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Immersion arts represents a new set of technological and aesthetic standards of 

paramount importance that support the sensual experience and actual immersion 

of the spectator in its surroundings. This kind of emerging Arts still raises questions 

about whether the frameworks of understanding of the old forms of Visual Arts, 

and even understanding our relationship with it, is out of date? 

The research identifies types of Immersive environments, the planetarium (the 

subject of research), simulators, the cave, panorama displays, the IMAX and the 

Head mounted display. It also addresses, dome types and classify it into two 

categories: fixed and portable. 

In addition, the study deals with the restrictions and limitations of the presentation 

of Immersive Art work applications, such as rapid visual changes occurring in the 

360 ° environment, which can’t be in large quantities, and the traditional full dome 

offers tend to use long scenes, with the gradual transfer between shots at cuts, 

specially cares about both the location of objects in space and the speed of 

movement. 

It is clear from the research that there are considerations that must be taken into 

account by the Artist and the animators in the production of the Immersive Art 

work due to the difference in the nature of the medium in addition to some general 

criteria which are related to the frame rate, resolution and frame structure. 

The research addresses the application challenges faced by Artists, which are 

directly related to the size of the image. The Artist must model more objects in a 

single scene with more detail than what is needed in a traditional view with limited 

vision. Add to that challenges related to the instruments of presentation and 

viewing, as the projectors accuracy of the image, facilities and the disadvantages of 

the methods of presentation vary from dome to another. 

And finally, it tackled the stage of photography applications as a challenge for the 

producers of the scenes of Immersive films and illustrates the types of Immersive 

imaging and methods of photography using different cameras. In the end were the 

conclusions and recommendations.
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ْٕ احذ يصطهحبد انٕاقع الافتزاضً ْٕٔ كهًخ يجبسٌخ نخجزح انغطس فً انًبء ٌتى تطجٍقٓب عهً انًحبكبح أ  سانغً 

 انتخٍم أ انتصٕر يٍ خلال ثٍئبد اصطُبعٍخ يٕنذح يٍ خلال انكًجٍٕتز.
 ًْ تقٍُخ نخهق أٔ تحسٍٍ انشعٕر ثبنعًق ثبنصٕرح يٍ خلال انزؤٌخ ثبنعٍٍٍُ. 0
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نغبيسخ تتًٍش ثأَٓب ثلا إطبر، نى ٌعذ تستخذو انًسًٍبد انذارجخ فً انٕسبئط انسبثقخ كبنسًٍُب َظزاً لأٌ انسًٍُب ا 

 Fullٔأتفق انجبحثٌٕ ٔانًُظزٌٔ عهً إستخذاو يصطهحبد يثم انقجخ انكبيهخ  Frameٔانتهٍفشٌٌٕ يثم إطبر أٔ كبدر 

dome  فً حبنخ ٔصف أصم انصٕرح انًعزٔضخ أٔ شبشخScreen نٕسط انًبدي انحقٍقً فً حبنخ ٔصف اReal 

medium. 



 الأٔل  انًجهذ/  عشزانتبسع  عذدان   انُٕعٍّ ٔانفٌُٕ انعهٕو فً ثحٕث انعهًٍخ ًجهخان

 0202  ٌٍَٕخ    

6 
 



 الأٔل  انًجهذ/  عشزانتبسع  عذدان   انُٕعٍّ ٔانفٌُٕ انعهٕو فً ثحٕث انعهًٍخ ًجهخان

 0202  ٌٍَٕخ    

7 
 

 

 

 



 الأٔل  انًجهذ/  عشزانتبسع  عذدان   انُٕعٍّ ٔانفٌُٕ انعهٕو فً ثحٕث انعهًٍخ ًجهخان

 0202  ٌٍَٕخ    

8 
 

 

 

 



 الأٔل  انًجهذ/  عشزانتبسع  عذدان   انُٕعٍّ ٔانفٌُٕ انعهٕو فً ثحٕث انعهًٍخ ًجهخان

 0202  ٌٍَٕخ    

9 
 

 

 

 

 

 



 الأٔل  انًجهذ/  عشزانتبسع  عذدان   انُٕعٍّ ٔانفٌُٕ انعهٕو فً ثحٕث انعهًٍخ ًجهخان

 0202  ٌٍَٕخ    

12 
 

(Sheridan, 1996)
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(MacGowan, 1957)

http://www.oculusvr.com/rift/
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(Witmer & Singer, 1998)
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Grusin, R, 2000)

(Petersen, 2003)
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(Chartrand, 2011)
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(Shedd, 1989)

(Shedd, 2004)
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 ( يوضح تنوع زوايا ميل القبة.6الشكل )
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 -" اَحزاف نًَٕ جبَجً"نطٕل انًٕجً ٌسًى ٌعتًذ عهى ا ًْ تشِٕ شعبعً الأخطبء انهٍَٕخ   

يهَٕخ فً انًُبطق عبنٍخ حذٔد ْذا ًٌكٍ أٌ ٌسجت (. انطٕل انًٕجً)تعتًذ عهى انهٌٕ " نًَٕ"، لأَّ دائزي" جبَجً"

لا ٌُجغً انخهط ثٍٍ ْذا يع الاَحزاف . انذائزٌخ َتبج انعذسبد عٍٍ انسًكخ انخبرجٍخ يٍ انصٕرحانتجبٌٍ فً الأجشاء 

 انٓبلاد، ٔخبصخ انًجبل، انذي ٌسجت الاَحزافبد فً جًٍع أَحبء  chromatic aberration (انطٕنً)انهًَٕ انًحٕري 

 .فٕتٕشٕةان ثزيجٍبد يثمًٌٔكٍ يعبنجتٓب فً . خالأرجٕاٍَ
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