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Abstract
Virtual reality space based on head-mounted display demonstrates the concept of ‘non-places’as put forward by Marc Auge. Spatial practice in virtual reality space which offers visual reality is delivered through the ‘act of seeing.’ Here, spatial cognition, experience and interaction enables sensory metastasis. Spatial practice in Virtual reality space results in interaction and experience based on the process of visual cognition. Also, it gives sense of reality and existence to facilitate contents immersion. 
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I. Introduction
Advancement in digital technology and various media has led to the increasing importance of virtual reality space beyond the conventional notion of physical space. Virtual Reality(VR)  space, where visual reality takes precedence, the user interacts with the space through visual cognition.

As such, VR space which is based on head-mounted display (HMD) can be considered to be a place, following Marc Auge’s concept of ‘non-places’ which is formed through the conditions of supermodernity and digital network technology society. In this ‘non-place’ of VR space, spatial action is accessible through visual behavior; VR space extends its significance through spatial cognition and user experience. 
II. Non-places and Spatial Practice 
A. non-places
 In Marc Auge’s notions of place and space, ‘place’ is defined through relationship and history and relates to identity; ‘space’ does not, which is why it’s considered ‘non-place.’ Here, ‘non-places’ are not anthropological places which lack symbolic expressions of identity, relationship and history; rather they exist on the basis of supermodernity – a feature of modern, technological society.  It’s not a place for staying; it includes network-based space for passing by. This is confirmed in that social network services (SNS) space on mobile media is considered a ‘non-place.’
Thus ‘non-space’ is characertised for its circularlity, passage, occupation and connection which allows for temporary and contract-based staying and communication. HMD-based VR space allows for network connection, combining device and contents, from a physical place to digital space, wherever the user may be; thus it is considered a ‘non-place.’ [1-5]
TABLE I

Auge’s Non-Places and Places
	Non-Places
	Places

	Transit
	Residence

	Interchange
	Crossroads

	Passenger
	Traveler

	Housing estate
	Monument

	Communication
	Language


B. Spatial Practice
Michel de Certeau called space ‘practiced place;’the importance of story created through the act of walking in space was emphasized. Here, the ‘act of walking’ relates the user who experiences the space with that space through the practice; the user and space influence each other.  

Given that de Certeau focuses on how the ‘act of walking’ reads and interprets space, the process of visually understanding space can develop in the the process of spatial cognition and interaction. The sensory experience of congition through the ‘act of seeing’ expands space and leads to a renewed understanding. This experience causes the emotions felt by the agent who experiences the space to expand into cogntivie and perceptual elements; their significance is thus expanded in sensory terms, resulting in the expansion of space. This is what enables spatial practice based on interaction with and understanding of space. 
VR space which exists through digital media takes on the characteristics of multimedia based on data such as text, image and sound. To become aware of such space, visually perceived image and the symbolism of text must interact with individual experience to merge into a single symbolism. [3, 6]

C. VR and Spatial Practice
The concept of ‘non-places’ as physical space is defined by words or text. The ‘non-places’ of daily life and experience, ‘passing point’ or ‘temporary residence,’ are places which we move to  spatially in order to fulfil objectives. What connects the individual with the environment, other than relationship formed with the particular purpose of place, is language and image created by it.  
If this concept of ‘non-places’ can develop to be defined by media symbols, VR space, which can be defined as spatial movement by digital nomad, may be termed a space with its own purpose, isolated from the real world. If VR space is seen not as residential space but rather space of transit and movement, thus a ‘non-place,’ then the newly created reality and spatial practice in VR space merit our attention.   

SNS space, a virtual ‘non-places’ of mobile media, can be seen through text, photos and video; on the other hand, VR space can be visually received through 360-degree video. Here, the notion of walking, which includes visual perception and cognition of it, can be integrated with the act of moving. The act of seeing, visually understanding and recognizing space for experience in VR purports to acquire spatial information and to explore the space; this is the process of spatial practice in VR space. In other words, sensory metastasis occurs from virual space. Such sensory action of the user’s experience imbues VR space with the significance as space for the user; and the need for spatial formative design considering user experience can be explained. [7-9]
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Fig. 1 VR Space: Geukrakjeon, Bulguksa Temple
III. Conclusion
In the process of visual recognition of real space, humans visually perceive landmarks, routes and selection points along with graphic elements such as colour, size and form. These are then integrated with individual experience to understand and experience the space. In VR space, there is complete visual freedom. This is why UI and visual direction are needed to inform the user who seeks to experience VR space through the ‘act of seeing.’

Experience in VR space transforms the space of observation into the space of experience. ‘Seeing’ is entering and immersing oneself into that virtual space for cognition; the act of paying attention can develop into the idea of residing in that space. [10] This ultimately is a development from seeing to being. Spatial practice in VR space results in interaction and experience based on visual perception. Also, interaction and understanding of sensory space based on user experience endows a sense of reality and existence, enabling contents immersion.  
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