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Introduction
From the current social background, most people's aesthetic values began to show a rising trend, and the design of space display also changed from traditional mode to a three-dimensional space.
Immersive technology, also known as spiritual technology and referred to as VR technology, has its unique set of features, including interactivity, conception, and immersion..Experts have conducted multi-level study on VR technology in cooperation with contemporary technology as part of the comprehensive development of modern technology, with immersion being the most powerful VR technology. When this technology is used in practice, it is usually put on the head. The display will use a range of virtual reality devices in addition to the main device to fully immerse the user's hearing, touch, and sensation in the simulated environment.When the user walks into the simulated environment with this technology, he may also gather various physiological data from the user in conjunction with the required equipment, allowing the equipment and technology to be adjusted and improved according to the actual circumstances.
Modern designers may better integrate into the interior area to be developed using this immersive VR technology, and designers can re-study the design plan from their own perspective using environmental simulation. It can help the designer get a better sense of the scale of the space to be designed, allowing them to adjust the general proportion and size, as well as correct any design flaws in real time.
Immersive VR technology, from the standpoint of modernization, is a technology generated by modern computers to imitate the real world. Users can wear similar receptors on their skulls using this technology, allowing them to fully integrate into the constructed world. When the perceiver integrates into the virtual world, the perceiver can also feel and operate the virtual environment's objects. 
When immersive VR technology is used in interior space design, the interior designer can enter the interior space with the user at any point during the design process, feel the virtual environment design according to their own perspective and ideas, and adjust the interior Space design results. When immersive VR technology is used in interior space design, it can help designers better feel the interior space and size, allowing them to adjust and change the interior design. It can also help designers better feel the color design of the interior space, allowing them to adjust the design and color to match the real effect. For interior design, this method is more convenient. Immersive VR technology should be fully integrated into indoor design. Create a new immersive design mindset.
People's standards and channels for receiving information have risen in tandem with incremental changes in their lifestyles, job styles, aesthetic concepts, and consumer concepts. The ability to select first-hand knowledge based on market need has become a critical tool and a required training. Traditional media, such as newspapers, radio, e-mail, and television, struggle to keep up with the pace with which modern information is updated. People are becoming increasingly indifferent and numb to the benefits of traditional media publicity in our high-speed society where attention is being diverted.
The beginning point and ultimate purpose of design, from the designer's perspective, is to effectively move the audience from acceptance to understanding, and then to resonate. Combining VR technology with information output is a convenient way to increase productivity. Many designers, on the other hand, overlook audience acceptance in favor of self-design value and professional technology. This is frequently ineffective and has no commercial value.
Virtual reality technology can more intuitively realize the display of aesthetic value, making the audience more glued to the design and understanding it. A successful design is one that has a feeling of experience, and the placement of interaction points is unavoidable. VR can provide more enjoyment and functionality as a unique technology, in addition to its more intuitive advantages. And successfully broaden the age range of the audience. Children and the elderly, according to study, are extremely receptive. It has nothing to do with a particular design style, but it does raise audience interest. This new technology has the potential to improve the audience. The right to appreciate art. The user engagement experience is also stronger than in traditional graphic design.

Anna zhilyaeva
Russian-french artist Anna Zhilyaeva's immersive virtual reality artwork is a prime example of the development of visual art.Immersion can also be defined as a state of consciousness in which the physical sense of self of the "visitor" (Maurice Benayoun) or the "immersant" (Shire Davis) is transformed by being surrounded in an artificial environment
Zhilayeva, as one of the first artists to use VR technology for painting creation, has brought a new visual experience effect to the audience. Unlike conventional painting creation, the biggest feature of this technology is "immersion" Her painting not only brings the transmission of information by traditional painting forms, but also gives the audience an immersive and integrated effect with her works while having a sense of three-dimensional space According to her personal website, when Zhilayeva was 14 years old, she went to the Academy of Fine Arts in Orenburg, Russia After five years of graduation, she started her art career in Moscow, such as sculpture and painting restoration The form of art is not just the traditional painting, design, film or art installation in our impression After realizing the diversity of art and inspiring by her rich classical art background and new contact with virtual reality technology, Zhilayeva found that there are many new art domains that can be developed, and then she began to try to become a VR artist

