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Abstract

This study investigates the problem of human alienation in the digital era, highlighting the paradox that technology, intended to confer freedom, has instead rendered individuals into mere instruments. To delineate the research perspective of the "awakened connector" and the fundamental principle of "autonomous freedom rooted in goodness," the study synthesizes posthumanism, Heidegger's ontology, and Foucault's power theory, with spatial field art as the central focus and creative modalities such as immersive film art, multimedia design, installation video, and performance art as the practical manifestations. The paper centers on the author's ontological stance, epistemological perspective, and ethical framework, adhering to the logical progression of "theoretical grounding – practical verification – reflective expansion." Through the creative practice of spatial field art, it initially elucidates the value orientation of attaining genuine freedom in the digital era through self-discipline. Next, it changes abstract digital alienation into real, engaging sensations that you can feel. Lastly, it looks at ethical limits, data validity, and how to prevent research biases in creative practice in a critical way.

A fundamental novelty posited in the paper is that specific classical philosophical concepts must be reconfigured for the technological age in the setting of pervasive digitalization. For instance, Baudrillard's idea of simulacrum and Heidegger's criticism of technology are two examples of how to break past a single negative point of view and look at their positive effects on modern art. The fundamental point of the whole book is still to prove through creative practice that art may be a way to show digital alienation and wake people up to their real lives. Spatial field art connects theoretical thinking, physical perception, and reflective action. It encourages people to rethink what it means to be independent in a technological world and gives them practical ways to deal with feeling alone in the digital age.





















I. Introduction: The Reasons for the Research, Its Positioning, and Its Main Innovation

1.1 From the Digital Alienation Phenomenon to Innovative Responses in Spatial Field Art

Digital alienation has transitioned from a latent threat to a widespread societal issue, exacerbating the deterioration of individual well-being. Increasing research suggests that digital gadget addiction is worsening melancholy, loneliness, game reliance, and even suicidal behavior, especially among teens and young people. Meg Mott, a political science professor at Marlborough College, has said in no uncertain terms that the internet is bad for people's health. This harm is especially bad for teens. More than half of American kids aged 10 and older now use social media apps like Instagram and Snapchat. These kids are always looking online for things they could have missed, which makes it harder for them to focus (Anderson, Rainie, 2018). The rise of digital alienation is directly related to how online goods are designed. Many people who took the survey said they were worried that these platforms are designed to take advantage of people's pleasure centers, which can lead to addiction. A more profound alienation exists in the distortion of interpersonal connections and self-perception. One anonymous respondent said that spending too much time online reading lies and biased stuff makes people hate each other instead of understanding each other. People who use social media too much also lose their communication skills because they are always looking at their phones, even when they are talking to someone in person. This replacement of human interactions with machine-human links ultimately leads to a situation of self-alienation. We have unwittingly become subservient to technology initially intended for our advantage; concurrently, humanity is ensnared by its own inventions, resulting in significant estrangement from our identities (Ibtissem, 2024).

Faced with this challenge, conventional art forms like easel painting and solo images find it hard to get over the idea of alienation to people. Immersive spatial field art, on the other hand, uses its strengths of multisensory experience, interactive involvement, and scene reconstruction to turn abstract digital alienation into real, physical experiences that can be felt and thought about. This lets people feel alienated in the space, which makes them think about how technology affects them. Consequently, this attribute has emerged as the principal impetus for artistic production in the selection of immersive spatial field art as its medium of expression.

1.2 The Awakened Connector and the Worth of Kind Autonomy

This study posits the Awakened Connector as its central thesis, defined by its role in creating connections across theoretical understanding, physical experience, and contemplative action via spatial field art. This helps people go from being unconsciously disconnected to being independent digital users. The value framework of this perspective is based on benign autonomy. Aristotle's Golden Mean and Kant's autonomy-as-liberty claim that human enjoyment is not contingent upon external symbols such as riches or power, but rather emerges from autonomous decisions made via logical contemplation. Consequently, my artistic objective contributes to the welfare of human digital existence by employing spatial field art to transition audiences from feelings of alienation to contemplation of self-identity, subsequently fostering self-discipline, and ultimately facilitating logical decision-making regarding the preservation of freedom inside technology.


