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(Abstract)
The history of design has been closely related with the
development of technology. The digital revolution requires
design to be as innovative and inventive as the industrial
Revolution had been. In the current society demanding
innovation and a new role for design, a successful resuit
can be obtained in the interrelationship between digital and
physical environments. In this point of view, exhibition design
as a part of space design has had the method of analogue
virtual reality, which induces spectators’ experiences by
creating a virtual environment, as its main expression means
before digital technology was introduced. This method was
developed from plane images or models to picture
techniques according to the development of media
technology. Nowadays, the exhibition method introducing
multimedia, which enables interactions, is being developed.
The main purpose of this study is to identify the meaning
and role of virtual space in the view of space design and to
analyze its functional interaction. Through this, it attempts to
actively promote organic integration and development of
widely used cyber space and traditional space design.
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<12l 1> Image courtesy of William J.Mitchel
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