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Abstract

In the digital era, with the vigorous development of new media technology, people’s shopping meth-
ods and the development direction of commercial exhibition spaces have changed, and they have
gradually begun to explore immersive experiences, focusing on interaction and openness. This pa-
per analyzes the concept of immersion in commercial space from the aspects of technical support,
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artistic presentation, and interactivity of new media by consulting literature and investigating real
cases, and selects the cases of commercial exhibition spaces of representative new media at home
and abroad to explore the direction of the development of commercial exhibition spaces in the fu-
ture, and finally integrates the concept of immersive interaction into the interior space, presenting
a logical and clear design scheme.
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Figure 1. “Shadow Moves with Me” device
1. “EREREN” RB

DOI: 10.12677/design.2024.95632 969 Sann


https://doi.org/10.12677/design.2024.95632

EA e B E SR, X AN E AR REf T 2 MIERE DU, S0 T DL R0
R EH CEZNEG, sSCkIE B IZE E CRAREHHT REIE, BEinE ik, M.

2) 360" YT BRM S T2 [H]

fEit 2, 360 FEf4s B AR 2l VR Sk AR BERSZELN, MBLIE, B RIS, A1 LA
RS W 4% 0 S 2 1) 0 7 T B DY T AT 5%, T 270 15 DA J% 360 W] ML A TR SRR B (LI 2), ik
8 5 T— A 3D EHGLALRRI EFR B EMLE%XWXE RERi. BRI, T HAEK IR,
NIFEE AT LIS, NERBETHER, ERMAIEIE, 360 & RIUR AR & —Fhik
CIER U NNET RN o

Figure 2. 360° immersive space
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Figure 3. Naked-eye 3D screen of “wave” waves in Tokyo, Korea
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Figure 4. The Art of Bloom light installation in California, United States
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Figure 5. Bionic sheep interactive installation in SKP-S shopping mall
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Figure 6. Multimedia interactive dynamic wall of Funan Mall
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Figure 7. Graphic design analysis diagram of immersive selection center
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Figure 9. Final display panel
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