1.3 Modern Bidirectional Reconstruction of Conventional Philosophical Critical Concepts

The conceptual originality of this work arises from a reevaluation of the relevance of classic philosophical notions in the digital era. For example, Baudrillard's simulacra theory emphasizes how symbols distort reality, resulting in hyperreal alienation; Heidegger's critique of technology asserts that technology converts the world into Dasein, robbing humanity of authenticity (Helms, Dobson, 2016). In today's world, where digital technology is a big part of everyday life, the one-sided negative view of these 20th-century critical ideas can no longer fully describe reality.

Olafur Eliasson's The Weather Project (Fig. 1) is an example of how the work uses simulacra, which is a key part of Baudrillard's paradigm, to create immersive worlds of natural events using technology. It looks like it was made with sophisticated computation, yet it doesn't make people feel alone. Instead, it lets people forget about the noise outside by using poetic dwelling, which makes them think again about the connection between people and nature. It goes beyond the limits of everyday reality and gives you a spiritual experience that goes beyond the ordinary. 
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(Fig. 1)

This case exemplifies that in the contemporary age of pervasive digitalization, the fundamental tenets of technology in classical philosophy should no longer be strictly maintained as exclusive instruments of negation. They need to be rebuilt in both directions through modern technique instead. While maintaining their cautionary significance regarding technological alienation—remaining alert to the potential of simulacra to evolve into instruments of symbolic manipulation and technology to transform into forces that subjugate humanity—they also seek to unearth its constructive potential, allowing simulacra to serve as a medium for revealing existential essence and technology to function as a vehicle for awakening authenticity. This method lets conventional philosophical ideas really fit in with the needs of the digital age. It gives a more open-minded theoretical framework for art and for dealing with problems in society. This research, therefore, suggests a novel approach to reformulating several conventional ideologies in the context of the technology age.


II. Critique of Digital Alienation in Spatial Domains and Philosophical Translation

2.1 The Value of Command-Based Interactive Live Streaming Phenomena and Artistic Intervention

The author saw a very common cluster phenomenon of command-based interactive live streaming on short-video platforms a few months ago. Viewers accomplish certain things by giving certain virtual gifts, and broadcasters assign certain behaviors to certain virtual presents ahead of time. This model can be used by people of all ages and genders. Because viewers keep giving gifts, streamers have to do the same thing over and over again. Some livestreams let you pause them. The streamer stays in the same place, whether it's a nice or awkward one, until the next instruction is given after the gift is sent. This interactive paradigm, which links real-life behaviors to virtual rewards, has grown swiftly thanks to platform algorithms that promote traffic. It has become a major cultural phenomenon in digital consumption.

The live-streaming format is an example of how capital and digital technology have come together to make physical actions into commodities. People mostly talk to each other through money in the digital age. Technology changes the worth of work. It lets streamers generate money by monetizing traffic, but it also takes away their freedom to work by employing algorithms to govern them, making them tools that traffic dynamics can manipulate (Saha, 2021). The system that both finance and technology develop together gives them this power. Capitalists use money to buy streaming services and electronic gear. Streamers, on the other hand, use their bodies as a means to turn virtual presents into extra value for capital accumulation. As a result, machines and algorithms are the most important parts of this process that control work (Comor, 2010). The physical gestures, performance patterns, and even still poses of streamers are transformed into quantifiable, traded commodities of emotional labor. At the same time, how people tip can be a means to control someone else's body without their knowing it. This direct link between controlling someone's body and getting paid affects values, making it harder to appreciate the value of work and freedom.

The author uses immersive interactive performance art to make a point. They title the project The Live-Streaming Taming Arena (Fig. 2). By making a real-life situation, it takes down the typical barrier between the performer and the audience. I willingly put myself in a cage that looks like a zoo's wild animal enclosure. People stand around the cage and observe me, judging me both visually and mentally. Four high-definition screens dangle right over the cage and show instructions for virtual gifts as they happen. People in the crowd can start commands by scanning QR codes or clicking buttons that let them interact with the show. The screen immediately shows me what I need to do when I get the order, and I have to perform it right away without stopping or modifying it. This design is like the power loop of live streaming since it provides the audience power while rendering me passive. It makes computer control a real, physical engagement. 
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(Fig. 2)

