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ABSTRACT

With the changeable technology development, the field of design also transforms the tools to communicate with the space. One

changes the conception of 2D plane space to three-dimensional space and reinforces the thoughts and possibility of the field of space

design. Compared to substantial space, digital virtual space is more imaginative, abrupt and creative. It is worthwhile to explore the

difference when digital space is transformed to substantial space. Digital space enhances the designers and the proprietors’

imagination and possibility. 3D simulation involves lighting, materials, animation and the scale of appreciation which reinforce

different angles of the space as well as the difference of psychological perception of substantial space and virtual space. Therefore,

this study will explore the presentation of substantial space and virtual space and the difference of psychological perception of the

space. This research will also employ vision station to access to the difference of perception between ordinary monitor and vision

station with regard to the presentation of digital simulation. This research will regard the case of business exhibition space as the

research target and explore the possible difference between this space and substantial space via focusing upon realistic business space.

Upon questionnaire survey and the method of analysis, the study will explore the difference of the targets’ psychological perception

with respect to substantial space and virtual space and confirm the level of psychological cognition of digital virtual space. The

research finding expects to obtain the difference of psychological perception with respect to substantial space and virtual space as the

reference for the designers and reduce the problems of the prospective design.
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