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Introduction


The previous book, “Experiencias inmersivas culturales. Formatos y Tendencias” (Sibina & Grevtsova 2020), was born from three significant events that occurred in the years before the pandemic, which completely changed the course of the cultural sector.


Meow Wolf presented The House of Eternal Return in New Mexico, an innovative model of interactive pop-up experience, combining elements of an infinity mirror room, immersive theater, and escape room, attracting more than 1.5 million visitors. In 2018, the digital art exhibition dedicated to Klimt, organized by the Atelier des Lumières in Paris, received 1,200,000 visitors, more than triple the number of a traditional art exhibition. In the same year, teamLab’s Mori Building Digital Art Museum opened in Tokyo, a new model of experiential digital art museum, which received 2.3 million visitors from more than 160 countries in its first year.


The COVID-19 pandemic hit just as we were presenting the book and made it difficult for us to run the Esdesign Barcelona Online Master’s in Immersive Experiences program at the University of Valencia. We used the recently published Master’s program as a textbook for the conceptualization and design courses for which I was responsible for teaching.


The lack of exhibition activity in the cultural sector and the new situation made it difficult to apply the conceptualization and design criteria outlined in the book, so we dedicated the pandemic-related master’s programs to analyzing the solutions proposed by cultural institutions as an alternative to attendance limitations.


The proposals we found with the students allowed us to delve deeper into the importance of the projects that achieved the highest levels of exhibition and immersion.


The experiences in this book begin precisely in the year of the pandemic, and many of them are the result of student research. Therefore, I have included their names in the links, along with the reference to the corresponding master’s program. The pandemic affected families and students, and also the master’s program, as the last cohort was held in 2021.


The students’ names are a testament to many efforts. The glossary we compiled as new terms emerged is also important, and I felt it was a valuable collective contribution to include.


While trips to the United States, Japan, France, and the United Arab Emirates were significant in the development of the first book, trips to China and South Korea have been crucial in the second. These trips prompted me to reflect on the values assigned to the various components in the tables used to calculate experiential and immersive coefficients, compared to those in the first book. However, we still maintain the same position: the absolute values assigned to the components are debatable, but the relative values allow for a comparison of the levels of experience and immersion.


Structure of the book


The purpose of this book is to compile and analyze the various experiential formats that have emerged around the world, from the 2019 COVID-19 pandemic to the present, classify them by theme, and continue applying the component tables to establish their levels of experience and immersion.


In Chapter 1, I discuss what is meant by experience and immersion.


Chapter 2 is dedicated to explaining the 13 formats into which I have classified the formalization of immersive experiences within the current experience economy.


In Chapter 3, I begin to outline the components of each of the 13 formats and classify them in a table.


Chapters 4, 5, 6, and 7 examine each of the aforementioned components in detail: themes, technologies, display modes, and resources.


In Chapter 8, I evaluate the levels of experience and immersion. In Chapter 9, I present a wide selection of the 13 formats, classifying them by theme, and then ranking the most significant ones to establish their level of experience and immersion.


Chapter 10 is dedicated to the conclusions. I offer a ranking of the Top 10 immersive experiences and a vision of their future, which remains unpredictable due to the rapid development of immersive technologies, especially artificial intelligence.


In Chapter 11 you will find the glossary mentioned, as well as the bibliography and links to all the experiences presented.


I hope this book broadens your horizons. Happy reading!


The author
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Experiences and immersion







1.1 Experience




1.1.1 What is meant by experience?


According to the Dictionary of the Spanish Language, experience is the circumstance or event experienced by a person, and according to The Stanford Encyclopedia of Philosophy, experience is often understood as a conscious event in the broadest sense. This includes various types of experiences, such as perception, bodily awareness, memory, imagination, emotion, desire, action, and thought.


One of the characteristics that distinguishes experiences from services and goods is the growth of added value generated by the creation of positive, engaging, and memorable experiences. This refers to the benefits the customer acquires from participating in the activity, from interactions with people, and from the immersion they experience in different places and environments. A positive memorable experience is the added value that distinguishes the product from its competitors (Pine II and Gilmore, 1999).


Other benefits of creating experiences include satisfying users, creating loyal users, generating positive word-of-mouth, and recruiting new users.





1.1.2 The experience is more than entertainment


The critical point of studies conducted on the theory of the experience economy, especially from the cultural sector, has been the assertion that experience consists solely of an entertainment activity. This is due, in part, to the fact that some of the earliest examples used in academic literature linked experiences to theme parks derived from Disneyland. It is true that the experience economy has spread since Walt Disney, as he was the one who created Disneyland in 1955, the world’s first theme park in which actors created unforgettable experiences by staging and recreating a world through the incorporation of sounds, flavors, aromas, and textures.


However, the models that have been developed subsequently have shown that experience does not only mean “entertainment”; rather, this is only one aspect of experience. The experience involves involving the visitor in the process, generating sensations through the senses and awakening emotions so that they live a memorable experience that guarantees the long-lasting, positive and unforgettable memory.


People buy tickets to a concert, an event, or an escape room not only to experience the experience itself, but to experience it, share it, and make it a topic of conversation with family and friends. The experience, since it isn’t tangible, is much more valuable to people because the ultimate value resides within them and remains with them for a long time.


Another important characteristic of experiences is that, by their very nature, they are completely personal. They originate in a person as a result of emotional, physical, or intellectual involvement; therefore, no two people can ever experience the same thing. The memory acquired through an experience is unique to each individual.





1.1.3 Purpose of the experiences


According to the results of recent studies, the main objective of experiences is to learn something new and engage in social interaction. It’s not just about having an unforgettable experience, but also about achieving long-term personal fulfillment.


It’s been observed that consumers are increasingly seeking experiences that satisfy higher-level needs: self-affirmation, self-esteem, and social affiliation. Among the most valued experiences are those that provide meaning, foster personal improvement, and generate stronger connections (Eventbrite, 2017).


According to Yaffe et al., experiential purchases—for vacations, concerts, or meals—tend to provide consumers with more lasting happiness than material purchases, such as high-end clothing, jewelry, or electronics. Experiences greatly help us learn, grow, and connect. Filling the experience with meaning is what leads to happiness.





1.1.4 The experience economy


According to the 2019 World Economic Report, the consumer landscape in the 21st century is notably different from that of the 20th century. With the constant growth of well-being, new consumer needs based on desires have emerged. Consumer spending data from the United States Bureau of Labor Statistics suggests that this has changed in the post-financial crisis period in higher-income countries. There has been a decrease in emphasis on material goods and a greater emphasis on experiential shopping.


In the midst of the pandemic, it is claimed that physical commerce is practically dead (Yaffe et al., 2019), but five years later, the importance of omnichannel continues to grow. Although digital commerce is growing, physical commerce continues to play a key role.


The integration of both environments through phygital experiences is emerging as one of the most effective solutions for building consumer trust and loyalty.


A report on the growth of online commerce (Infobip Iberia, 2024) highlights that European consumers continue to value the ability to interact with products in person and, likely heightened by the pandemic effect, continue to prioritize enjoying life more intensely. The portion of spending on memorable experiences (travel, outdoor activities, concerts, etc.) has increased, while spending on material goods remains stable.


Companies that know how to take advantage of the opportunities offered by technology, without losing sight of the importance of human connection, will be able to differentiate themselves in an increasingly competitive market. According to the Infobip report, 2025 will mark a turning point in the way companies use AI to build customer loyalty.






1.2 Immersion




1.2.1 What is meant by immersion?


Pine II and Gilmore (1998) argued the importance of immersion for experiences and defined it as the level of user participation in the experience or in the development of the experiential activity.


While it is true that the active role of visitors is one of the fundamental characteristics in the creation of memorable experiences, in reality, in the current context, this definition represents only a nuance of the term “immersion.” In the cultural sphere, to understand its meaning, it is necessary to analyze its use from multiple historical and current perspectives. Therefore, this chapter takes a brief look at the origins of immersion and then focuses on the different definitions given, from current industries, that arise depending on where it is used.





1.2.2 Origins of immersion


Despite the frequent use of the term “immersion” today, this concept has a long historical and cultural history. Its origins lie deep in human history, when stories were told around the fire, and the human mind, upon hearing the stories, was recreated and immersed in the world of the imagination. These stories were later reborn and enriched in book scripts, multiple literary genres, theatrical performances, and film.


Over the centuries, various ceremonial practices have existed that, through special effects such as smoke, scents, or light and sound effects, created multisensory environments and experiences to immerse the audience in a certain atmosphere or emotional state.


According to Joseph Campbell (1990), the first evidence of mythological experience dates back to the time of the Neanderthals. The Trois Frères and Les Caux in the French Pyrenees are accessed through a long, narrow tunnel at the end of which is a large gallery painted with images of animals on the plain. They are considered the first recorded example of a simulated, multisensory environment, and could therefore be considered immersive experiences.


In the Middle Ages, immersive experiences were created in religious ceremonies held in cathedrals, churches, or places of worship. Believers were immersed in an atmosphere intended to achieve direct contact with the divine, to feel the presence of a higher power, and to generate feelings of guilt or fear in the face of the judgment of a powerful and omnipresent god. To achieve this, the buildings had to meet special characteristics. They had thick walls to support very high ceilings, which would dissipate the lack of hygiene and enhance the scent of incense smoke. They had tall stained-glass windows that filtered the colored rays of light descending from the sky, and the music and songs from the choir generated an emotional impact that contributed to the perception of the sanctity of the messages. In the 18th century, immersion was used in phantasmagoria, in horror theater, where magic lanterns were used to project images of skeletons, demons, and ghosts onto the walls. Some shows included all kinds of sensory stimulation, from the aforementioned shadows to smells, noises, and electric shocks.


Later, immersion was linked to the development of projection-based audiovisual systems, which have been the transition between theatrical phantasmagoria and contemporary cinema.


Beginning in the 1950s, new cinematographic techniques were introduced that allowed for the projection of images larger than the 35mm film format of the academic film industry. Cinerama (1952), Cinemascope (1953), and VistaVision (1954) appeared, with 70mm again, revolutionizing storytelling.


Immersive technology became more accessible to the public in 1957 when Morton Heilig invented the Sensorama cinematic experience, which included speakers, fans, scent generators, and a vibrating chair to immerse the viewer in the film.


In Cinerama, films—most of them essentially documentaries— were projected onto a giant curved screen that covered the viewers’ field of vision. The projections were so popular among viewers that they remained on the screens for many years. At the time, they were a completely new medium, and films made it possible for many viewers to explore exotic, inaccessible countries.


These immersive cinematic experiences were followed by 360° films (360° Immersive Film) and spaces for showing these 360° films (360° Immersive Theatre).


In 1965, Ivan Sutherland, a pioneering internet scientist considered by many to be the father of computer graphics, created interactive 3D worlds, which were viewed using stereoscopic glasses and with the aid of head-mounted orientation sensors. From these experiences, Sutherland predicted the enormous potential of virtual reality (VR) technology to provoke physical immersion across the five senses: sight, hearing, smell, touch, and even taste.


Jaron Lanier, a writer, composer, and computer scientist who pioneered virtual reality, coined the term physical immersion in 1986 and proposed the creation of immersive 3D virtual spaces, in which people who were physically far away were incorporated; these were the avatars that would allow telepresence and interesting collaborative environments.


But you don’t need to resort to virtual reality and put on VR headsets to immerse yourself in a physical, immersive experience. Simply by creating an environment with a viewing angle exceeding 270°, we can speak of an immersive space.





1.2.3 Definitions of immersion


The brothers Auguste and Louis Lumière, inventors of cinema, demonstrated their invention on December 28, 1895, in the “Indien du Grand Café” in Paris by projecting “The Arrival of a Train in the City” onto a screen. It was a 49-second series of images that, for the first time in history, moved as if they were alive. Legend has it that people jumped out of their seats because they thought a train was actually coming toward them.


Just like the first viewers of the Lumière brothers’ film, moviegoers, video game addicts, and even book addicts know well what it means to feel isolated and immersed in an experience, and they also know what it’s like to have the sensation of “being there.”


According to Walt Disney Imagineer Joe Rohde, “Immersion is a very primitive concept, something that happens to us if a good storyteller tells you a story, even if it’s just in their words. If that story is well told, you’re gone. You’re in it.”