2.2 The Power of Watching: From the Colosseum to Livestream

The Livestreaming Arena focuses at digital alienation in terms of how people use their power. It uses symbols and interactivity to make a discourse that flows back and forth between the present and the past. This exchange reveals that wanting to control others by watching them has always been a feature of power, from Roman gladiatorial arenas to modern livestreams. The way power is wielded is the only thing that has changed. People used to go to the Roman Colosseum (Fig. 3) to see slaves and gladiators fight as a method to vent out their violent emotions. The crowd's cheers and boos had a great effect on what people thought, which had a big effect on what nobles and emperors did. More significantly, they had gladiators do perilous things to match expectations, which indirectly decided whether they lived or killed. During the French Revolution, this power dynamic of physical control turned into the public execution of people. People came to watch convicts' heads get cut off in front of the guillotine as a method to show that the government was strong enough to stop crime. 
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(Fig. 3)

In the modern day, digital technology has turned this destructive force into symbolic power. This adjustment doesn't change what power is; it only makes it tougher to grasp how it works. Viewers don't have to fight in person in livestreaming rooms; just clicking to send virtual gifts, which is an abstract symbolic act, makes the broadcaster react mechanically. The streamer's body and mind will become a one-way system of symbol and reaction, progressing from simple physical obedience to organized emotional performances. Platforms, on the other hand, use algorithms to create mechanisms for rewarding and punishing traffic. Streamers that acquire more presents and talk to their followers more often gain more exposure and recommendations. This makes a closed circle of traffic, lodging, and more lodging.

People don't have to meet in person anymore, but they may still receive the thrill of remote control by starring at displays. People now use the worth of virtual presents to figure out who is more powerful. People who are being observed turn their bodies and activities into performance products that can be bought and sold to entice more people to come to their website. They do this by obeying regulations that aren't visible. This exercise of authority parallels Foucault's panopticon idea in the digital era. Authority no longer relies on physical barriers or observers; instead, it employs algorithmic panoptic monitoring and the implied constraints of traffic restrictions to compel citizens to comply willingly under the perceived scrutiny of being monitored (Garland, 2014). People who watch seem to be able to tip, but in reality, they are obeying the rules of entertainment that capital and algorithms define. Streamers appear to possess the autonomy to broadcast independently; nonetheless, they transform into subordinates of symbolic power when confronted with overwhelming traffic. This hidden control is the most essential feature of symbolic power in the digital age (Weinreich, 2021).

Digital alienation is not a new issue brought about by technology; rather, it is a manifestation of individuals' aspirations for power and wealth in the digital era. Technology merely makes the link between the person in charge and the person being controlled stronger; it doesn't change how much people need power. To stop digital alienation, we need to do more than just make technology more ethical; we also need to get people to think carefully about what they want.

2.3 Preventing Bias and the Philosophical Reconfiguration of Spatial Interaction via an Ethnographic Perspective

To guarantee the universality of spatial experiences and mitigate cognitive biases arising from singular viewpoints, the development of The Live-Streaming Arena employs ethnographic methodologies. The author plays two roles: participant and observer. They are both the subject being controlled who is doing things in the cage and the observer of spatial behavior who is capturing audience interactions using cameras. This dual identity allowed the art to show both the small things that the alienated people went through and the many ways that spectators saw things. For example, older viewers were more interested in how the streamers were dealing with the pressure to survive, seeing alienation as a normal part of life. Younger viewers were more interested in the moral limits of power, wondering if tipping was a sign of disrespect for others. Tech professionals looked at how platforms use data to make the conversion between gifts and actions more efficient from an algorithmic design point of view. These differences are not ignored; instead, they are taken into account in the way that intergenerational dialogue corners are set up.


Utilizing ethnographic observation and experience, the author engages in a modern redefinition of fundamental philosophical concepts related to technology and truth—an essential academic advancement designed to align classical philosophical ideas with the practical requirements of the digital era. Heidegger asserted that technology converts the world into entities of being-at-hand, resulting in humanity's steady erosion of real existence within the technological milieu (Kim, 2005). This viewpoint remains prudent in the digital era; yet, an excessive focus on technological dominance may lead to anti-technology extremism. The Live-Streaming Arena's creative work shows that technology is not good or bad in and of itself. Technical equipment like LED screens on top of cages and buttons that you may press might either make you feel alone or wake you up. How people use technology determines how useful it is. So, artists shouldn't turn their backs on technology; instead, they should show people how to use it responsibly, bringing it back to its original goal of helping people.

