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Abstract With the advancement of technology, there are almost no constraints on expression in virtual
reality (VR) art; however, it still has some limitations. VR artists can be largely classified into two groups
in terms of style. The first group is artists who create their works as a live performance. In this case,
a major limitation is that the artist cannot see how the audience reacts to the work because he/she
wears a VR device while performing, and the audience cannot fully experience the work, since they view
it only on-screen without any VR devices. This problem can be solved if all members of the audience
wear VR devices; however, that requires astronomical costs and brings about another problem related
to device management. If the price of VR devices decreases as technology develops, it may help solve
this problem. The second group is exhibition artists who regularly display their works online. In this
case, the limitation is that their work using VR remains only in the virtual digital space. In this case,
a solution may be creating space in exhibition halls, and providing VR devices to audience members in

existing art exhibitions.
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Fig. 1. The starry night stereo VR experience
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Fig. 2. Tilt Brush painting
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Fig. 3. Virtual reality painting performance WorldSkills
2019 opening, Kazan. by Anna Zhilyaeva.
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Fig. 4. VR painting for SK Innovation, by Tobias
Wiistefeld
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Fig. 5. VR painting. by Dong kvun Yeom
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