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[Abstract]

This study examines how immersive experiences are generated in virtual reality art from Richard Shusterman’s perspective of

“Somaesthetics.” Using Haggis-Burridge’s “Four Model Categories of Immersion” and combining literature and case analysis, a
model that links “body,” “participation method,” and “immersion depth” is proposed. Three teamLab works with distinct bodily
engagement were analyzed. The findings showed a positive correlation between immersion depth and levels of “body
consciousness.” Immersion occurs as bodily awareness shifts from passive reception to active participation, not just through
technology. The study suggests that somaesthetic strategies can shift virtual reality (VR) art from visual viewing to bodily

engagement, thereby affecting exhibition design.
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Fig. 1. Correspondence between the four levels of body
consciousness and the four categories of immersion
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Fig. 2. <Antigravity Universe — Ovoids>(2024)
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Table 1. Analysis of bodily participation and immersive
dimensions in <Antigravity Universe — Ovoids>
Title of the Work <Antigravity Universe — Ovoids>(2024)

Mode of Bodily | Tactile Centered Interaction:
Participation | Pushing, Touching

First Level(Primitive Bodily Cognition):

Progressive | Tactile and kinesthetic reception

Levels of Body - - -
Consciousness | Second  Level(Conscious Bodily Perception):

Active regulation and control

Primary
Dimensions of | System Immersion, Spatial Immersion
Immersion

Construction ” )
Intuitive reaction —

Pathway of Acti hvsical | N
Immersive ctive physical exp orgtlon _ ' .

. Embodied subjectivation of bodily practice skills
Experience
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Table 2. Analysis of bodily participation and immersive
dimensions in <Forest of Resonating Lamps: One
Stroke — Mountain Wisteria>

<Forest of Resonating Lamps: One Stroke —

Uil i i o Mountain Wisteria> (2024)

Mode of Bodily | Position Centered Collective Sensory
Participation Engagement: Movement, Stillness

First Level(Primitive Bodily Cognition):
Positional awareness

Progressive Second Level(Conscious Bodily Perception):
Levels of Body | Spatial exploration
Consciousness

a7 4. <BYS %08 E- MSLE>

Fig. 4. <Forest of Resonating Lamps: One Stroke - Mountain Third Level(Explicit Bodily Perception):
Wisteria>(2024) Recognition of individual—group relational
dynamics
) Pr|mvary System Immersion, Spatial Immersion,
Dimensions of ) ; .
. Empathic/Social Immersion
Immersion

Construction
Perceptual awareness of presence —

Pathway of ) ) )
. Active spatial exploration —
Immersive ) ) o
f Collective co—creative participation
Experience

3-3 AR2M 0|

Fig. 5. <Forest of Resonating Lamps: One Stroke - Mountain
Wisteria>(2024)
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Fig. 6. <Trails of Life - Transcending Space in All
Directions>(2022)
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Fig. 8. <Trails of Life - Transcending Space in All
Directions>(2022)
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Table 3. Analysis of bodily participation and immersive
dimensions in <Trails of Life — Transcending Space
in All Directions>

<Trails of Life — Transcending Space in All

Title of the Work Directions>(2022)

Mode of Bodily
Participation

Trajectory Centered Creative Generation:
Movement, Path Control

First Level(Primitive Bodily Cognition):
Bodily presence activates the artwork

Second Level(Conscious Bodily Perception):
Mapping between physical actions and artistic

Progressive | effects

Levels of Body
Consciousness

Third Level(Explicit Bodily Perception):
Bodily recognition of the self as creator

Fourth Level(Reflective Bodily Awareness):
Conscious reflection on the relationship
between bodily creative capacity and narrative

generation
Primary System Immersion, Spatial Immersion,
Dimensions of | Empathic/Social Immersion,
Immersion Narrative/Sequential Immersion

Bodily activation of the artwork —

Artistic transformation of motion trajectory —
Interweaving of individual and collective
narratives —

Reflexive awareness of the embodied creative
subject

Construction
Pathway of
Immersive
Experience
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Table 4. Bodily participation mechanisms and their role in
activating body consciousness and shaping
immersive dimensions

Title of the
Work

Effect of Bodily Participation

Number of
Corresponding
Dimensions of

Immersive

Experience

<Antigravity
Universe
—Qvoids>
(2024)

Starting from hand-based
interaction, the body is guided
from sensory reception toward
physical manipulation. Through
tactile engagement, participants
develop  fundamental  body
consciousness and enter a
deeper immersive state via
control and feedback.

2 Dimensions
(System,
Spatial)

<Forest of
Resonating
Lamps: One
Stroke
—Mountain
Wisteria>
(2024)

Bodily position functions as a
triggering mechanism, forming
connections with others through
light and sound feedback.
Perceptual awareness  shifts
toward group identification, and
the emergence of emotional
resonance enhances the depth
of immersion.

3 Dimensions
(System,
Spatial,
Empathic/
Social)

<Trails of Life

The participant’s bodily actions
correspond directly with the

4 Dimensions

T ) generative  process of the (System,
—Transcending . )

; artwork, marking a Spatial,

Space in All ) . , .

; : transformation from mere ‘actor Empathic/

Directions> : es ) ) )

(2022) to ‘creator”’. This leads to a final Social,
immersive state characterized by Narrative)
embodied subjectivity.
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