Breaking through the limit of conventional painting, the space shaping ability contained in VR technology can also be used in sculpture This is very familiar to the thought of cubism. When users use VR technology to continuously artistic creation in the painting process, they can achieve a realistic effect Consistent with cubism, VR artists also need to achieve the effect they want to express through the continuous superposition of multiple elements in different dimensions Zhilayeva was adept in solid sculpture and painting , so she can combine classical art techniques with new technology in his creation Her works are not very different from ordinary paintings from a distance, but when you walk into her works, you will find that the whole work is like an onion, and all elements are stacked and combined layer by layer For example, in an idyllic landscape painting, when the audience is in the space where the work located, each step of the audience will be surrounded by individual elements such as flowers, grass or houses. But the audience will still catch a sight of a complete painting in front of them This feeling is the same as the visual perception order of the audience when they really enter such a scene. It is a new creative way with logic and action significance.
If impressionism and post impressionism opened the door to modernism, cubism is the beginning of modernism.Different from the traditional realist painters' idea of restoring nature, cubism pays more attention to the 2D sense of space of the canvas. They break the traditional modeling and perspective technology, and use multiple decomposed geometric shapes to reshape objects through permutation and combination. Through the sequence of front and back permutation, each geometric shape will appear contrast and arrangement. In the period of analytical cubism (1910-12), it is also known as "Hermes", Picasso and Blake's works are so abstract that their works are simplified into a series of overlapping planes and surfaces, most of which are almost monochrome brown, gray or black. The reason for choosing these colors is that, compared with the colors with high saturation, these dark colors have a certain sense of space, which is an auxiliary role in the expression of the work to break the conventional perspective cubism.
In cubist works of art, objects are analyzed, decomposed and reassembled in an abstract form, rather than depicting objects from one angle. Artists depict themes from multiple angles to express themes in a larger context.
Disassemble and reorganize all physical images and show different dimensions of space on the plane. By twisting and patching different faces of multiple plane elements, painting steps into a new direction. No longer limit  by the illusory three-dimensional space, with the development of cubism, more and more artists try to "structure the picture". But the biggest problem of cubism is that, through constant deconstruction and reorganization, the final picture becomes more and more abstract. Picasso, as the founder of cubism, tried to tell the audience the theme it expressed in words in order to break this situation. Take Picasso's My Beauty as an example. Although there are words of "My Beauty" at the bottom of the painting to explain the content of the work, which can let people enter a space of thinking about the painting, it does not really have much effect. Moreover, if only relying on words, the painting will fall into a cycle.
[image: 截屏2022-12-14 12.36.37]
Figure 1:MA JOLIE(1911-1912) Picasso

Although the Cubism movement has only been popular for more than ten years, we are still benefiting from its influence until now. All kinds of ideas and installations are separated from the forms explored by cubism. Compared with the traditional cubist painting, vr technology has put aside the rough way of creation, and its form of expression is more concrete. It has greater business values. Based on the spatial consciousness of cubism, it has made a new breakthrough in media, art forms and means of expression. Anna's works also bring the visual shock of dreamlike space by adding different plane elements at different levels, which is also the meaning of the sense of volume that he emphasizes.
"I became part of my painting; My paintings become part of the show. I often combine my passion for dance, painting and storytelling."
"My idea is to create paintings and sculptures. It seems obvious now, but it also seems difficult to create the classical painting at the beginning, just like a large number of paintings gathering from different perspectives. I call it volume theory."
These paintings of Anna can not only bring visual impact, but also often contain profound significance. Each painting conveys her understanding of life. Anna's works let us appreciate the charm of VR painting, a new technology. Although it is not so popular at present, art creation shall never be hindered by it. Many wonderful artistic creations are amazing, As Anna once said, "You can use any artistic form to express, such as hand painting, graffiti, film, animation, etc. But no matter what you use to create, they are just a medium, and ultimately depend on your imagination."
[image: 87d9f6f2cdc1447288c8d15e38be96b]
Figure 2.:Carpe diem – Still life VR painting
[image: 88e4cbbebcb2ea126bcdf73904c3cfb]
Figure 3:Chatting with summer’s elf – Mixed Reality painting video


Her research mentioned that in the process of design, the product's own characteristics and integral emotion should be fully integrated, and in the process of product design, attention should be paid to the integration of emotion to ensure that the entire product results achieve a high degree of unity of beauty and practicality. She also mentioned that there are three different levels of processing in the human brain, so there should be three different levels of product design. First of all, the processing level of instinct should correspond to the design of the instinct layer. In the design process, attention should be paid to following people's instinctive feelings. Second, the processing level of behavior also corresponds to the design of the behavior layer. Finally, the reflective processing level corresponds to the design of the reflective layer.
This design method allows the designer to immediately and stereoscopically exhibit the model of the idea in an immersive VR device, rather than relying on 2D diagrams and thread diagrams. In comparison to past traditional design patterns, immersive VR systems can approach their own designs more naturally, resulting in more precise and successful environment design. This is a crucial aspect for designers who plan their designs using horizontal VR systems.
Immersive experiences, unlike interactive displays, are environmental experiences resulting from interactive works. The majority of these are "ambient experiences" and "multi-channel" interaction modalities. In comparison to direct interactive mode, the direct visual effect, immersive experience features indirection, surround, and latency properties. Such works interact through "environments." 

