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This research examined the concept and phenomenon of "immersion™ from the
aesthetic point of view. While the term spread around as VR and AR become popular, its precise
definition and theoretical scope remains unclear in academic fields. Hence this research developed a

general theory on immersion by connecting discussions from computer engineering and cognitive
sciences with aesthetics and art theory, by focusing on a series of established concepts as illusion
and fiction. It demonstrated that immersion is a mental state toward fictional worlds in general,
not limited to those using contemporary technology and media, and therein not solely sensuous
stimuli but also beliefs and imagination bear essential roles.
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