Just like the first viewers of the Lumière brothers’ film, moviegoers, video game addicts, and even book addicts know well what it means to feel isolated and immersed in an experience, and they also know what it’s like to have the sensation of “being there.”
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Fig. 1. Immersive experience without a headset, in Cinemascope, due to the change in format from 35 mm to 70 mm1






According to Joe Rohde, Walt Disney Imagineer, “Immersion is a very primitive concept, something that happens to us if a good storyteller tells you a story, even if it’s only with their words. If that story is well told, you’re gone. You’re in it.”


Rose Biggin (2017), researcher at Punchdrunk, defines immersion in her book Immersive Theater Experience and Spectators using the ritual of baptism as a reference: “It is a symbolic transformation, an emotional experience that the person undergoes through the three acts of the play’s script: the immersion, the climax (the state of being submerged in water), and the resulting transformation of the person.”


In the pre-pandemic era, the buzzword “experience” was joined by the word “immersion,” which was used to describe virtually everything from incredibly imaginative live experiences to high-tech toilets, as Ricky Brigante points out in his 2019 annual report on the Immersive Design Summit in San Francisco.


This report presents a first approximation of the impact of the immersive design industry, although it is difficult to define the scope it encompasses, as it is a point where related but distinct industries and disciplines that share certain visceral qualities converge. When the term “immersion” is used in the context of “entertainment”-type experiences, it acquires an intrinsic value that is important for defining a feeling achieved through the creative design of that experience. Although immersive works have a great capacity to affect audiences, classifying them solely as entertainment experiences is often insufficient, as some of them also have the power to leave audiences deeply affected. The convergence of artistic formats and fields such as experimental entertainment, marketing, education, socially conscious work, and media is rapidly approaching a tipping point. According to Ricky Brigante, from Disney incorporating Star Wars stories into its theme park expansions across the United States to the aggressive expansion of Meow Wolf’s creative facilities, never before has so much attention been paid to the world of immersive experiences.
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Fig. 2. “The Arrival of a Train in the City,” a film by the Lumière brothers projected on a screen, something that had never been seen before2.
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Whether these immersive experiences are designed for a deep emotional connection, for intoxicating intellectual messages, or for pure fun, it’s clear that they are powerful and impactful, yet extremely entertaining. It’s clear that in the wake of the COVID-19 pandemic, public interest in immersive entertainment is accelerating, with art enthusiasts around the world leaving their homes in search of reconnection with multidimensional experiences. “People are craving an experience that allows them to live it without restrictions,” says Deborah LaVine, dean of Film at UNCSA. “They want to be engaged, not just entertained,” adds Michael Kelley, dean of Design and Production, also at UNCSA. “People no longer just want to sit in the theater watching Hello Dolly. They want something more dynamic and engaging.” Immersive entertainment’s path to prominence is marked by iconic theatrical experiences like the long-running Sleep No More in New York City, blockbuster films like Jurassic Park and Avatar, and popular attractions like Disney’s Toy Story Land and Universal’s Wizarding World of Harry Potter. Although its future is yet to be written, immersive entertainment is expected to grow exponentially worldwide and is projected to generate $426 billion by 2030.


The indicator that provides a high degree of physical immersion is the user’s “active” participation in what is happening. Thanks to this active role, the audience feels like they are part of the experience and a protagonist, rather than simply acting as an external spectator. Based on these premises, an immersive experience can be defined as an experience characterized by immersion in a physical atmosphere or environment generated digitally or through analog sensory effects. The success of this experience depends on the viewer’s mental involvement in the story, their participation in what is happening, and how many of their senses are activated.
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Immersive Experience Formats





Today’s immersive experiences encompass a wide range of formats, each designed with its own characteristics to transport participants to different realities, narratives, or states of consciousness.


The product economy had eight “in-person” formats of the “visit” type: Performing Arts (ASC), Cultural Elements (ELM), Exhibitions (EXH), Events (EVN), Installations (INS), Museums (MSM), Interpretive Centers (CDI), and Cultural Routes or Tours (RTS). By separating immersive cinema and theatre from the performing arts, due to their new characteristics, and incorporating new formats, Escape Room (ESC), Infinity Mirror Room (IFR), Mapping (MPG), Pop-Up (PUP), and Routes (RTS), we consider that in the economy of experiences we can talk about thirteen formats, which can be perceived and experienced dynamically (represented in Table 1 by a circle) which involves movement, or statically (represented in Table 1 by a square), without movement and with the help of technologies and displays to perceive them.


Format Formation Models


Each of the thirteen formats presented in the book has a formation process, and from this perspective, we can talk about four models.


Adaptive Model


They are based on what we called cultural products that, migrating from the product economy, have incorporated experiential and immersive components.


Examples of adaptive models are immersive theater (ITT), immersive cinema (ICC), or performing arts (ESC).


Innovative Model


This is an unprecedented format in cultural products, created to largely meet the demands of society in the experience economy.
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Table 1. Table of the thirteen formats in which we classify the experiences






Examples of innovative models are immersive exhibitions (IEX), escape rooms (ESC), pop-up rooms (PUP), and infinity rooms (IFR).


Integrative Model


We call it this because it incorporates and integrates formats into existing ones. It is quite common to increase visitor numbers.


An example is the Musée d’Orsay in Paris (MSM), which adds a Virtual Tour (TRS) entitled “An Evening with the Impressionists,” where visitors, equipped with a virtual reality headset, tour a 550 m2space in the Galerie Amont.


Hybrid Model


Mixed formats result from the combination of various formats, most often to increase overall experiential or immersion factors.


It is quite common to add the restaurant format (ELM.RST) to immersive exhibitions (XH) or museums (MSM) to increase the activation of a greater number of senses.


In alphabetical order, the thirteen resulting formats are: Performing Arts (APF), Immersive Cinema (CNM), Cultural Elements (ELM), Escape Rooms (ESC), Events (EVN), Exhibitions (EXH), Infinity Mirror Rooms (IFR), Installations (INS), Mappings (MPG), Museums (MSM), which include Interpretation Centers (CDI) and Cultural Centers (CLT), Pop-Up Theaters (PUP), Routes or Tours (RTS), and Immersive Theater (THT).


An example of the formal solution for the table is that the virtual route, in which no movement is required because the technology does it for us, is represented by the static shape of a square, and the in-person route, which requires a walk, is represented by the dynamic shape of a circle.




2.1 Performing Arts Format (APF)


Most definitions of the performing arts revolve around one of the three elements necessary for their manifestation: the stage. The other two essential elements, the actors and the audience, are left in the background, and many speak of the existence of an invisible “fourth wall” at the edge of the stage that separates them, except in immersive theater and cinema, which have evolved so exponentially and uniquely that we will discuss them in specific sections.


We can say that performing arts are all those intended for representation through staging or staging. In other words, performing arts are all artistic manifestations created to be performed on stage. The obvious fact that there is no recorded history of the performing arts does not prevent us from speculating that they have existed since primitive times, when, in the absence of articulate language, communication was achieved through gestures made with the feet, hands, arms, or facial expressions complemented by bodily sounds. This was likely the beginning of the use of the human body as a means of expression and the basis of the performing arts.


The performing arts have important historical antecedents, ranging from shamanic rituals celebrating spring, to Greek tragedy and the Panhellenic Games of ancient Greece, to the floral games of the later Roman Empire and Christian sacred theater (Monreal, 1977).


Based on cave paintings and other evidence, it is theorized that music appeared first, followed by dance, and finally theater as a complex form of the latter. Its most recent form, cinema, did not appear until the late 19th century, when the cinematographic technique that makes it possible was invented.


The traditional means of expression of the performing arts are varied and include both word and action, as well as sound and visual resources.


The current range of performing arts genres includes all art forms for mass exhibition, such as music, dance, circus, performance, and all those that require a stage space. Among the genres of music dedicated to stage performance, the range is expanded with opera and musical theatre.


The Music


Music, although the first of the performing arts to emerge, is one of the most complex and elevated aesthetic experiences in existence. Andrea Imaginario defines it as the art of combining and organizing a set of sounds and silences according to the fundamental principles of melody, harmony, and rhythm, to convey feelings and sensations. As a performing experience, it is a genre that has been redefined, ranging from sober live performances to mass shows with multiple complementary activities.


Dance


Dance is the art of expressing feelings, sensations, ideas, concepts, and stories through rhythmic body movements. It is the embodiment of the body in motion and, originally, served specific ritual purposes. After music, dance is one of humanity’s oldest artistic experiences.


Throughout time, we can speak of different types of dances, ranging from traditional dance—through classical dance, ballet, and contemporary dance—to modern dance, which includes, among others, genres such as hip hop and break dance, as well as salsa and electro dance.


The Circus


The so-called circus arts include unconventional stage performances by jugglers, clowns, acrobats, magicians, etc. All of them representatives and heirs of the activities of the Roman circus, with its associated risky nature and even magic.


The modern circus genre was born with the equestrian shows of Philip Astley, who bought a small piece of land, built a circular track 13 meters in diameter, and discovered that, galloping in a circle on that small track, centrifugal force allowed him to perform very risky acrobatic movements on his horse. His daring performances were so well received by Londoners that he soon hired the services of acrobats, acrobats, and tightrope walkers to liven up the breaks between the riders’ various exhibitions. His disciple Charles Hughes founded the first circus company in which the word circus appeared for the first time: The Royal Circus and Philharmonic Academy, which in 2018 celebrated its 250th anniversary.


The modern circus genre is the one that has evolved the most, both in terms of spectacle and immersion. Proof of this are the traveling franchises of Cirque du Soleil, a name given to it in 1984 for its spectacular nature, or the permanent shows of Franco Dragone, such as La Perle in Dubai, which we chose as an example of an immersive experience visualized without a display in the previous book, and whose passing we can only regret during the preparation of this book.


The Performances


The other aspects, more or less defined, can be considered performances, that is, improvisations or acts prepared to be performed on the street or in any public place, such as flash mobs (lightning dances) organized spontaneously or through social media, for the sole purpose of entertainment, although in some cases they have been adopted by some advertising agencies.


Finally, it should be noted that the performing arts we refer to in this chapter are experiential formats whose closest origins are the so-called “visit-type cultural tourism products.”


Immersive Performing Arts


In 1768, Philip Astley built a circular arena - where he performed the first equestrian show - that remains one of the key features of circus scenes: the central circular stage. The arrangement of a central circular stage with the audience surrounding it was perfectly suited to the arenas where performances took place and to the tents and canopies needed to protect from the elements.


Immersion in the performing arts depends largely on the relationship between the stage and the audience. The 360° arrangement of the audience around a central arena makes them part of the background of the stage and, with the help of lighting, they have no physical boundaries.


This unique feature has allowed circus shows to be the most immersive experiences of all the performing arts. When the relationship between the stage and the audience is not circular but axial, the two elements facing each other must have a visual relationship of at least 270º, and a background for the scene of the same degrees must be generated, so that the experience can be considered immersive.





2.2 Immersive Cinema Format (CNM)


Initially, cinema was considered one of the performing arts, but the development and application of immersive technologies in this field have led us to consider immersive cinema as a format with its own characteristics.


By immersive cinema, we refer to the viewer’s deep involvement and emotional involvement with a film, in which they feel transported into the narrative world, sometimes even losing awareness of their surroundings. This experience can be shaped by various cinematic techniques, such as visual aesthetics, sound design, and storytelling, which combine to create a sense of reality and a connection with the story and characters. The level of immersion can vary significantly between different cinematic approaches, influencing how audiences perceive and react to a film’s content:


Immersion can be enhanced through high-quality images and sound, which draw viewers deeper into the world of the film. Formalist films often employ stylized techniques that can create a different kind of immersion, focusing on artistic expression rather than strict realism.


Realistic films generally seek immersion by presenting lifelike settings that resonate with viewers’ own experiences and emotions.


The immersive experience can generate heightened emotional responses, allowing audiences to empathize more deeply with the characters and situations.


Technological advances, such as virtual reality and 3D cinema, have significantly expanded the possibilities for immersive experiences.


A recent study by the University of Glasgow helps to understand the personal, safety, and comfort reasons that significantly reduce the acceptance of displays for viewing immersive VR films. Social acceptance is also still a long way off, and further progress is needed to avoid full Virtual Reality in favor of augmented or mixed virtuality in Western culture, because the use of displays is fully accepted in Eastern culture.


