, with different cultural backgrounds, some visitors may not accurately understand the connotation that the designer wants to express in the immersive experience, or even misread it. Therefore, interactive activities should stimulate immersive imagination and guide visitors to learn, to try and to improve. Challenges also mean constant opportunities and continuous immersion. As Mihaly, an American psychologist, believes, immersion often occurs when people complete challenging and meaningful tasks and give full play to their physical strength and intelligence. Therefore, tour experience with speculation can offer people the best immersive experience, alleviate fatigue and relax. Besides, humanities and aesthetic consciousness can get improved in the tour. Meanwhile, the experience and feedback of tourists also enhance the further design.

5. Conclusion：
[bookmark: _GoBack]
Today, with the popularity of technology-inspired art, designers have to keep pace with the innovation of technology in their creation. At the same time, the trend of art-inspired art also makes more scientists participate in art creation. As a high-quality medium for tourists to quickly understand culture and integrate into the districts, immersive experience presents colorful forms and connotations due to the effect of art and technology. It is undeniable that the immersive experience in many historic and cultural districts show mixed results. It has the disadvantage of excessive commercialization, catering to consumers' preferences, low technology, lack of artistic and academic atmosphere, poor immersive experience and so on. Therefore, designers and planners should optimize design ideas and update technology to create historic and cultural districts with novel form, rich connotation, humanity and art. For visitors, they need to constantly improve their artistic aesthetics to have a deeper understanding of the connotation of historic and cultural districts when paying a visit or taking photos, which can produce emotional resonance and ideological inspiration. With the progress of technology and the advent of 5g era, "art and technology" will be so vital that there are infinite possibilities for the future of immersive exhibition.

Notably, many commercial institutions that have nothing to do with culture sense the business opportunity of "immersion". They adopt unreasonable immersion technology to meet the preferences of tourists. They make more profit, draw more tourists and raise its popularity in the name of "immersion" experience. It has resulted in "homogenization" of immersive experience in domestic historic and cultural districts. Despite of shoddy products and poor experience, the commercial institutions earn a lot. On the other hand, because the multimedia equipment in the immersive historic and cultural districts will be powered on for a long time, its durability needs to be guaranteed. Besides, the maintenance requirements and cost are relatively high. However, in order to maximize the benefits, the renewal of technology and equipment is taken slightly, which has a bad influence on immersion experience, exhibition and interactive experience. More sadly, this kind of project will also lure unscrupulous businesses to follow. Such immersive forms without essence of immersion just ride the wave of "immersion". Rich culture and gorgeous street view can only end up as a place to take photos. It is sensational and specious.
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