Art Research Letters ZIRBFSUIRR, 2020, 9(3), 37-42 Hans X0
Published Online August 2020 in Hans. http://www.hanspub.org/journal/arl
https://doi.org/10.12677/arl.2020.93008

Research on the Boundary of
Immersive Film, Audience
and Field Integration

Xiaowen Li
Gengdan Institute of Beijing University of Technology, Beijing
Email: Ixwdk1940@163.com

Received: Jun. 22™, 2020; accepted: Jul. 16", 2020; published: Jul. 23", 2020

Abstract

The rapid progress of art must be accompanied by the development of science and technology. In
recent years, film art has penetrated into all aspects of human life in a digital way. The emergence
of immersive films has changed the traditional way of large screen films, and promoted the rapid
development of VR films. At the same time, immersive film field is also gradually formed and im-
proved. In the future, the film art will fully open the audience’s immersive exploration in the film
and exhibition field.
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Figure 1. Film: The arrival of a train
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Figure 2. Film: Billy lynn’s long halftime walk
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Figure 3. VR Film: Help
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Figure 4. 360° Spherical projection system
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