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I, Preliminaries

1. Related works
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Fig. 1.Original artworks of Van Gogh: The Night Café(1888)2}
Starry Night(1889)

Fig. 22D version and 3D version of Van Gogh artworks: The
Night Café: An Immersive VR Tribute to Vincent Van Gogh
and Inside Painters: Van Gogh
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IV. The Result and Discussion
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Fig. 3. The results of Participants’ evaluation:

general characteristics
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Fig. 4. The results of Participants’ evaluation:

immersiveness
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IV, Conclusions
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