The 4dx Cinema


It’s an immersive, multisensory experience characterized by the incorporation of motion and simulation effects. It currently features up to 21 effects: rain, wind, scents, light effects, snow, bubbles, and more, as well as constant seat movement throughout the screening.


Screen X


It is the world’s first multi-projection technology. It is an immersive format in which the film is seen on the central screen and, in some scenes, is also projected onto the side walls of the theater. This offers a larger image perspective and a 270° panoramic view. The technology for this experience uses a series of projectors on each side of the theater.


ScreenX is a technology exclusive to Cineworld cinemas in the United Kingdom. It uses four additional projectors and strategically placed speakers to create a 270-degree surround effect that immerses the viewer in the center of the action.


360º Immersive Theatre


When it comes to screening rooms and the physical immersion they entail, we must mention the 360º Immersive Theatre as an element of immersive cinema architecture.


360º Video


Regardless of the screening room, we now refer to immersive videos, also known as 360-degree videos or spherical videos, which are videos created with a panoramic view that records every angle around the camera (top, bottom, and all around) simultaneously. This immersive format allows viewers to explore the entire captured scene as if they were in the videographer’s shoes.


Another version is the combination of images recorded by different cameras facing in complementary and familiar directions.


Immersive Audiovisual Television Program


We have exceptionally included in the immersive cinema section, an experiential television program from 1990.


Due to the 35th anniversary of the first broadcast of the television program Club Súper3, which I designed and co-directed with Anna Ribas, many friends have asked me to apply the tables of experiential and immersive coefficients to the program and, based on the analysis of the 4 types of experiences, the 10 components of immersion and the aforementioned tables, we dare to conclude, on page 191, that the success of the first stage of the children’s television program on Televisión de Catalunya is due to its high degree of immersive experience.





2.3 Element Format (ELM)


We understand an element format as a spatial unit (a three-dimensional physical unit or a three-dimensional digital model) that, depending on its characteristics, can be displayed as a work or experience in itself, or as part of a set of elements that constitute a more complex format.


Examples: a sculpture, a painting, or a 3D graffiti are elements with an art theme; a restaurant is an element with a gastronomy theme; a robot is an element with a technology theme; and an app is an element that can be any theme.





2.4 Escape Room Format (ESC)


Escape rooms are adventure games that involve locking a group of players in a space, where they must solve all kinds of puzzles to unravel a story and escape before the available game time runs out.


They began in Japan in 2007, reached the United States in 2012, and have since become one of the fastest-growing entertainment industries. Industry reports suggest that the escape room market continues to grow, with a projected valuation expected to increase from $9 billion to nearly $25 billion by 2030. However, expansion is shifting to the Asia-Pacific region, while established markets such as the UK, Europe, and the US are seeing greater stabilization as the golden age of exponential growth has ended.


The game concept is simple: once a puzzle or riddle is solved, a new clue leads to the next challenge. As the game progresses, hidden doors appear that hide new secrets and spaces that cannot be accessed without solving all previous challenges.


Virtual Reality and Augmented Reality in Escape Rooms


The latest trend is the incorporation of virtual reality (VR) and augmented reality (AR). These technologies allow players to immerse themselves in worlds that previously existed only in their imaginations. With virtual reality, it is possible to create immersive scenarios where players can interact with the environment in a deeper way.


In a traditional escape room, players are limited by physical space and visible objects. However, by integrating VR, this limit is removed, allowing for experiences that demand emotional engagement and a stronger connection to the narrative. Meanwhile, augmented reality can add layers of complexity and challenge to the game experience, having players find clues and solve puzzles through their mobile devices or AR headsets.


Escape Rooms with Artificial Intelligence


The use of artificial intelligence (AI) in rooms is on the rise. AI integration enables adaptive escape rooms, adjusting difficulty based on player performance. Instead of following fixed scripts, AI-powered rooms can dynamically change in response to participants’ actions and decisions.


This approach provides a more personalized and unique experience, enticing more people to try the game again and again. With AI, non-playable characters can be created that interact realistically and consistently with players, making the stories more engaging.


Hybrid Escape Room: the combination of physical and digital


Hybrid escape rooms are emerging as a key trend. This modality combines in-person experiences with digital elements that can be played from home. Through online platforms, players can participate in missions and collaborate on problem-solving, even if they are not physically present in the same location.


This not only expands the reach of the game, allowing more people to participate, but also ensures that those who are far from the physical rooms aren’t left out of the action. Companies can create flexible experiences, where groups of friends, family, or coworkers can join regardless of their physical location.


TERPECA Top Escape Rooms Project Entusiasts’ Choice Awards


In selecting the Escape Rooms, we took into account this global initiative that names the best escape rooms in the world. This project is driven by the most experienced fans worldwide who nominate and vote to select the most outstanding experiences in this sector. This dynamic allows participants to discover new challenges and escape room companies to continuously improve, as they are recognized for their creativity, quality, and originality.


TERPECA doesn’t have categories like other awards that recognize the best horror, adventure, or mystery escape rooms. It doesn’t differentiate between different countries or continents, and it doesn’t focus solely on openings each year. Instead, its list consists of escape rooms of all time.





2.5 Event Format (EVN)


We understand an event as a planned occurrence or action, with all aspects controlled. The concept of event goes beyond the cultural sphere. It is often used in the business sector and in marketing to refer to an act that serves to present or promote a specific product or service, or a particular brand.


Anton Shone and Bryn Parry, authors of Successful Event Management, define events as those phenomena that arise from non-routine occasions and have leisure, cultural, personal, or organizational objectives, established separately from normal daily activity, and whose purpose is to enlighten, celebrate, entertain, or generate experiences for a group of people.


According to the Royal Spanish Academy (RAE), there are three meanings of the term event: “eventuality” (something unexpected), “occurrence” (something planned), and “event as such” (“occurrence”), this meaning being the one that encompasses the first two.


A cultural event is a format of social activities, usually organized in public spaces, with the aim of offering cultural and artistic experiences, leisure, and entertainment. This group of events includes local and mass events organized to commemorate important dates, organize one-off activities (exhibitions, fairs, installations, and others), or contests and workshops. Events are fully planned events of a temporary and ephemeral nature.


International Days


In this section, we include awareness-raising events such as International Days, which are commemorations approved by the UN General Assembly through a resolution. Their existence predates the establishment of the Organization itself; however, they have been adopted as a powerful tool for promoting various issues.


Each international day offers the opportunity to organize activities related to the day’s theme, and organizations and offices of the United Nations system, as well as governments, civil society, the public and private sectors, schools, universities, and citizens in general, use an international day as a springboard for awareness-raising activities.


International days serve to make information on issues of concern widely available, mobilize political will and resources to address global problems, and celebrate and reinforce humanity’s achievements.





2.6 Exhibition Format (EXH)


In exhibition space design, immersion was generally associated with scenography, that is, the recreation of contexts. In 2010, Mortensen defined immersive exhibitions as “an exhibition genre that creates the illusion of time and place by representing the key features of a reference world and integrating the visitor into this three-dimensionally reconstructed world.”


According to the author, an immersive exhibition must meet three requirements: first, accurately reproduce the environment with all its objects; second, integrate the visitor into the exhibition; and third, generate user interaction with the exhibition by dramatizing the content and message.


Immersive Exhibition Models


Depending on the exhibition’s origin, we can also talk about three types of immersive exhibitions: the “reproduction” of reality model, the “creation” of reality model, and the model that results from the combination of the other two, called by Montpetit the “interpretive” model of reality.


Reproductive Model


The reproduction model seeks the most authentic possible replication of a real or fictional world.


We can also include in this group exhibitions whose design is based on the reproduction of scripts and sets from famous films. In these exhibitions, the sets often reproduce the sets in real size, and the visitor moves through them, reliving the main scenes from the film. To create the immersive effect, in these types of experiences, the exhibition space is fully themed and typically uses surround sound and interactive modules to activate the senses.


Creative Model


The second type of exhibition, called the “creation model” (Montpetit, 1996), is based on the creation of a scientific world. An example of this type of model would be art exhibitions and installations, created to convey certain sensations and not corresponding to any pre-existing reference world, such as the works of Yayoi Kusama or teamLab.


Interpretive Model


The “interpretive” model is a combination of the two previous models. In this model, exhibitions can be based on objects existing in the real world, but they are not necessarily reproduced at full scale or represent a specific environment.


This is generally the case with painting. We are witnessing new ways of communicating the works of the great masters of the past using contemporary languages and technologies. From Monet to Klimt, from Caravaggio to Van Gogh, or Magritte, most recently, inside.


New exhibitions are constantly being announced in which, beyond sight, the goal is to immerse the visitor in a parallel world by engaging the five senses. It’s one of the biggest trends of the moment: immersion has become the buzzword in exhibitions. Whether through the use of projection or the possibility of visitor interaction with the spaces, immersive experiences are the best way to generate memorable moments for the visitor.





2.7 Infinity Mirror Room Format (IFR)


An infinity mirror room, or “room with endless mirrors,” is a space or set of spaces in which, through the reflective effect of mirrors, the sensation of the limits of vision disappears, creating the illusion of being immersed in an endless space.


The sensation of infinite space can also be achieved through the endless repetition of many elements. Spaces with these characteristics, which do not use mirrors to achieve this sense of “endlessness,” are called infinity rooms.


Brief History


A pair of identical mirrors facing each other creates an infinite corridor with a width and height equal to the mirrors. If we add another pair to this pair of mirrors, also facing each other and forming a square, we reflect the infinite corridor on both sides, thus creating an infinite space. If we add a mirrored ceiling and floor to this space, then an infinite volume is generated in all directions.


The optical effects of mirrors were already discovered by Leonardo da Vinci in the 15th century. In his notes, there is a famous drawing, “Mirrors,” with the following description: “If you take eight flat mirrors and place them in a circle forming an octagon, then a person standing inside can see themselves an infinite number of times.”


At the Palais des Mirages, the Palace of Mirages at the 1900 Paris World’s Fair, Eugène Hénard, following Da Vinci’s observations, created an amusement park consisting of a series of mirrors arranged in a circle, creating the effect of a giant kaleidoscope.


The first time a hall of mirrors was used in cinema was in 1928, in one of the scenes from Charlie Chaplin’s film The Circus. Since then, there have been numerous examples of the use of mirrors in cinema.


In the artistic world, the idea of an all-encompassing, infinite work of art was something Japanese artist Yayoi Kusama had explored in Infinity Net, her large-scale paintings of the late 1950s and early 1960s.


The term was coined in 1965 when Kusama, now based in New York, used mirrors and transformed the intense repetition of her paintings into an immersive experience she called Infinity Mirror Room - Phalli’s Field.


In 2010, the Boijmans Van Beuningen Museum in Rotterdam purchased this work and has displayed it permanently ever since.


Beginning in the mid-1960s, and in parallel with Kusama, Greek artist Lucas Samara, also based in New York at the time, began using transparent and reflective materials to create complex, multi-layered optical effects in galleries and museum spaces.


In 1966, a year after Yayoi Kusama’s Infinity Mirror Room – Phalli’s Field, Lucas Samara presented his work Mirrored Room. Had he presented it a year earlier, the term “infinity mirror room” would probably have been different now. Kusama’s poor mental and physical health prompted her to return to Japan in 1973, where she took up permanent residence at the Seiwa Mental Health Center. With her studio nearby, she continued to produce work, in addition to writing essays and novels.




[image: ]


Fig. 3. Scene from a mirror maze, from the film Charlie Chaplin’s Circus (1928)3.
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Throughout her career, Yayoi Kusama has produced more than twenty different infinity mirror rooms. From performance venues to multimedia installations, each of Kusama’s kaleidoscopic and immersive environments offers visitors the opportunity to enter the illusion of infinite space.


We would like to highlight the work Infinity Mirrored Room – Aftermath of Obliteration of Eternity from 2009 because we believe it is one of the possible precursors to the Lamp Room at the MORI Digital Museum in Tokyo.


Infinity Mirror Room viewed without screens


The infinity mirror room format is one of the most evolved within the typological characteristic of being visible and perceived without the aid of any type of screen.


There are two ways to create infinity rooms: through the reflection of objects in mirrors, along the lines Yayoi Kusama has most often worked with, or through video projections on one of the walls reflected by the mirrors, along the lines pioneered by Refik Anadol with his Infinity Mirror Room (2015).