virtual exhibition
The number of real or virtual reality (VR) exhibits of Vincent van Gogh's paintings. For profit events cover venues, organizers and cities around the world, although most events will be held in North America in 2021 and 2022. Activities are usually set in large gallery spaces. Images or videos of artists' works are projected onto walls, ceilings and floors, sometimes accompanied by animation, narration, music or perfume. 
Activities held in the United States include "Imagining Van Gogh: Immersive Exhibition", "Immersive Van Gogh Exhibition", "Van Gogh: Immersive Experience", "Living Van Gogh" and "Beyond Van Gogh". 
The Art Castle hosted the "Immortal Van Gogh" Reflection Art Exhibition. This exhibition is a good example of contemporary high-tech art. Connotation. The works of Master Van Gogh appear to be imbued with energy, and so come alive, thanks to the effective relationship between the copyright owner and the organizer, which is made possible by the blessing of high and modern technology. Increased animation is unquestionably a more effective aid. The spectator enters the universe of the painting in order to feel the tale and temperature behind each work, as well as Master Van Gogh's heart.
[image: d77afadea1cce6e7c2197d20ed15f0e]
Figure 4:"Immortal Van Gogh" Sensational Art Exhibition

Immersive Van Gogh was created and operated by one of the behind the scenes directors of the Van Gogh exhibition at the Atelier des Lumi è res in Paris (also known as the digital art exhibition in Netflix's Emily in Paris). Its projection exceeds 500000 cubic feet and lasts for one hour. Look forward to seeing the landmark works of Van Gogh, including The Potato Eater (1885), Starry Night (1889), Sunflower (1888) and Bedroom (1887). The large-scale digital animation works of Dutch painters are based on the original songs created by Italian multimedia composer Luca Longobadi.
[image: 36ea064a66a921ed466686101ac90e3]
Figure 5:The”imagine Van Gogh”exhibit projects enlarged paintings on 
the walls and floor,moving them in time with soft instrumental music.
When VR technology is paired with this form of show, the audience will be able to enter the world of the painting and become fully immersed in the artistic concept. People will be individually incorporated into the incarnation, allowing them to experience Van Gogh's magnificent starry sky, as well as the absence of despair and loneliness. To the supreme soul The night sky's breeze is like a keen blade, rolling up a pile of lonely rage that the world doesn't understand. People are continually chasing higher-level advancement on the road of science and technology in order to duplicate the brilliance of art to a greater extent, and this will not just be the imagination of paradise with VR technology. The goal of artistic transformation is to create enormous development in art education and art display by creating virtual imaging of all 120 Van Gogh paintings. We must acknowledge that VR virtual imaging technology must not be used to make people feel more real and restored to the paintings.
The most significant benefit of the introduction of virtual reality technology is that it can be completely free of space and venue limits.Taking recent cultural fairs as an example, while the holding level of the cultural fairs is becoming increasingly professional, the locations and equipment are becoming more high-end. However, because each panel is a small space, the display pieces are frequently excessively small and dispersed, making structural design problematic and causing a design bottleneck. Many designers do not reduce the cultural atmosphere in order to rationalize the space layout. Also, a headache. VR technology can quantify the limited space, allowing for a more accurate representation of cultural style while avoiding the drawbacks of traditional display methods.
The use of virtual reality technology in space displays can be separated into two categories. The immersive experience hall, for example, is more suited to entertainment or large-scale exhibitions. Unlike traditional space planning, VR technology may maximize design work in a constrained environment. Benefits and lowers the cost of decoration and subsequent maintenance. The space virtual technology can also be thoroughly exhibited to people in numerous ways if the technical level exceeds the criteria. According to survey statistics, several types of cultural and creative products are frequently unable to be shown in exhibitions due to issues. To publicize the audience efficiently. Video, touch screen, and other display modalities are no longer uncommon thanks to the rapid advancement of new technology. Similarly, as long as the technology fulfills technical criteria and is coupled with specialized service direction to guide the audience to explore and experience, VR technology can be used in the exhibition hall. The virtual space created by VR technology will improve the total space and exhibition effect significantly. The cultural market will also grow in importance. 
Designers can also run the virtual space using software auxiliary equipment. Using standard engine equipment such as Unreal and Frost as a guide, the designer can employ such equipment to improve the scene's realism, giving the spectator a more complete experience. A more realistic experience, bringing the initial concept of "immersion" to fruition. The audience can better comprehend the product and the company's cultural concept thanks to the true multi-sensory experience. When VR technology matures, it will be able to capture the whole spectrum of sensory requirements, creating a fake and-real effect.
The virtual exhibition hall can exist independently of the real-world booth scenario, which is the second issue to consider. The design content is modified into the required professional equipment software using professional technical methods when the designer completes the construction of the virtual elements according to the specifications. People only need to download the self-contained electronic device to understand its detailed content, browse it, and view it in all of its aspects. This considerably eliminates space, practice, and cost constraints, and it is more efficient to show it in a more convenient and noticeable manner. Volkswagen. Although this technology is only a conceptual definition at this time, and most market designers lack the level of practical operation of this technology, it is expected that in the near future, under the macro scene of the rapid development of high-tech, VR space technology will become popular. It will no longer be simply rhetoric on paper, but will be truly universal in order to raise people's living conditions more effectively.
The COVID-19 in 2020 had a huge impact on thousands of industries. The stagnation of production will lead to the rupture of the supply chain, and the supply and demand sides need to be reconnected.The biggest opportunity in the post COVID-19 era is the transformation and market-oriented reform of the exhibition industry by information technology. In terms of the transformation of information technology to the exhibition industry, the epidemic situation has greatly stimulated the transformation and upgrading of the industry by Internet enterprises and information technology. This online process will bring more opportunities to the exhibition industry.The exhibition has powerful economic functions, including contact and transaction functions, integrated marketing functions, supply and demand adjustment functions, technology diffusion functions, industrial linkage functions, and promoting economic integration.In the field of trade exhibition, AR enhancement and VR virtual reality technology will be the point of the solution to the current problems such as the feasibility and convenience of offline exhibition participation, the inherent organizational cost, the limitation of sensory perception and interactive experience of traditional activities, and the limitation of exhibition display due to venue reasons, helping the exhibition industry to flourish.
Through VR virtual reality technology, digital exhibition halls, virtual exhibitions, surreal exhibitions and other new exhibitions are realized, exhibition forms and contents are innovated, immersive remote exhibitions are created, limitations of offline exhibitions are resolved, and participation level is improved.AR enhancement and VR virtual reality technology will help to realize the transformation of convention and exhibition organizations from focusing on the event agenda to focusing on the participation experience, and will become a new driving force and new normal for the future development of convention and exhibition.