Traditional philosophy sought universally applicable objective truths; however, cognitive divergences in the digital age demonstrate that people conceptions of alienation and freedom differ markedly according to their background and digital practices. Some viewers see streamers' financial independence through viewer donations as a source of happiness. This view, while not totally in line with true happiness standards, is a contextual truth based on personal experience. The architecture of The Live-Streaming Taming Ground acknowledges this variety, avoiding the imposition of conclusive conclusions to the phenomenon of alienation. Instead, it makes it easier for different points of view to clash by allowing for exploration along many paths in the space. This method avoids the strictness of theoretical didacticism and fits with the ontological view of constructivist realism. Truth is not an objective entity; it develops progressively via interactions among humans and their environment, as well as among individuals themselves.

III. The Ontological Basis of Spiritual Core, Philosophical Foundations, and Spatial Creation Values

3.1 The Artistic Representation of Moral Autonomy and Liberty

The Live-Streaming Arena comes from the core value of virtuous autonomy and freedom. Its ideas come from Aristotle's idea of the mean and Kant's idea of autonomous ethics. The core principle is to employ rational contemplation to eradicate external subjugation, so moving towards genuine bliss. Aristotle asserted that enjoyment is the virtuous activity of the mind, with virtue focused on moderation—neither indulging nor repressing wants, but rationally comprehending appropriateness (Lawrenz, 2021). Kant, on the other hand, said that autonomy is the same as freedom and that real freedom is not doing anything you want but following rules you set for yourself (Rahal, 2023). In the digital age, freedom should not mean using technology without limits or being ruled by traffic stats. Instead, it should mean using technology in a way that is sensible and allows it to meet our spiritual requirements. This idea is what drives The Live-Streaming Arena's creative direction: Why pick digital alienation as the main idea? Why should we not believe stories that only criticize technology? Technology should give people more freedom, but when they don't have self-control, it becomes a tool: streamers give up original work for traffic, and spectators ignore others' alienation for entertainment. This is just rationality giving in to desire. Art's goal is not to criticize technology or people, but to show people what happens when they don't have self-control, which will make them more likely to make good choices.

In the middle of all the technology, people need to stay aware of their own existence and not let other people's expectations, social conventions, or digital symbols take over. They must determine the significance of life through independent decisions and accept the repercussions. This value is not just a philosophical idea; it is a practical principle that runs through all of creation. Inside the cage, my body feels tired and numb from following orders. I'm not trying to hide my tiredness or make it seem worse; I'm using honesty to fight off feeling alone. The work doesn't give clear solutions; instead, it asks people to think about whether they have interacted mindlessly because of what others expect of them. Have we decided how valuable streamers are based on what society thinks? Its core purpose is to lead viewers back to the genuineness of self-awareness.

3.2 The Ontology of Immersive Spatial Field Art from a Constructivist Reality Perspective

The spatial architecture of The Live-Streaming Arena continually employs constructivist reality as its foundational perspective. Reality is not a solitary objective existence but a pluralistic realm jointly formed by technology, power, and individual perception. This stance arises from a modern reaction to Heidegger's idea that technology conceals authenticity. Heidegger asserted that technology conceals the essence of existence, necessitating humanity's return to authenticity via poetic living. The link between technology and reality has become much more complicated in the digital age, though. Even if this reality was made digitally, it has a huge effect on how people think and act, and it can even become a second reality. Artistic activity should not seek authenticity detached from technology; instead, it should uncover hidden essences by reconfiguring technological reality.

Constructive ontology is fundamental to spatial production. One cannot elucidate the alienation inherent in presents and acts inside livestreaming environments without recognizing the artificial nature of digital reality. Streamers and viewers engage in voluntary transactions. But from a constructive point of view, this freedom is made possible by platform algorithms, money, and social norms working together. The worth of immersive spatial field art is in breaking up the naturalization of this building. It changes the digital power field through art, allowing people to see the building processes that are hidden by everyday thinking. This multidimensional framework guarantees the authenticity of spatial encounters, with all designs grounded in genuine digital existence. While watching, people can clearly see that the material is unique, which makes them think about their own experiences on short-video platforms. This real-world resonance makes it possible for immersive spatial experiences to be used as criticisms of digital life. This stops spatial art from becoming an abstract experiment that only a small group of people enjoy.