Independently of these two paths, the first significant change occurred in the Infinity Mirror Room at the Zaragoza World Expo Pavilion, where architect and set designer Joan Sibina replaced the mirrors with half-mirrors or spy mirrors. This allowed them to serve two functions: as a projection screen and as a mirror. This dual function allowed the room’s dimensions to be visually changed, adapted to a storytelling narrative, and generated a living, changing space.





2.8 Installation Format (INS)


The installation format’s main theme is contemporary art and is part of artistic experimentation. It emerged in the 1960s and its main characteristics are its creation and exhibition for a limited time, in and for a specific context and space. By definition, it has a specific duration and is classified as ephemeral art. One of the distinctive characteristics of installation is that its operation depends, in large part, on the organization of the work’s structure in the space in which it is presented. In the 1970s, artists began to apply video technology, which led to the emergence of a new form of artistic expression called “video installation.” Video installation expands the limits of the screen image and combines with objects placed on it, such that what was previously shown only on the screen now occurs around the viewer: video transcends the scope of the screen and operates in real space.


Artists in this genre often use the technique of immersion. They introduce the visitor to a special space and cause them to become an active participant in the artistic process, allowing them to experience their own physical experience and mentally reconstruct the meanings established by the artist.


One of the important contributions of installations has been the ability to interact between the viewer and the work.


Unlike other art genres, in which artists attract the visitor’s attention through visualization, observation, and analysis of the work, in installations, the space is specifically created for the visitor to explore based on their own experience.


With computer technology, immersive installations began to appear in the 1980s, featuring large cinematic video projections and video monitors, as well as various materials and objects displayed alongside them.


Examples of Installation (INS) formats include Bernard Pras’s anamorphic installations, and examples of Museum (MSM) formats include Singapore’s Museum Trick-Eye, with its XR-Museum AR app, and Dubai’s 3D World Selfie Museum, both of which are dedicated to taking visitor selfies. The techniques used in their works are trompel’oeil and anamorphic.





2.9 Formato Mapping (MPG)


Mapping is the creation of a three-dimensional map of the spatial distribution of a set of elements, such as the irregular surface of a building’s façade. In this case, the elements would be the various walls, setbacks, cornices, windows, etc. The process of texturing the map’s surface can be formalized through projection, and therefore, the projection of images onto the irregular surface of facades is commonly called video mapping, or, simply put, mapping.


Mapping, understood as the formalization of a new skin with light, is the use of video projections on any surface, transforming common objects into new, dynamic, and three-dimensional visual spaces that immerse the audience by replacing the object’s surface with new images projected onto it. According to Stefano Fomasi, also known as Fake, founder of The Fake Factory in 2001, “mapping is a technique that allows you to project onto existing spaces, such as the façade of a building, that is, to precisely map the pixel architecture, bringing it to life, redrawing it with the content you want to communicate.”


Therefore, mapping is the ability to recreate optical illusions by covering a surface with light, causing its soul to change. It can almost create parallel worlds, causing people witnessing this transformation to dream with their eyes open. Fake adds that “we are facing a very interesting technology, increasingly accessible to everyone, since the programs used are tools like the Adobe suite (Photoshop, Illustrator, and After Effects), or 3D programs (Maya, Cinema 4D, and 3D Studio Max), which anyone can obtain for a low price. Then creativity comes into play, the ability to say something without limiting themselves to the Wow effect, which is no longer enough.”


The concept of mapping can be considered to have been born in 1969, when the “Haunted Mansion” attraction opened at Disneyland with the first projection on non-flat surfaces. The singers were recorded on 16mm film and their images projected onto three-dimensional busts of their faces, giving the impression that the heads were animated. In the 1980s, digital video began to be used on laser discs instead of film, due to their fragility and tendency to break. This allowed, in some cases, projections to be made from the inside of the face rather than from the outside, allowing the projector to be hidden from the audience’s view.


Light festivals have become popular in many cities around the world and have incorporated increasingly creative and evocative mappings.


At the beginning of the 21st century, many artists began using projections on non-flat surfaces, both indoors and outdoors. An example of this was Madonna’s concert with the band Gorillaz, whose characters are fictional. A type of mapping was used to allow the projections to interact with the real artists on stage, resulting in a very realistic image. Large-scale video mapping projects were carried out throughout the first decade, but it took the second decade for this language to be widely adopted and communicated. Facebook, Instagram, and all the digital platforms have marked a turning point in this sector, turning it into a public and social event.


An excellent urban video mapping for the launch of a Ralph Lauren store in New York4 marked a turning point in the fashion sector, followed by Zegna, Armani, Gucci, Ferragamo, and many others. Beyond being very well executed, the video mapping’s disruptive force was probably the way the event was communicated: first, due to the huge expectation created and then due to the millions of views it generated on YouTube.


Interior mapping has developed enormously and is a transversal format that has undoubtedly given rise to and is part of the latest and most immersive experiences in new museum, exhibition, immersive event, pop-up, and escape room formats.
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Fig. 4. Mapping 4D by Ralph Lauren
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2.10 Museum Format (MSM)


Since 2009, when Jason de Caires Taylor created the Underwater Museum of Art (MUSA), located on the seabed of Isla Mujeres off the coast of Cancún, Mexico, with more than 500 sculptures that have developed around a reef teeming with life, we can probably call it the world’s first immersive museum.


This artist’s sculptures are an example of marine conservation, as he uses products that are not harmful to the marine environment and encourage the proliferation of underwater life. His work is, on the one hand, a benchmark that contributes to improving the ecosystem and, on the other, an opportunity to admire the underwater world in all its splendor.


What is already immersive in itself, due to its submerged nature, allows for the appreciation of new non-submerged museums that have emerged as immersive. One of them is the MORI Digital Art Museum in Tokyo, opened in 2018 and created by teamLab, a group of Japanese artists who have transformed technology into a vast work of art. Another, opened the same year, is The WNDR Museum in Chicago, which, unlike teamLab, features 20 independent installations.


All museums are designed to offer interactive experiences within a highly immersive experience, but the pandemic is causing a global decline in museum attendance.


In the wake of the pandemic, statistics from Statistica highlight a promising recovery: museums like the Louvre are experiencing a significant increase in visitors. London, often considered the European capital of museums, has experienced a similar trend, with institutions like the Natural History Museum becoming one of the city’s most visited free attractions.


This resurgence is partly attributed to the innovative approach’s museums are taking to attract new audiences, including immersive experiences. At the forefront of this revolution are museums like the Titanic Museum in Belfast in Northern Ireland and the D-Day Museum in France, among many others. Through their innovative use of technology, these museums are setting a new standard for how history is presented and experienced.


Both museums have embraced immersive experiences to engage visitors in the stories of the past in ways previously unimaginable.


Immersive Museums Viewed Without Screens


In the category of immersive museums viewed without screens, we find museums of both analog and digital origin. Even those that call themselves digital art museums have installations with virtual reality projections, and many others that are not digital, such as infinity mirror rooms, with LED strips or lamps, or immersive installations with moving light sources.





2.11 Pop-up Format (PUP)


The translation of the term pop-up is often associated with emergence, temporality, flexibility, adaptability, and inventiveness.


Pop-ups emerged as emerging spaces, for commercial purposes, for restaurants, fast-food trucks, and product sales. This business model involved renting a location with high foot traffic on a short-term basis, usually for a few months or sometimes just a week. Opting for a pop-up was based on the goal of introducing a product, service, or brand and promoting it to as many people as possible.


One of the first pop-up examples we have is the Target store, which in late 2003 set up a novel 150 m2pop-up store for 45 days in the heart of Rockefeller Center, where the latest creations by New York fashion designer Isaac Mizrahi were presented. Shortly after, the American company launched other initiatives in Times Square and even on a boat on the banks of the Hudson River. Thanks to this strategy, Target positioned itself as a pioneer in the experiential marketing phenomenon and demonstrated the appeal of ephemeral and fleeting experiences.


Alongside the trend, a new way of enjoying a special meal began to emerge. It involved offering original menus, prepared directly by a renowned chef, in private homes, basements, or on terraces. These meals were held around a single table and for a maximum of 25 diners who had never met before, making the meal a novel social experience.


These types of pop-up experiences emerged in New York, where limited space and high rental costs made it difficult to organize exhibitions of young artists. Pop-ups were the solution to the problem because, without the need for large organizational and management costs, they became a model for exhibiting emerging artists. This pop-up idea, which originated in New York in 2007, has since spread throughout the world.


The next generation of pop-ups has gone beyond the art world and has been brought into dynamic, publicity-driven entertainment spaces. Unlike most traditional art museums, where touching objects and taking photos is limited, pop-ups are photogenic and interactive. In fact, one of the main differences with traditional exhibition spaces is that pop-ups encourage and invite interaction and experimentation with the objects. Their lighting, shapes, and colors are staged and formalized to serve the visitor’s interaction and experience, resulting in what we call a pop-up experience.


Pop-up museums are part of the Instagram-Ready trend, which promotes ephemeral and immersive experiential spaces, conceived and designed so that Instagrammers can take selfies and express themselves on social media, especially Instagram.


In 2016, the first pop-up museum opened in New York, calling itself the Museum of Ice Cream. This ephemeral and immersive space dedicated to the world of ice cream had very little to do with a museum, but was a significant example of the experience economy. It gave rise to the current Instagram-Ready theme mentioned earlier. In 2018, entrepreneur Vince Kadlubek launched the Meow Wolf pop-up format. As we will analyze later, it is also a fusion of formats that combines, among others, Yayoi Kusama’s infinity rooms, James Turrell’s light installations, and teamLab’s immersive mappings. Meow Wolf has marked a before and after in the world of pop-ups.


The emergence of new pop-up museums and exhibitions raises important questions about their objectives, who they are targeting, and how these new institutions fit into the museum exhibition field. These issues aside, it must be acknowledged that new pop-up museums are incredibly popular. The media is talking about them, and some mainstream museums are already influenced by their practices. Adapting to the public’s new experiential interests is what makes new pop-up art museums so successful.





2.12 Tour Format (TRS)


The word “tour” is derived from the Latin “tornare” and the Greek “tornos,” meaning “turn” or “circle.” The concept of “tour” comes from French and has several meanings. Among tourism industry professionals, a tour is a pre-planned and designed trip or excursion, usually by a travel agency.


Tour


Our format is a visit with a pre-established route, which can be in-person or virtual, and includes a series of points of interest that we call an itinerary.


During the pandemic, the closure of exhibition spaces during the lockdown, the reduction in capacity during the de-escalation, and mobility restrictions boosted virtual tours.


Virtual Tour


Virtual tours are those that involve a digital representation of a real space. Traditional virtual tours, such as those offered by Google, allow users to take a visual tour of a location through images or videos. These tours are generally linear and offer a passive viewing experience, where the user can move freely through the space, but without any further interaction.


During the pandemic, 63% of Spaniards have taken virtual tours of museums or exhibitions, well above the international average of 40%, especially among women and those over 55.


Interactive 360º Tour


It’s an evolution of the traditional concept. These tours not only present a panoramic view of the surroundings through a screen, but also allow for in-depth and personalized interaction. Users can choose their route, interact with specific elements, and immerse themselves in a much richer experience. These tours use advanced technology to create detailed and immersive representations of real spaces, providing an experience that closely resembles being physically present at the location.





2.13 Immersive Theater Format (THT)


Immersive theater redefines audience participation by breaking down traditional barriers between performers and audiences, creating a shared space where narratives unfold in a more personal, experiential, and interactive way.


It is a cultural phenomenon that reflects people’s need to enrich their own reality through the experience of dressing differently, reincarnating, or immersing themselves in other worlds. It is a type of interactive and participatory theater whose main effect is the physical and emotional immersion of the audience in the atmosphere of what is happening in the performance.


The main difference between immersive theater and traditional theater is that immersive theater rejects the division of theatrical space into stage and auditorium, to which we are accustomed. Thus, the spectator is no longer bound to their chair and can move freely and interact with the actors and other spectators; they do not watch from their seats, but are incorporated into the performance space. The atmosphere of the performance is generated through objects and sounds that envelop the audience. Typically, these productions involve multiple stories running simultaneously, allowing the audience to choose between different paths depending on which story they choose to follow.