Conclusion
The successful experiment and follow-up study of immersive space using VR may better decrease and avoid the original inadequacies and difficulties in the environment, and better realize the Immersive idea. 
First, the future development trend of immersive VR technology is traced from the perspectives of idea and characteristics.VR virtual reality technology's breakthrough and application has introduced many domains of technology into people's lives, and demand for VR virtual reality technology from all walks of life is expanding.People perceive reality and virtual reality to be truly interwoven using audio-visual, haptic, voice input, and other technologies. Many scenes that are impossible to experience in the actual world can be fulfilled in the virtual world. The introduction of virtual reality technology not only alters graphic design methods, but also encourages the development of new graphic design concepts. The use of virtual reality technology in graphic design aids the digitization process. VR virtual reality technology is extremely similar to the authenticity of computer model storage in terms of function and other information, and this resemblance is what propels VR virtual reality technology to the forefront of future graphic design.
Virtual reality technology is the pinnacle of today's cutting-edge technology. It is a language technology that uses human-computer interaction to display tedious material. The mutual interchange of direct artistic ideas and personal experiences between creators and viewers is at the heart of its research and development. Penetration of bits. Then combine it with VR technology to achieve an in-depth sensory experience and cultivate a new cognitive perception model using this technology. Interactivity has become the fundamental core of new development in comparison to traditional media art in the implementation of the window in the past. When the audience interacts with the virtual environment, it also symbolizes the contrast between illusion and reality. [24] The audience can totally immerse themselves in such a scene and, on a deeper level, feel indifferent or even relax, allowing them to fully integrate into it. It is a new art form created to nourish the work's feeling and to give the work a language.
The use of virtual reality in art is a new and significant trend, and it is also a trend that is in sync with young people's popular consciousness. This technology has indisputable potential in the realm of art display, allowing viewers to feel the novelty of the virtual environment. The strange sensation of browsing in the virtual world is unlike the monotonous and singular experience of traditional art displays. Immersion is both a technological notion and a new stream of consciousness concept.
Continue to consider immersive VR's large application reach and viable business model in three-dimensional space display design. The 2D parts have been skillfully modified. Immersive VR technology has the ability to replace standard aircraft symbols and provide a visual feast for humans. I believe that with the help of VR technology, designers will be able to break free from their traditional design thinking. Enhance the designer's originality and professionalism. Designers can better display their work in the immersive VR realm because they are not limited by fixed components like materials or places. This way of expression will also allow for some originality. New opportunities and a promising future.
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