3.3 Designing Spatial Experiences with Cognition and Bias in Mind

The spatial interaction design of The Live-Streaming Arena is based on the idea that knowledge comes from both physical experience and logical thought. This viewpoint stems from Dewey's pragmatic theory of knowledge, which asserts that cognition is not a passive reception of theory but an active construction of meaning through activity. Digital alienation is difficult to pin down since it shows up in symbols that aren't real and don't have real cognitive triggers at the bodily level. Immersive spatial design must find a balance between sensory impact and reflective guidance. It must create a cognitive loop that includes experience, resonance, reflection, and action. Virtuous self-discipline and freedom also affect the moral limits and aesthetic quality of a work. The practical basis of this is still based on the ontology of constructivist reality, which says that reality is made up of individual perception, power relations, and technical settings, and that there is no such thing as absolute objective cognition. This necessitates the task to address the fundamental mismatch between the creator's prejudices and ethical integrity.


From an ontological standpoint, the interplay between ontology and prejudice is evident as a dialectic between fundamental cause and resultant effect. Constructivist realism recognizes the subjectivity and contextuality of cognition, asserting that no creator's understanding can beyond their own experiences and assumptions. My fundamental creative premise—technology-induced alienation—is intrinsically an individual reality shaped by personal observation and philosophical reasoning, necessarily reflecting bias. This bias is not derogatory but an unavoidable consequence of cognition. If this assumption weren't there, the work wouldn't have a critical anchor. But if you hold on too tightly to this idea, you risk becoming a one-way dogmatist, which means believing that "I am truth," which goes against the idea that there are many different realities that exist at the same time. The way to make creative work more flexible is not to get rid of prejudice, but to use approaches that show bias and welcome diversity, turning the work into a place where diverse constructed realities meet.

Ethically, the work follows the rules of not causing secondary alienation and not assuming that there is just one way to think. The cage does not have a performance element. Instead, I am in my most true state, with all of my bodily and mental emotions shown honestly, without trying to hide weariness or make suffering worse. Instead of making up fake alienation stories, I let people figure out what control and subordination mean to them by giving them real feedback from their bodies. The main point of this real presentation is not to use my alienated experience to define a single truth, but to give others something to hold on to when they perceive things with their bodies. This lets kids build their own ideas about tyranny and subjection by watching it happen, instead of being influenced by my own views.

I use a data-driven calibration system that takes into account a wide range of comments to make sure everyone feels welcome and to avoid deep-seated prejudices. Hidden sensors collect real-time data on how the audience interacts with the performance, such as how often they press buttons, how long it takes for them to respond, what gifts they choose, and how their engagement patterns change. For example, it keeps track of whether audiences often start high-difficulty activities because they are new, and whether they then lessen the frequency of their interactions or switch to lower-intensity commands when they see symptoms of tiredness or delayed motions in my performance. The main purpose of collecting objective data is to see if my views about how technology makes people feel alienated match what people actually experience, instead of drawing inferences from what I think. After the show, an anonymous feedback station is set up outside the exit. It has blank cards and questionnaires that people can fill out to share their thoughts. There are no leading questions, so people can share their thoughts on the situation, whether they find it funny, uncomfortable, or just normal business procedure. We carefully look at all criticism so that we don't throw out answers that fit with our own biases. After the show, a kiosk for anonymous feedback was set up outside the exit. It had blank cards and questionnaires for people to fill out with their thoughts. There were no leading questions asked, which made sure that a wide range of cognitive viewpoints were gathered. Responses varied from finding the experience humorous to feeling uncomfortable or considering it a typical commercial option. All of these responses were thoroughly analyzed to prevent the selection of feedback that reflects inherent biases.

This method of resolving tensions through practice preserves the creative aim of exposing digital alienation and honors the diversity of cognition. In the end, it changes my critique of alienation into a group search for what it means to be real. This accurately illustrates the significance of creative intervention in the cognitive challenges of the digital era from an ontological standpoint.