According to Olga Roginskaya, plays with mystery and crime elements are typically preferred for the immersive theater experience, as is the case with Hidden Evidence: A Murder Mystery Experience by Fernán Núñez. One of the important conditions for creating an immersive performance is that the plot unfolds in a limited, enclosed space, usually a house, a large mansion, an abandoned building, a movie set, a port, or an old theater. The various episodes of the play take place in the rooms of these spaces, and the characters, along with the audience, move freely within them. The degree of freedom of movement or interactivity can vary, and according to several producers, the interaction between the actors and the audience, such as the whispered delivery of a note or a key, makes the action more memorable.


In the United States, the most ambitious and well-known immersive theater project was the British company Punchdrunk’s “Sleep No More.” It premiered in London in 2003, then moved to New York and Shanghai, and concluded its run in early 2025. With Sleep No More, the audience experienced, individually, what happens in a 90-room labyrinth of an abandoned hotel in New York. Immersive theater has become a hot trend in contemporary performing arts since Punchdrunk’s play. It was a role-playing game and an encounter with the fantastic rolled into one, an enhanced theme park. It offered the experience of physically walking into a completely imagined world, one that had only existed on movie screens or in the pages of a novel. It’s no wonder it became a successful tourist attraction.
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Components of immersive experiences formats





Designing an immersive experience requires the use of different resources. Some formats use analog resources, others technological resources, and the vast majority use a combination of both. The nature of formats is very varied, and to understand the properties of each, we must have a comprehensive view of the wide range of resources and tools available today.


To facilitate understanding this large number of variables and data, we have chosen to present all the information in a table in which we group the themes, technologies, and perceptual resources according to their characteristics into groups, which we agreed to call “components” of the formats.


In this chapter we develop the table of the first 5 columns that incorporate in their cells all the possible variables that define immersive experiences, such as themes, technologies, visualizations and perception resources.




3.1 Themes


One of the components that most influences the interest aroused and the success of an immersive experience is its theme. The theme can be decisive in the concretization of the content, the selection of objects and scenes, and their distribution in space and time.
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Table 2. Components of immersive experience formats.






The theme is the starting point for creating the script or story that the experience will tell its visitors.


Following the closure of the Museum of Modern Art (MoMA) in New York for renovations, its director Glenn Lowry stated that “works exist in a historical continuum, but they must address social issues—racism, identity, climate change, immigration—and not just those related to Cubism, Expressionism, or abstraction.”


Based on this statement and analyzing the most popular immersive experiences of recent times, we have selected 14 themes that we consider to be currently trending in the experiential world.





3.2 Technologies


In the second column of the table, we list, in alphabetical order, the so-called immersive technologies most commonly used in the development of many of today’s immersive experiences.


From a broad list of technologies integrated into the culture and entertainment sector, we have highlighted five that lead the immersive market: augmented analytics (AA), artificial intelligence (AI), virtual reality (VR), augmented reality (AR), and mixed reality (MR).


Aside from the classic immersive experience model based on immersion in a 360° virtual environment using 3D glasses, immersive technologies are increasingly being used in installations or ephemeral works created from projections and reflections, in indoor or outdoor spaces, to immerse the public in a large-scale experience without the use of screens or displays.


The growing number of museums, exhibitions, and digital immersive installations demonstrates their importance in today’s market.





3.3 Display viewing


There are two ways to view cultural tours: with a display and directly, that is, without a display (Grevtsova and Sibina, 2018).


We recall that by displays we mean portable devices such as touchscreens on mobile phones, tablets, AR glasses, or VR headsets.


The second group, virtual tours without displays, refers to those that do not require screens, headsets, or glasses for viewing.


The division of immersive experiences based on how we view them is crucial, as the presence or absence of display devices greatly influences the user experience. Experiences viewed through screens are practically static and often do not require movement (whether it is a virtual tour of a painter’s paintings or a virtually reconstructed village), and in many cases are based on two senses: visual and auditory. The incorporation of other senses is being implemented, but these cases are still quite rare.


Another characteristic of screen-based experiences is that they can be viewed remotely from anywhere. On the one hand, we can consider this an advantage because it allows for the creation of mobile experiences that can be held in different parts of the world at the same time. On the other hand, the ability to consume the experience remotely detracts from the on-site experience. On the other hand, the field of screen-free visits has made a considerable leap forward and is growing exponentially in many directions. The so-called infinity mirror rooms, pop-up exhibitions, pop-up museums, digital immersive exhibitions, and immersive theater open many doors to experiencing an experience without limits or barriers. These are experiences created, both digitally and analogically, that allow complete freedom of movement and allow interaction between visitors and actors. Their great advantage is that they can only be experienced on-site. These features significantly increase the level of immersion and achieve memorable and lasting experiences.





3.4 Perception Resources


The widespread use of technology to create fictional and artistic environments has not diminished the importance of analog resources, especially those that evoke sensations. Their importance is growing, and they are increasingly being used to accompany and enhance the experience through the use of technology. Experiences created by activating the senses facilitate immersion. Well-implemented sensory effects make the experience feel real and help memories endure for a long time.













4


Themes





Every year, operators in the immersive experience sector accelerate the pace, improving and innovating their themed offerings.


We’ve seen more gamified experiences and immersive technologies, as well as Location-Based Entertainment (LBE). Food and wine continue to emerge; we must pay attention to well-being, and the horror theme is significant.


In the first edition of the book, we defined 12 themes. To determine whether they remain relevant, we analyzed all the experiences proposed by Airbnb for 2025. These experiences could be defined as Zero Mile experiences, since, as a reminder, they are designed to provide travelers with a deeper connection with the destination they are visiting. Unlike traditional tourism company services, they are run by locals who rent the property, providing a personal perspective on the experience.


Airbnb defines 11 themes:


1. Animals: beekeeping, horseback riding classes or excursions, whale watching, marine life, rescue animals, bird watching, farm animals, pets, wildlife


2. Culture, society, and science: science class, cultural festival, volunteering, cultural dance, talk; culture, factory, social cause, or office tour; and talk about politics, science, social cause, or culture.


3. Entertainment: Fireworks, comedy, games, movies/TV/radio, nightlife, supernatural, circus, dance, magic, music, sporting events, theater.


4. History and Literature: History museum visit, history or literature museum visit, writing classes, literature reading, storytelling.


5. Sightseeing, Shopping, and Transportation: Boat, bicycle, helicopter, scooter, hot air balloon, or airplane tour; museum, shopping, photography, sightseeing, or walking tour; flying lesson or game drive.


6. Wellness: Beauty, bodywork, fortune telling, holistic health, mindfulness, mindset, spa, and yoga.


7. Art and Design: Architecture, street art, or art museum tour; art exhibition, photoshoot; art class, craft, graphic design, photography, interior design, fashion, or visual design.


8. Drinks: Beer, coffee, sake, spirits, wine, tea.


9. Food: Cooking and food preparation, food tasting, market and culinary tours, social dinners.


10. Nature and the outdoors: Backpacking, hiking, plants and agriculture, nature and ecology tours, camping, natural sciences, and environmental causes.


11. Sports: Team sports, combat sports, mountain sports, snow sports, adrenaline sports, outdoor sports, water sports, and fitness.


In our first theme, dedicated to Art, we can consider Airbnb’s 7th theme, dedicated to Art and Design.


The second theme, dedicated to Climate Change, with its resulting problems, including floods and drought, is obviously not included in Airbnb’s scope because tourist trips are generally for pleasure, leisure, business, or experiencing new cultures.


The third theme, dedicated to Sports, coincides with Airbnb’s 11th theme.


The fourth theme, War, Emigration, and Poverty, is also not included in Airbnb’s scope for the same reasons as Climate Change.


The fifth theme, which is Food and Wine, coincides completely with the 8th theme, Drinks and the 9th theme, just as the sixth theme, History and Heritage, coincides with the 4th theme.
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Table 3. Themes of immersive experiences.






The seventh theme, which we call Instaready, is designed for all social media communication activities through photography, and coincides with the activities of Airbnb’s 5th theme.


The eighth is Marketing and Business, which is implicit in all Airbnb experiences for owners.


Nature, which occupies our ninth place, is present in Airbnb’s top 10, and the tenth, Leisure, Fun, and Tourism, practically coincides with number 5. The next, Society, coincides with number 2, and the secondto-last, Health and Well-being, also coincides with number 6.


The last theme, Horror, is new and we’ve incorporated it in this edition because it’s one of the most used in the latest immersive experiences.




4.1 Art, dance


Art is an inseparable part of human beings and is directly related to the development of human societies. It is a means of creative expansion and the channel of human expression par excellence.


Through the various artistic disciplines, communities and individuals can understand themselves, relate to one another, and connect with the world. Artistic productions offer important evidence of civilizations. Through art, it is possible to understand the customs and identity of societies, cultures, tribes, and communities. The concept of art is often associated with that of culture. The concept of culture is broad and encompasses all individual and collective manifestations of a society. This means that culture includes art as well as the beliefs, traditions, values, and customs of a community. The definition of art is subject to debate, not only because every society, every era, and every individual perspective are different, but also because art is approached from a wide variety of perspectives: technical, aesthetic, sociological, philosophical, spiritual, archaeological, ethnographic, anthropological, materialistic, and can include everything from the manipulation of biological matter (bioart) to interventions in political life (political art). Each offers a unique perspective.


The fine arts are the disciplines with which the Western academic tradition has defined its principal forms of artistic achievement or aesthetic representation. They are considered “pure” forms of art because they pursue beauty as an end in itself, without a utilitarian purpose.


The modern meaning of the term “fine arts” emerged during the Renaissance, with the notion of the artist and the recognition of creative expression as an individual act.


Throughout history, various methods of classifying the arts have been used. Around the 19th century, Friedrich Hegel (1770-1831) recognized five forms of fine arts: architecture, sculpture, painting, music, and poetry. Some authors later extended poetry to include all literature and added dance.


In the 20th century, cinema (the seventh art) was incorporated, followed later by media arts such as radio and television, graphic narrative and sequential art (comics and cartoons), and, more recently, digital or electronic arts. Each of these encompasses a variety of practices, styles, and trends.


The fine arts have been considered transcendental and elevated forms of human creation and central foundations of so-called high culture, which distinguishes between elite art and popular or mass art. In this sense, the concept of fine arts is culturally exclusive. Furthermore, because it is linked to European notions of art history, it privileges the Western vision over the aesthetics produced by other cultures.


Contemporary art challenges this concept, and today art is viewed from more plural and diverse perspectives. Currently, the notion of fine arts is considered Eurocentric or limited and has fallen into disuse outside of specific academic circles.


The classical division of the fine arts is established based on the materials used and the way in which they are used, as follows:


Architecture


We understand architecture as the art and technique of designing buildings, spaces, and structures to satisfy human needs through form, functionality, and aesthetic precepts. It is considered one of the fine arts.


Unlike painting and sculpture, architecture is an art that requires the interaction of human beings. It is a “habitable” art that fulfills a specific function, beyond mere contemplation.


In a strictly utilitarian sense, true architecture is conceived and built with the specific purpose of providing spaces for living, working, entertaining, traveling... architecture cannot be separated from a social purpose because, otherwise, it would be a sculpture. However, is every building conceived by an architect necessarily a work of art? For the Greeks, the Parthenon served a religious and social purpose, so it’s highly likely that those who entered the Acropolis and worshipped Athena didn’t stop to consider whether that colorfully painted marble building was, in itself, a work of art. This is where the passage of time and subsequent analysis of a specific work come into play, determining whether or not a building can be considered a work of art.


In four formats we have introduced architecture as a container of art and considered it as chapter 0


In the Performing Arts (ASC) format, at the beginning of the post-pandemic period, we can mention the 18,500 m2 The Shed building by Diller Scofidio & Renfro in New York, which can expand and contract by sliding the telescopic shell on rails into an adjacent plaza to double its surface area and thus offer space for large-scale performances, installations, and events, and also the Sunac Guangzhou Grand Theatre building by Steven Chilton in China. Inspired by silk embroidery, the illustrations of artist Zhang Hongfei, and tattoo art, the design of this building strives to channel the history, emotion, and creative energy of the city, with the aim of nurturing the next generation of cultural leaders in the performing arts format.


Dance


Dance consists of the rhythmic movement of the human body, usually to the beat of music. It uses rhythm as a form of artistic expression. There are different types of dances performed by one or more dancers, such as classical ballet, contemporary dance, or folk dance.


Sculpture


Sculpture is the creation of three-dimensional forms through action on materials such as stone, clay, wood, metal, resin, plastic, or other solid elements and using various techniques such as casting, assembling, modeling, welding, carving, and digital printing.


