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Virtuality and reality: research on vr technology film production
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[ Abstract] The emergence of virtual reality (VR) technology has impacted various industries, including film
production. This article delves into the intersection of virtuality and reality in filmmaking, focusing on the use of new
VR technologies in filmmaking. VR technology creates a new "converged media" business format: virtual shooting
is just the beginning. VR virtual reality technology has brought innovative film production methods to the film
industry, expanded film expression forms, improved audience experience, expanded application fields, and optimized
production processes. Through VR technology, the film industry has gained new opportunities and possibilities in
film production, viewing experience, marketing and promotion, etc. From the perspective of content and culture, the
"reality" in the virtual reality system is jointly constructed by the creator and the experiencer. By examining the
evolution of VR in filmmaking, and exploring its impact on perceptual theory, visual aesthetics, and audience
participation, we aim to gain a deeper understanding of the potential of VR technology to reshape the cinematic
experience.
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