IV. Important Construction and Different Extensions in Making a Spatial Field
The Live Stream Taming Ground uses "physical presence" to make a real criticism of digital alienation. But awakened connectors need to move from deconstruction to reconstruction, and immersive installations and movies are very important for this main goal. Immersive exhibitions break down the abstract idea of digital alienation by making it real via physical engagement. This is the creative foundation of disclosing alienation and waking up authenticity. They change technical dominance from abstract symbols to physical experiences, such touch sensations, to bridge the gap between traditional creative cognition and perception. Immersive film, on the other hand, breaks up one-way didacticism by using interactive narrative spaces that let audiences build their own understanding through character choices and unlocking clues. This fits wonderfully with the idea that there are multiple realities that exist at the same time. They build a full path of experience, thought, and action together. The author's long series called New World is a good example of this logic in action. 

4.1 The Real Space and Real Experience of Immersive Installations
The alienation that comes with the digital age comes from people being cut off from the real world. For example, fingertips slide across screens without feeling anything, and language becomes symbols but loses its emotional warmth. Installations let people reconnect with themselves, other people, and the world by creating real spatial spaces. These works let people directly interact with an alienated reality by getting rid of the barriers of digital screens and using physical artifacts and atmospheric settings. This is a modern answer to Heidegger's idea of Dasein's poetic dwelling: people can only escape technology's instrumental dominance by talking directly to real life (Rendall, 2025). The installation's dialectical presentation affirms the fundamental tenet that technology is neither intrinsically beneficial nor malevolent, dismissing reductive censure or adulation. By putting different points of view next to each other, it gives viewers the power to make their own judgments, which is in line with the philosophical idea that truth comes from interacting with a constructivist world.

The author's 2023 immersive project New World (Fig. 4) deeply combines fiction, history, and radical ideas. The ethical debate surrounding gene-edited kids acts as the creative impetus behind modern technology's conveniences, directly confronting the fundamental issue of implicit inequality faced by persons created naturally by the gene-edited group. In a ridiculous futuristic home, chemical equipment, abortion tools, bills for trading gene-edited infants, and a looping virtual news broadcast that forbids normal conception all show how society's norms for survival are twisted in the name of genetic advantage. Posters that say "Perfect Genes Equal Social Contribution" next to pictures of babies with the same facial traits and angular, cold-toned furnishings create a totalitarian future where technology controls people. The artist turns abstract moral worries into real emotional effects by using sad, heavy music, flickering cold-toned lights, and moving projections. This immersive experience forces people to think on the limits of technology ethics, the risks of society's obsession, and the loss of human values. So, the installation goes beyond just being a work of art; it becomes a deep look into what might happen in the future.
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(Fig. 4)


4.2 The Narrative Space and Real-Life Examples of Immersive Cinema

Immersive cinema centers on the reconstruction of cognitive interactions via participatory storytelling, with its principal innovation being its essential divergence from conventional film and virtual reality cinema. In traditional cinema, the audience is a passive observer who can only see what the filmmaker has planned for them. This is because the director has already decided how the story will go. Even though VR cinema lets you see things in a more immersive way, it still keeps you in a virtual world. The equipment surrounds you, so you can't really become involved in the story.

The immersive cinema I made uses a totally open, 360-degree space as its medium, which lets people really enter into the movie. There are no set seats and no one point of view on the story, so spectators can move freely between scenes, following people, interacting with items, and finding clues to put the whole story together. The intellectual foundations of this design represent a practice of intersubjectivity. Audiences stop being passive receivers and start helping to build the story along with the work and other viewers. This is like an ontology where many realities exist at the same time. At the same time, the movie encourages guided reflection instead than forcing answers, which shows ideals of freedom and compassionate self-discipline. It fosters logical self-awareness through autonomous engagement, rather than enforcing the creator's viewpoint—an exemplary artistic manifestation of the awakened connector's position.

From a creative point of view, immersive films can either work with immersive installations or be entire works on their own. For example, the movie New World (Fig. 5) can work with the immersive installation in Section 4.1 to turn the static background settings in the installation into a moving story. The film fully realizes the prohibitions on natural conception and the genetic credit ranking system, which are only hinted at through props and posters in the installation. This is shown through the characters' attempts to survive and the realistic execution of these regulations. This helps people understand how hard it is to get credits for genetic editing bills. The harsh rules that come with abortion equipment make people feel sorry for the loss of individual value behind the pictures of babies that seem the same. This synergy not only makes up for the installation's narrative flaws, but it also gives the film strong logical and contextual foundations, creating a closed-loop creative idea. The installation creates a separate area for atmospheric immersion, and the video tells stories that take place in that space to explain what is really going on. Their partnership makes the artistic goal plain, letting audiences easily understand critiques of technology's dehumanization and class rigidity, as well as an exploration of the inherent value of life. The essence of the film New World transcends mere plot exposition; it employs narrative synergy to articulate the installation's philosophical insights with enhanced immediacy and profound impact.
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(Fig. 5)