Music


Music is the art of combining sounds emitted by natural means, such as the human voice, or musical instruments made from materials such as wood, leather, and metals.


It seeks to achieve beauty through harmonically orchestrated rhythms, melodies, and sounds.


Painting


Painting is a discipline that involves using pigments obtained from various natural and artificial sources to create images on surfaces of any kind through color, texture, and shape. The most common surfaces are paper, walls, and canvases made of cotton, linen, or hemp fabrics.


Literature


Literature is an art that uses words aesthetically. It employs rhetorical figures, rhythm, and meaning to compose stories, novels, chronicles, poems, essays, and plays. It is one of the greatest forms of human expression and its origin predates writing, as the first literary compositions were transmitted orally.


Cinema


It is an art form that employs complex technical instruments to capture moving images—that is, light, sound, and time—in sequences of simulated or real events that comprise an audiovisual narrative or discourse.


Cinema is the most recent of the fine arts, as the technical means that enabled its emergence were developed in the late 19th century. However, with the incorporation of the immersive concept, we consider it a new format in this book.


The definitions of art presented below, in alphabetical order, are not included in the classical fine arts and correspond to those we have found in the process of searching for the different experiential formats of this subject.


Anamorphic Art


The word anamorphosis comes from the Greek anamórphōsis, meaning transformation. Therefore, anamorphic art is art that appears distorted at first glance, but when the work of art is viewed from a certain angle or point of view, or with a mirror, the image becomes “normal.”


There are three types of anamorphic art: oblique, which starts with flat works and plays with viewing angles; volumetric, which plays with the point of view; and cathoptic or reflected art, which plays with mirrors, usually cylindrical or conical.


Digital Art


Digital art is a form of artistic expression that uses digital technology as its primary medium to create works of art.


This type of art can manifest itself in various forms, such as digital images, animations, videos, interactive installations, generative art, among others. Works can be created from scratch using graphic design programs, 3D modeling, or digital art software, or they can incorporate digital elements into physical works through augmented reality technology or multimedia integration.


Some associate digital art with the dematerialization of works, in the sense that they are not tied to a physical medium and can even be accessed virtually.


Another view links digital art with interactivity, considering that the viewer becomes involved, participates, and even receives some kind of reaction from the work in question.


“The idea of interactivity is something that broadens the feeling of the relationship with art, because normally art is fixed and you have the feeling that it is, but you can’t modify the piece. With digital, you can interact and create a variation that I think is different from other media,” Miguel Chevalier told The Korea Times (2023).
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Fig. 5. Jonty Hurwitz created an atypical work: the sculpture “Kiss of Chytrid”, which represents a frog in anamorphosis on a cylindrical mirror5






Electronic Art


Electronic art is an art form that uses electronic media. More broadly, it refers to electronic technology and/or media. It is related to information art, new media art, video art, digital art, interactive art, internet art, and electronic music.


The term electronic art is almost synonymous with computer art and digital art. The latter two terms are primarily used for computer-generated visual artworks. However, electronic art has a much broader connotation, referring to artworks that include any type of electronic component, such as works of music, dance, architecture, and performance. It is an interdisciplinary field in which artists, scientists, and engineers often collaborate to create their works.


Interactive Art


Interactive art is an art form in which the viewer is actively engaged by the artist to achieve the purpose of the artwork. This participation may include allowing the visitor to walk around, within, or on the art installation, or even becoming part of the work. Works in this category often feature computers, sensors, and interfaces that respond to various stimuli, such as weather changes, heat, movement, or other types of data programmed by the artist.


Multimedia Art


It is an artistic technique that combines multiple forms of media, such as visual, audio, and digital elements, into a single composition. It is distinct from mixed-media art, which involves combining several traditional art materials into a single work.


Multimedia art often integrates technology, such as video, sound, or interactive components, allowing artists to create dynamic and immersive experiences. Artists can develop new, personal techniques by mixing these diverse media, which contributes to their unique artistic style.


Media Art


It refers to all artistic contributions created using new technologies and emerging media. Synonyms such as electronic, digital, interactive, or multimedia art are often used.


Street Art


Street art, or urban art, is a form of artistic expression using informal techniques and resources, used to illustrate various surfaces in the urban environment freely and even illegally. Consequently, urban art is any type of art created in public spaces, primarily using the street, with the aim of conveying messages that impact political or social criticism.


As a movement, it originated in Philadelphia in the 1960s. At that time, it was known as Bombing, because a group of artists bombarded the city’s walls with protest messages. The movement moved to New York, especially the Bronx, where young people began to capture all kinds of images on walls, especially in subway stations.


It began to spread as graffiti and, from that moment on, became the expression of a subculture closely related to other artistic movements, such as musical genres like rap, hip-hop, and breakdance.


In its early days, it straddled the fine line between aesthetic, political, or social expression and vandalism, which is why street artists concealed their identities and used artistic pseudonyms.


Over time, street art has evolved and matured, gaining a foothold in sectors that encourage research into its changing meaning.





4.2 Climate change, ecology and recycling


Art is an inseparable part of being human and is directly related to the development of human societies. It is a means of creative expansion and the ultimate channel of human expression.




4.2.1 Climate change


According to the United Nations, climate change refers to long-term changes in temperatures and weather patterns. These changes can be natural, due to variations in solar activity or large volcanic eruptions. However, since the 19th century, human activities have been the primary driver of climate change, primarily due to the burning of fossil fuels such as coal, oil, and gas.


The burning of fossil fuels generates greenhouse gas emissions that act like a blanket around the Earth, trapping the sun’s heat and raising temperatures.


The primary greenhouse gas emissions that cause climate change are carbon dioxide and methane. These come from the use of gasoline or coal. Land and forest clearing can also release carbon dioxide. Agriculture and oil and gas-related activities are major sources of methane emissions. Energy, industry, transportation, buildings, agriculture, and land use are among the main emitters.


Climate scientists have shown that humans are responsible for the global warming of the last 200 years. Human activities generate greenhouse gases that are raising the planet’s temperature at the fastest rate in the previous 2,000 years.


The Earth’s average temperature is now 1.1°C higher than it was at the end of the 19th century, before the Industrial Revolution, and higher in absolute terms than in the last 100,000 years. The last decade (2011-2020) was the warmest on record. Along those lines, each of the last four decades has been warmer than any other decade since 1850. Many people think that climate change primarily means warmer temperatures. But rising temperatures are only the beginning of the story. Because the Earth is a system, in which everything is connected, changes in one area can influence changes in all the others. The consequences of climate change now include, among others, intense droughts, water shortages, severe wildfires, rising sea levels, flooding, melting ice caps, catastrophic storms, and declining biodiversity.


According to the European Commission (EC), climate change affects all regions of the world. The ice caps are melting and sea levels are rising. Extreme weather events and floods are becoming more frequent, and heat waves and droughts are being recorded.


A logical consequence of these statements is that 2019 became the year in which the Fridays for Future youth movement managed to mobilize tens of thousands of people, and a multitude of social organizations supported what can now be considered one of the most successful initiatives in the fight against climate change.


Such a worrying issue made it, just before the pandemic, the central theme of many artists’ works.


An example of this is Jason de Caires’s 2017 immersive sculpture, which contributed to raising awareness of the problem of the degradation of the Maldives coral ecosystem, caused by changes in water temperature caused by climate change. Another example from the same period was the immersive exhibition Icebergs, created by James Corner at the National Building Museum in Washington. It consisted of a large blue mesh cube, the upper part of which corresponded to the current waterline, below which, due to climate change, 75% of the mass of icebergs lies.


In Barcelona’s Zone of Hope, an interactive immersive installation, which we could describe as hyper realistic immersive theater, the action’s theme showed the consequences of climate change that the city would suffer if immediate action was not taken. The level of awareness achieved was significant, as evidenced by the fact that, in parallel, the Catalan government implemented the Climate Change Law, which affected more than three and a half million vehicles, with a tax based on the gases emitted.


After the pandemic, it continues to be a topic of criticism for many artists, and we present it in the book





4.2.2 Ecology


Ecology is the science that studies the relationship between living beings and the environment in which they develop. It also studies how they are distributed and why they are abundant in a given area, and how these properties are affected by the interaction between organisms and their environment.


The environment includes physical properties, such as the sum of local abiotic factors, such as climate and geographical features, and the other organisms that share that habitat (biotic factors).


Rising global temperatures are impacting global ecology. This is exacerbated by the loss of habitat quality and quantity due to unsustainable land management activities, such as deforestation and pesticide use. A 52% decline in global wildlife populations has been reported between 1970 and 2010. UK species at risk include the dormouse, the red squirrel, the water vole, as well as many birds and butterflies.





4.2.3 Recycling


Recycling is the collection and processing of waste such as paper, cardboard, glass, and plastic. This involves creating new products based on those same materials. This represents a new opportunity for the Earth, which can be protected by understanding the benefits of recycling, the correct way to separate waste, and the challenges this activity faces in the coming years.


Recycling is a recurring topic today because it is closely linked to the fight against climate change. Recycling allows for lower energy consumption, which generates less CO2, reduces the greenhouse effect, and therefore contributes to the fight against climate change.


If we recycle, we reduce the work involved in extracting, transporting, and processing new raw materials, which leads to a significant reduction in the energy used to carry out these processes.


Recycling helps the planet and contributes to the fight against climate change, and our cardiovascular and respiratory health will be better the lower the level of this type of pollution.


Many artists have found ways to create art by recycling everyday objects, such as French artist Bernard Pras, who recreated famous works of art by reusing waste, or Portuguese artist Bordalo II, who painted street trash to make it look like beautiful animals. Each with a distinct style, but sharing a common thread.






4.3 Sports


In 2023, we witnessed the launch of several attractions based on professional football clubs.


Manchester City and Real Madrid are the football clubs that have opted for LBE. The former by expanding the Etihad Stadium with a new fan zone and other year-round experiences, such as food and beverage outlets, a new club store, a museum, and a 400-bed hotel. Real Madrid World, with Dubai Parks and Resorts, is the world’s first football theme park.


Esports are a current technological trend. Global revenue from competitive gaming is estimated to reach nearly $1.4 billion in 2022. Esports have an approximate audience of more than 530 million people worldwide. Two out of three Americans are gamers. In response to these statistics, both Cedar Fair and Six Flags, which have reached an agreement to merge, have added new esports venues to their parks.


However, the biggest esports development of 2024 is the Populousdesigned esports stadium at the Qiddiya megaproject in Saudi Arabia. The 5,155-capacity stadium has the largest combined number of video screens of any esports stadium in the world. It also features 4D haptic seating. The venue is designed to resemble a fantasy world: it includes an arcade, a food souk, and an immersive entertainment and retail area.


“We are proud to have been able to combine our extensive knowledge of esports venues and technology with Qiddiya’s vision of creating a world-leading stadium for competitors and fans alike. This stadium will be unique in esports in both scale and user experience,” said Rhys Courtney, Senior Director of Populous EMEA. Populous is behind some of the world’s most advanced esports venues, including Esports Stadium Arlington, Fortress Melbourne, and the NBA 2K League Broadcast Arena. Its Qiddiya City stadium is part of a gaming and esports district, which houses four sports venues.





4.4 Enogastronomy


An analysis of the demand for food and wine tourism in Spain, conducted by Dinamiza and endorsed by the Ministry of Industry, Tourism, and Commerce, concluded that more than half of the Spanish population (53.95%) states that gastronomy and wine influence them when choosing a travel destination, that 7 out of 10 tourists (71.62%) have taken a trip for food and wine, and that 16.34% admit to being registered with a food and wine-related media outlet, of which 50.33% are specialized websites.


It is therefore not surprising that gastronomy and wine are two of the most frequently mentioned topics in immersive experiences.


One of the first immersive dining experiences in Europe took place in 2004. Didier Roche, a blind entrepreneur and vice president of the French association for the blind, Paul Guinot, opened the restaurant “Dans le noir” in Paris, which means “in the dark.” In this French chain’s restaurants, the dining experience takes place entirely in the dark; diners are blind to enhance their other senses, and the wait staff is blind. It was so successful that there are currently “Dans le noir” restaurants in 11 cities in 8 countries.


Food and wine tourism is positioned as a key driver in the development of the tourism sector, integrating the history, cultural roots, and traditions of the regions into an experience that attracts an increasing number of travelers. This trend was analyzed at the BTO (Be Travel Onlife) event, held at Stazione Leopolda in Florence, a meeting that combines tourism and technology, organized by various Tuscan institutions.