4.3 Limits and Social Value in Creating Immersive Spaces

The essence of creative boundaries is in the twin non-principles. First, don't let yourself become alienated again by rejecting new forms of control that pretend to be "awakening." Whether through voluntary involvement with installation objects or free narrative engagement in the film, audience sovereignty is honored to avoid artistic experience from becoming a new kind of oppression. Second, it doesn't tell people what to think; it doesn't make black-and-white value judgments. By using several points of view and a dialectical style, it makes room for different points of view, letting truth come out naturally from cognitive collisions. This is similar to the philosophical ideas of constructivist realism. This boundary management makes sure that creation stays logically driven, keeping critical rigor while avoiding ethical dangers.

The social significance of immersive spatial field art is that it connects people with societal issues. In a time when technology is making people feel more alone, subjects like gene editing and digital addiction are typically only talked about by experts, which means that regular people can't really get involved. Immersive performances, installations, and films, on the other hand, turn abstract ideas about technology ethics into real, interactive experiences that everyone can understand and relate to. This makes it easier for people to get involved in public concerns. Their main value resides in illumination rather than indoctrination, promoting profound contemplation on technology ethics by stimulating individuals' rational consciousness, and ultimately facilitating debate and consensus across diverse groups. This value is not just a one-way artistic output; it is also a two-way social engagement. Artistic works thus serve as mediums for public conversation, facilitating interaction and conflict among individuals of diverse ages, professions, and viewpoints. In the end, this process pushes society to think about the link between technology and people as a whole.

The artistic experience is not a destination but a stimulus for tangible action. Audiences experience perceptual alienation and reflection on authenticity through immersive encounters with performance, installations, and video, which change how they think about things and make decisions in their daily lives. This change doesn't need a big story; it shows up in real acts, like rethinking how you use technology and saying no to a life controlled by algorithms. It means looking at the idea of perfection in a logical way and not making judgments based on one value. It is very important to think about the ethics of technology, take part in public debate, and share logical points of view. The practical application of this creative endeavor is evident in cross-sector collaboration: partnering with educational institutions to incorporate artistic experiences into technology ethics education, thereby promoting critical thinking among youth; collaborating with communities to facilitate salon discussions that utilize artworks as catalysts, thereby enhancing grassroots public discourse; and engaging with academia by integrating audience reflections into technological ethics research, thus fostering mutual enrichment between artistic practice and scholarly inquiry. This holistic approach guarantees that art remains connected to reality, actively engaging with social life and transforming into a practical force that drives genuine human existence.


V. Conclusion: The Digital-Age Mission and Philosophical Value of Immersive Spatial Field Art

This study elucidates the dual significance of immersive spatial field art in the digital age, focusing on the fundamental practice of The Live-Streaming Arena and its expansions into immersive installations and cinema. It functions as an artistic interpreter of philosophical concepts, a medium for illustrating digital alienation, and a reconfigurator of the relationship between people and technology. It doesn't just show philosophical ideas like Baudrillard's simulacra theory or Foucault's power theory in pictures; it combines these ideas with the moral ideas of Aristotle and Kant to make them into real, interactive spatial experiences.
Spatial field art serves as the primary medium for philosophical practice in the digital era, accomplishing its mediating role by connecting theory and reality through a dual logic of critique and construction. It doesn't naively praise or completely reject technology. Instead, it uses alienation critique and the extension of works helped by technology to build authenticity to help people build their own symbiotic relationships with technology. Ethical boundaries ground the independent freedom of goodness, whereas data validity corresponds with the ontology of creating multiple realities, so guaranteeing that critique remains constructive. By improving systems of critique, construction, and action; adding interdisciplinary methods; and encouraging connections with education and communities, immersive spatial field art will raise the value of autonomy from individual thought to group agreement. This will create means for people to have real lives in the digital era that can be copied by others. In the end, it will bring technology back to its main goal: to improve people's lives.
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