The event highlighted that food and wine has become a decisive factor in choosing destinations. According to data presented by the Polytechnic di Milano, gastronomy is the main reason for traveling for 14% of American tourists, while in Europe the percentage is lower, with 10% in Italy, 9% in Switzerland, and 6% in Germany. This information was accompanied by an analysis of the use of generative artificial intelligence tools in travel planning. In this regard, the United States leads with 38% of users who employ these technologies, followed by Switzerland (23%), Germany (17%) and Italy (15%)


This trend directly influences the development of strategies that combine wine, gastronomy, and technology, with a particular emphasis on the role of artificial intelligence. The conference, titled “Artificial Intelligence in the World of Wine and Wine Tourism: What Scenarios for the Future?” explored how these technologies can personalize tourist experiences, optimize winery processes, and support professionals such as sommeliers. The “Aromi d’Italia” project, promoted by the Ministry of Tourism and the Tuscany Region, was also presented. This project seeks to promote regional products and gastronomy by identifying characteristic aromas associated with each local cuisine, creating a sensorial connection with visitors.


In 2023, global bookings reached $722 billion, with projected annual growth of between 6% and 9%, which could bring the figure to $824 billion by 2026. This growth is closely linked to digitalization, as online bookings have increased from 49% of the total in 2019 to a forecast of 65% by 2026. This highlights the importance of integrating advanced technologies into the promotion and management of tourist destinations, consolidating food and wine tourism as a dynamic and constantly evolving segment.


The food and wine trend of immersive experiences continues to grow. Visitors expect food and beverages to be themed with a surprising, distinctive, or immersive environment.


Immersive gastronomic experiences


Immersive gastronomic experiences elevate the act of eating beyond mere sustenance, combining gastronomy with storytelling, art, and technology to engage diners in a multisensory journey.





4.5 War and emigration


Immigration is one of the most controversial global phenomena. In Europe, the migration crisis of recent years has led to thousands of people emigrating from conflict-ridden countries in Africa and the Middle East dying in shipwrecks and other accidents before reaching European countries as immigrants. The same has happened in the United States.


All developed nations, and many developing ones, severely restrict immigration, justifying this policy economically with the unfair competition that low-cost labor represents for citizens and the burden that immigrants represent for public social services—arguments that are difficult to defend.


Even if these arguments were true, the border closure policy raises serious issues regarding respect for human rights and is a clear violation of the Universal Declaration of Human Rights, which states in Article 13: “Everyone has the right to freedom of movement and residence within the borders of each State. Everyone has the right to leave any country, including his own, and to return.”





4.6 History, culture and heritage




4.6.1 History


History is a discipline that allows us to understand the past and its influence on the present and future. Through the study of past events, we can learn about the processes that have shaped humanity and different societies throughout time. History is not limited only to political and military events but encompasses all aspects of human life, such as economics, culture, art, and science.


Furthermore, history helps us understand how civilizations have developed, their changes and continuities, and how they have interacted with each other. By analyzing historical documents and sources, we can reconstruct events and gain a more accurate view of the past. History also helps us develop historical awareness, fostering critical thinking and constant dialogue to understand our own context and identity. In short, history is a powerful tool that helps us understand who we are and how we got here.


A trend in the exhibition treatment of history is historical experiences, which involve traveling back in time and reliving the past in new and captivating ways.


The Shakespeare Museum is located on the site of an Elizabethan theater in East London, it reproduces the sights, smells, and sounds of Shakespeare’s London in 1598 using artificial intelligence (AI). “This will be Shakespeare as it has never been experienced before,” says Harry Parr, co-founder of Bompas & Parr.


Also in London, around the same time, the mile-long Kingsway Stock Exchange tunnels will become a unique cultural experience. The story of the secret World War II tunnels comes to life through high-resolution displays, interactive structures, scent-emitting technology, and hundreds of individual acoustic speakers.


Separately, an experience at the Carrickfergus Museum explores Ireland’s last witch trial through virtual reality (VR) technology from technology firm Sentireal for Ulster University. The VR project “has allowed us to bring this important part of our history to life in a way that will engage people in the 21st century,” said Dr. Helen Jackson, senior lecturer in interactive media at the University of Ulster.


Sarner’s 878AD is an immersive experience that replicates the Anglo-Saxon world through an interactive exhibition with live performances before a tour of Winchester using an Augmented Reality (AR) app. It reconstructs a key moment in history, the defeat of the Vikings by Alfred the Great in 878, thanks to a partnership with video game developer Ubisoft.


In an era of digital media dominance, museums are experiencing a resurgence and captivating new audiences by transforming historical narratives into dynamic, immersive experiences. After the global decline in museum attendance due to the pandemic, statistics from Statistica highlight a promising recovery. Museums like the Louvre are experiencing a significant increase in visitors. London, often considered the European capital of museums, is experiencing a similar trend, with institutions like the Natural History Museum becoming one of the city’s most visited free attractions.


This resurgence is partly attributed to the innovative approaches’ museums are taking to attract new audiences, including immersive experiences.


Institutions like the Titanic Belfast in Northern Ireland and the D-Day Museum in France. Through their innovative use of technology, these museums are setting a new standard in how history is presented and experienced.


The Titanic Belfast transports visitors back to the early 20th century. Its interactive galleries offer insight into the ship’s design and construction and the tragic story of its maiden voyage. The infamous RMS Titanic was a British passenger liner that sank in the North Atlantic Ocean on April 15, 1912, after striking an iceberg. Similarly, the D-Day Museum in Arromanches-les-Bains, on the northern coast of France, uses immersive exhibits to recount the monumental events of the 1944 Normandy landings during World War II. Visitors are able to understand the enormity of the operation and the bravery of those involved.


Trend toward improved storytelling


Immersive experiences in museums and heritage sites have been shown to improve storytelling. They offer a more engaging narrative that challenges conventions and engages visitors more actively in exploring history. This approach makes the learning experience more enjoyable, but also makes it more impactful, fostering a deeper understanding and retention of historical facts.


Tendency to foster emotional engagement


Immersive experiences have the unique ability to provoke emotional responses. They can increase empathy among visitors, making the historical events they chronicle more relatable and impactful. By placing visitors in the midst of historical reconstructions, museums can create powerful social experiences, whether experienced in groups or alone.


The shared experience of navigating the immersive spaces of the Titanic Belfast or the D-Day Museum encourages discussion and reflection. The result is a deeper emotional connection with the stories presented.


Trend toward authenticity and interaction


In an age where authenticity is highly valued, immersive experiences also offer a sense of authenticity that traditional exhibitions often fail to provide. Despite using digital technologies, these experiences remain rooted in physical reality, allowing visitors to fully engage their senses as they explore.


The immersive installations at Titanic Belfast and the D-Day Museum allow visitors to interact with history in a tangible way, changing their relationship to space and its stories.


The D-Day Museum, for example, depicts the invasion and subsequent construction of one of the two artificial harbors known as Mulberry Harbors. The Mulberry B was built in Arromanches to transport men, equipment, and supplies inland during the summer of 1944, obviating the need to immediately capture the heavily fortified deepwater ports of Cherbourg and Le Havre. Logistics were key in the liberation of Europe. At its peak, a truck full of supplies left the artificial port every 80 seconds on average.


In one area, Panasonic projectors project images of the Mulberry B Harbour building onto a transparent holographic canvas, placed in front of windows overlooking the English Channel. This allows visitors to witness the artificial harbor being rebuilt on the beach, just as it was done in less than ten days in 1944.





4.6.2 Cultural heritage


Cultural heritage is a specific set of tangibles, intangible, and natural assets that are part of social practices, to which values are attributed, transmitted, and then reinterpreted from one era to another, or from one generation to the next. Thus, an object becomes, or ceases to be, heritage or cultural heritage through a process and/or when someone— individual or collective—affirms its new status.


The fact that cultural heritage is formed through a social and cultural process of attributing values, functions, and meanings implies that it is not something given once and for all, but rather the product of an ongoing, complex, and contentious social process of constructing meanings and senses. Thus, the objects and assets protected acquire a purpose to exist as they open up to new meanings and are associated with a present culture that contextualizes, recreates, and interprets them dynamically.


The value of these cultural assets and manifestations lies not in a faithfully recovered past, but in the relationship that people and societies establish with these traces and testimonies in the present. Therefore, citizens are not merely passive recipients but subjects who understand and transform this reality, enabling the emergence of new interpretations and uses of heritage. As UNESCO has emphasized, the term “cultural heritage” has not always had the same meaning, and in recent decades it has undergone a profound change. Currently, this is a more open notion that also includes expressions of present culture, not just of the past.


Moreover, while this concept once referred exclusively to monuments, it has gradually incorporated new categories such as intangible, ethnographic, and industrial heritage, which, in turn, have required new conceptualization efforts. Along with this, greater attention has been paid to the performing arts, languages, and traditional music, as well as to the philosophical, spiritual, and informational systems that constitute the framework for these creations. Therefore, in this thematic section, we mention monographic exhibitions by artists such as Es Devlin, James Turrull, and Refik Anadol, because the monographic works of these artists, which are a benchmark of contemporary art, are indisputably part of the world’s cultural heritage.






4.7 Insta ready


Just before the pandemic, the Instagram community, a term referring to Instagram users, reached 1 billion active users. Their passion for photography turned them into igers, a term that identifies people who are very active on Instagram due to their many daily posts and interactions.


With their smartphones in hand, they continue to record and store gigabytes of photos. They find and capture the surprising aspects of everyday life, apply filters based on their emotional states, and share them on social media.


Influenced by this trend, since 2016, so-called Instagram-ready exhibitions have begun to be created—ephemeral, immersive spaces with visual experiences, conceived or designed so that Instagram users can take selfies and share their experiences on social media.


Eager to learn, exchange knowledge, and travel, Instagrammers have been organizing InstaMeets in the world’s most iconic cities since 2011. Today, it is estimated that there are 520 InstaMeets worldwide. Based on their photographic experiences, they create themed routes, popularize destinations, and attract new audiences to hidden and unknown places, thus generating new models of cultural tourism. They are key players when it comes to participating in and organizing exhibitions.


Igersmap is the first world map created by and for Instagrammers. It is already available in nine Spanish cities, and its main objective is to help discover the favorite spots of local Instagrammers. Although the term Insta-ready (Grevtsova, 2019) seems to refer to an immediate-action beauty product, in our case, it is an abbreviation of Instagram ready, and the literal translation would be “prepared or designed for Instagram.” These are ephemeral, immersive spaces with visual experiences, designed to create fantastic opportunities for Instagram visitors to express themselves in a surprising and evocative aesthetic environment.


37% of Instagram users are between 25 and 34 years old, six out of ten online adults have Instagram accounts, and 95 million photos and videos are shared daily on Instagram.





4.8 Marketing and bussiness


Marketing is the process by which a company identifies, anticipates, and satisfies consumer needs through the creation, promotion, and distribution of products and services.


Philip Kotler, a key figure in modern marketing, defines it as a social and administrative process by which individuals and groups obtain what they need and desire through the creation and exchange of value with others.


Marketing has undergone a continuous and profound transformation, adapting to technological and social changes over time. This journey has not only redefined the way companies relate to consumers, but also how consumers interact with brands.


The first traces of what we understand today as marketing date back to ancient civilizations, where trade was conducted primarily through barter. With the invention of currency and the emergence of local markets, rudimentary persuasion techniques began to develop to improve product weaknesses and increase customer base. During the Industrial Revolution, mass production and improved transportation systems allowed brands to reach a wider audience, marking the beginning of modern marketing. Creating large-scale products requires differentiation in a saturated market, leading to the development of promotional and advertising strategies. During the 20th century, marketing consolidated its position as an essential discipline for any company or brand. The explosion of media such as television and radio allowed for the creation of strategies and commercials to capture the attention of the ideal customer. The definition of marketing given by the American Marketing Association began to take shape, highlighting the importance of understanding and satisfying market needs and consumer desires. The arrival of the internet at the end of the 20th century completely revolutionized the field of marketing, ushering in the era of digital marketing. Digital marketing encompasses various tools and techniques such as SEO (Search Engine Optimization), email marketing, and social media advertising campaigns, which become pillars of any digital strategy.


In today’s world, marketing has become a highly technological and data-driven discipline. Artificial Intelligence (AI) and Big Data allow marketers to analyze large volumes of information to identify opportunities, design effective strategies, and improve customer experience.


Marketing plays a crucial role not only in business but also in our daily lives, constantly influencing us. From artificial intelligence and social media to traditional media advertising, marketing is everywhere.





4.9 Nature


Since the dawn of humanity, nature has been an inexhaustible source of inspiration for artists. Its beauty, complexity, and diversity have motivated creators from all disciplines to represent, reinterpret, and engage with the natural environment. This connection between art and nature not only reflects human admiration for its surroundings, but also our symbolic and spiritual relationship with the world we inhabit.


In the earliest artistic expressions, we see how prehistoric artists depicted scenes of hunting and animals, representing their direct connection with their surroundings. Nature was seen as a powerful, often divine, force to be respected and understood.


In Greek and Roman civilizations, nature was glorified in art as a reflection of the order and beauty of the world. Nature was considered a perfect setting that framed the stories of gods and heroes, symbolizing the harmony and balance so valued by ancient philosophers. Romanticism, which flourished in the late 18th and early 19th centuries, embraced nature in a more emotional and introspective way. Romantic artists saw nature as a manifestation of human feelings.


During the Renaissance, artists rediscovered the observation of nature as an essential technique. Leonardo da Vinci, with his observation of the natural world, exemplifies this approach. Linear perspective and the study of light and shadow in nature allowed artists to create realistic compositions.


In modern art, nature takes on new interpretations. Movements such as Impressionism capture it with spontaneous brushstrokes, exploring the effects of light and atmosphere. Others, such as Land Art, make nature their own canvas, using natural materials and transforming the environment into ephemeral works.


In contemporary art, nature remains a recurring theme, but with more conceptual and critical approaches. Artists not only celebrate its beauty but also question the human impact on it. Works that address issues such as climate change, biodiversity, and sustainability seek to raise public awareness and consciousness about the fragility of ecosystems.


For example, artists such as Andy Goldsworthy and Olafur Eliasson create installations that explore the interaction between natural elements and human perception. Through these works, we not only contemplate nature, but also reflect on our relationship with it.


Conceptual art has also taken nature as a starting point to explore ecological and philosophical themes.


In many cultures, nature is more than an aesthetic inspiration: it is a symbol charged with spiritual significance. In Japanese art, for example, the concept of wabi-sabi highlights the beauty of the ephemeral and imperfect, often represented through landscapes, flowers, and natural elements. On the other hand, in indigenous cultures, nature is intertwined with mythologies and traditions, becoming a narrative protagonist in art.


Nature, with its infinite diversity and ability to evoke emotions, is an essential creative driver for artists. Beyond its representation, it invites us to reflect on our place in the world and our responsibility toward the environment.


In times of ecological crisis, art inspired by nature not only recalls its beauty but also calls for its protection and appreciation as a source of life and creation.





4.10 Fun, leisure, and tourism


The evolution of the concept of leisure has changed considerably from ancient times to the present day, as major transformations in society have taken place, including in the economy, law, and technology, to the point that it is now considered one of the most important economic activities.


According to Primo W. (2017), leisure, from the philosophical and elitist concept of Greek society, became more popular during the Roman period, imposed by the emperors who, in order to dominate the people, involved the general public in having fun during their free time.


At the beginning of the Renaissance, a type of leisure inspired by play emerged, seeking to abstain from activities such as war, politics, sports, science, or religion (Henández and Verónica, 2005). As a consequence of the impulses of the Calvinist reforms, which defended the ethical and religious value of work in 17th-century Europe, leisure was considered a personal and social vice. Thus, an unproductive conception of leisure time, opposed to work, emerges, whereby Protestants do away with the worship of saints and the holidays dedicated to them, and make them productive. In this sense, work is a humanizing factor through whose experience man finds fulfillment (Sastre, 1984).


The Industrial Revolution (1760-1840) saw radical changes in the workplace as a result of the mechanization of production, responding to a population demanding work and material goods. This situation was exploited by early industrialists, who imposed long working hours and low wages. Consequently, its social implications, both urban and rural, affected free time and leisure, given the emergence of nightlife and a service sector in cities that were detrimental to the productive sector (Álvarez, 2011).


The working masses, becoming aware of their precarious living conditions and grueling workdays, held numerous demonstrations and protests to demand their rights. This was materialized by the reduction of working time or individual time, which was called “free time” (Álvarez, 2011). Subsequently, the Second Industrial Revolution (1870-1920) brought about significant changes in society’s habits, due to the development of telecommunications and increased business productivity, giving workers more time to devote to leisure activities. Since 1970, the Third Industrial Revolution began to consolidate with significant advances in satellite communications, the internet, microelectronics, and social media, among many others, involving the entire society in the widespread use of digital technologies in all areas. Regarding the advances in computing brought about by this technological revolution, the way we work, produce, enjoy, and learn has also changed. From the Industrial Revolution to the technological age, citizens’ lives have been defined by three models. The first is the “productivist model,” derived from industrialization, which makes work the sole reference point. The second is the “distribution model,” corresponding to the post-industrial era, in which, in addition to work, free time appears, thus initiating a relationship between leisure time and work and obligations. Finally, there is the “leisure model,” nourished by the technological age, which collectively affects free time, work, and the everyday (Valls, 2004).


In this way, leisure takes on the form of liberation from work, which is why it is understood as a condition of happiness and freedom. New technologies and the proliferation of internet use have generated a spatio-temporal rupture, replacing the physical setting of interaction with a virtual setting, allowing consumers to access a wide range of services. This is where digital leisure and the entertainment industries emerge.


The way artists, studios, and companies have adapted to changing distribution and revenue models has often been a decisive factor for long-term survival in this new media environment. Furthermore, the disintermediation effect of platforms ranging from YouTube to Kickstarter is a global phenomenon, and the barrier between consumer and creator has been abolished.





4.11 Health, wellbeing and religion


According to Gilles Lipovetsky (2019), a French philosopher and sociologist, the ideal of current design is no longer functional or objective rationality, but rather sensory experience, the amenity of objects and the environment, and the improvement of well-being and perceived qualities.


This concern and pursuit of well-being, or Well-Being, is the penultimate of the themes we have selected as a trend. Well-Being is understood as the experience of health, happiness, and prosperity, which involves having good mental health, high life satisfaction, and a sense of meaning or purpose. In general, we understand well-being as feeling good.


One possible classification is to consider four main types of well-being: emotional well-being, physical well-being, occupational well-being, and social well-being.


Emotional Well-Being


We understand emotional well-being as the ability to practice stress management techniques, be resilient, and generate the emotions that lead to good feelings.


Physical Wellbeing


Physical wellbeing is the ability to improve your body’s functioning through healthy eating and exercise habits.


Workplace Wellbeing


Workplace wellbeing is the ability to pursue interests, values, and purpose to achieve meaning, happiness, and professional enrichment.


Social Wellbeing


Social wellbeing is the ability to communicate, develop meaningful relationships with others, and actively participate in a given community, culture, and environment.


Immersive Wellbeing


After the pandemic, immersive wellbeing experiences have emerged. We’ve seen this concept at Therme Group and teamLab. In 2021, Therme Art became a strategic investor in Super Superblue, an immersive art experience. Therme Art works with artists and architects to commission and develop wellness resort projects. The company combines digital art experiences with wellness attractions.


At its resorts, Therme merges water attractions and wellness treatments with art, nature, and technology, providing a unique visitor experience. Highlights range from wave pools and water slides to immersive digital art and botanical gardens.


Like Therme, teamLab has also merged art and wellness with TikTok teamLab Reconnect. The experience was an art and sauna exhibition in Tokyo where visitors could experience artwork while alternating between hot saunas and cold baths before entering a neurological state called a “sauna trance.”


Area15 in Las Vegas already offers wellness experiences. These include immersive yoga classes with cutting-edge sound and 360-degree projections and a psychedelic breathwork experience where attendees are surrounded by immersive visuals. Separately, design studio Electric Jelly has created a concept for an anger room and a spa experience for the heartbroken.


TRIPP is an app based on scientific research that aims to improve well-being through daily meditations, personalized experiences, and mindfulness journeys. Documented by Alba García Lázaro. Another wellness-related experience that has emerged in recent years is Collective Act’s Dreamachine. This scientific study and immersive attraction is designed to take audiences on a magical journey into their own minds using only light and music.





4.12 Society, inclusion and happiness




4.12.1 Society


We understand society as a group of people, communities, or nations that share certain common elements, such as norms, values, traditions, language, and a social structure that regulates relationships and coexistence.


Society allows us to benefit from other people: intellectually, personally, and professionally. Sharing with others who are different from you allows you to learn about different points of view, different ways of working, and customs that are not always the same as your own.


Social life is based on the relationships established with family, neighbors, friends, coworkers, and other people to whom one feels connected in some way, and which meet basic human needs such as being included, feeling safe, and feeling loved.





4.12.2 Inclusion


Social inclusion is the process of improving the abilities, opportunities, and dignity of people who are disadvantaged due to their identity, so that they can participate in society.


Social inclusion is associated with a person’s labor or social integration into society. It involves considering every human being on equal terms, without prejudice of any kind, and ensures that all people, without distinction, can exercise their rights and guarantees, take advantage of their abilities, and benefit from the opportunities available to them.


Social inclusion is fundamental because it ensures that all people, regardless of their characteristics, have the same opportunities to participate fully in all aspects of life in society. This promotes equity and justice by reducing inequalities and improving social cohesion.


To achieve social inclusion, measures such as universal access to the public education and health systems, promoting job placement, and ensuring decent housing are needed.





4.12.3 Happiness


Happiness is an emotion or state of mind experienced by a conscious being when they reach a moment of contentment, well-being, or when certain desirable goals have been achieved. Happiness is a state of general well-being, while joy is an emotion originating from a pleasurable reason and is short-lived. The idea of happiness refers to a situation in which one experiences more positive than negative emotions and a sense of optimism in the face of obstacles.


For psychology, happiness is a positive emotional state that individuals achieve when they have satisfied their desires and achieved their goals. It is measured by each person’s ability to find solutions to the various aspects that make up their daily lives.


Happiness consists of living in full conformity with the entirely rational order of the world and allows us to achieve a balance between physical, mental, and social health.






4.13 Science, science fiction and technology


Technology comes from the Greek and means art, craft, or skill. Therefore, technology is not a thing but a process, the ability to transform or combine something already existing to build something new or give it another function. It is the application of science to solve humanity’s problems and needs in an innovative and efficient way, without causing the depletion or degradation of the planet’s material and energy resources, thus favoring the reduction of social inequalities.


The origin of technology dates back 2.5 million years, when the first members of the genus Homo began making rudimentary stone tools and focused all their efforts on survival.


Since prehistory, humans have sought those instruments, utensils, or technologies that could satisfy their basic needs, such as food, clothing, shelter, and protection. Over the centuries, and considering the idea of the individual as part of a community, new aspirations and desires emerged that addressed communication, transportation, social relations, and even aesthetic and bodily pleasures—referring to beauty, leisure, and culture in all its forms—which led to the modernization of technologies.


From the earliest human beings to the present day, several Technological Revolutions have occurred. These are understood as a process within history where progress, development, or innovation has impacted society, producing profound changes in human life. These changes produce a series of important transformations, whether in scientific, economic, and technical matters, as well as in labor and production management and organization systems, not to mention ecology, education, health, nutrition, and communications. From the Stone Age, where the first tools made from sticks, stones, and bones emerged, to the mastery of fire, which significantly improved human conditions and habits, allowing them to modify the composition of food for consumption, enabling lighting, heat in homes, and even protection from the wild, taking life beyond daylight hours.


The Ancient Age is considered by many to be the First Great Revolution due to its profound impact on the agricultural and economic systems of the time, marked by innovations such as the wheel in Mesopotamia around 5000 BC and the abacus around 2700 BC.


The Middle Ages saw the emergence of the compass in the 9th century.


The Modern Age, marked by the printing press in the 15th century, the microscope at the end of the 16th century, and the steam engine and telegraph throughout the 18th century, saw the First Industrial Revolution. The Second Industrial Revolution, which brought electric light, the telephone, and the standardization of the first automobiles in the 19th century, represents the greatest set of economic, technological, and social transformations in human history since the Neolithic period, due to its advancements in agriculture, trade, and industry.
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