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Abstract
This study explores how musicians gain inspiration for music creation in VR immersive music spaces, focusing on embodied experience, emotional engagement, and multisensory immersive creation. The emergence of VR technology has brought more unlimited possibilities to the field of music creation, realizing technologies such as spatial sound, gesture interaction, and real-time visual feedback, thus replacing traditional physical digital creation methods. However, how to inspire music creation inspiration in VR music space has not been deeply studied.This study adopts a qualitative-driven mixed method, combining phenomenology and narrative inquiry to explore how musicians describe, interpret, and reflect on their inspirational experiences in VR. Data collection methods include semi-structured interviews, self-reflective narratives, video-stimulated recall, and analysis of creative outputs and behavioural logs. This study examines VR technology design's enabling and constraining effects on musicians' sensory, cognitive, and emotional states. The results show that immersive presence and embodied multisensory interactions are key to triggering flow states and creative breakthroughs. However, participants also experienced some immersive and perceptual challenges in VR space, which suggests that the environment, other emotions, and technical uncertainties influence inspiration production in VR space. This study shifts the focus from functional tools to subjective experience, which helps to explore the changes in perception and embodiment of inspiration in VR music space more deeply. These subtle process changes are significant to VR music creation and lay a solid foundation for future VR music creation and emotional resonance.
Introduction
Virtual reality (VR) has become an indispensable creative method in artistic creation, reshaping the real-time perception and gesture control of space, sound, and movement. In the field of music, VR technology has built an immersive, multi-sensory music creation environment, which allows musicians to not only be in the music and interact with the music but also to achieve more intuitive music expression through gesture control, dynamic sound and real-time feedback of sensory emotions. Therefore, VR technology improves how musicians create, allowing them to go beyond the creative level and make diverse choices that cannot be achieved in physical creation. It is a more immersive and multi-sensory creative experience.
The VR literature that has been reviewed focuses more on technical aspects, such as body dynamics, soundscape delay, and modular audio. Most of the research on the combination of VR and music applies to music education and performance rather than exploring the effects of the VR music environment on the generation of inspiration and the feeling of music immersion. Therefore, the research on VR's experience and emotional psychology in music creation is relatively weak. This study makes up for this shortcoming by shifting the focus from technical functions to the vivid experience of how musicians can be inspired or improvised in an immersive VR environment.
The core question of this study is:
How do musicians get inspiration for music creation in VR immersive music spaces?
Rather than viewing inspiration as a purely cognitive or isolated phenomenon, this study explores how it is generated through embodied interaction, emotional resonance, and dynamic sensory feedback. The study argues that VR music environments are not just tools for sound production but also a complex experiential ecosystem that shapes the perception, processing, and expression of inspiration.
The main goal of this study is to explore how immersion, dynamics, emotions, and multisensory engagement contribute to generating inspiration by examining the enabling and constraining factors of VR, such as environmental coherence, technological affordances, and cognitive load. This study aims to understand how digital environments support or undermine the conditions required for creative conception and to illuminate how musicians construct creative meaning from these experiences, thereby connecting real-time perception with reflective, creative identity.
Three core theoretical frameworks inform this study. First, flow theory (Csikszentmihalyi, 1990) describes the psychological state of being engaged and spontaneously creative, often characterized by heightened unconscious cognitive and affective motivations. Second, embodied cognition theory (Varela, Thompson, and Rosch, 2017; Gallagher, 2006) argues that body dynamics and multisensory engagement with the present moment are important in perceiving and emotionally connecting with the immediate environment. Finally, narrative identity theory (Bruner, 1996; Clandinin and Connelly, 2004) provides a powerful bridge to how musicians narrate and construct immersive experiences from their inspirational experiences, particularly in post-reflection and self-expression during data collection.
In the methodological argumentation of this study, the use of a qualitatively driven mixed-method approach is considered the most appropriate. The argument is based on the two methods of phenomenology and narrative inquiry to explore and understand the participants' immersive experience and changes in their mental journey in the VR music space more in-depth and comprehensively. Data collection methods include semi-structured interviews, self-reflective written and oral narratives, video-stimulated recall, and creative work analysis. Through the combined methods above, we can better understand the real-time feelings and retrospective exploration of participants in VR space, thereby revealing the temporal and emotional complexity of inspiration in VR space.
This transdisciplinary study builds a bridge between musicology, cognitive science, psychology, VR interaction design, and qualitative research. It promotes the growing academic interest in how VR technology can intervene in artistic practice to enhance functional possibilities and shape perception, subjectivity, and meaning construction.
The structure of this paper is as follows:
The literature review section explores the rise of VR as a space for music creation, evaluates current creative tools, and points out gaps in the understanding of psychological and experiential processes. The methodology section outlines this study's qualitative framework and data collection strategy and argues for the rationality of phenomenological and narrative inquiry. The discussion and analysis section interprets the research results from immersion, embodiment, and emotion perspectives and critically evaluates how these factors promote or inhibit the generation of inspiration. Finally, the conclusion section reflects on the contributions of this study and proposes directions for future research and development of VR music systems.
Literature Review
The Rise of VR as a Space for Music Creation and the Current Status of Tools
As technology continues to change, the emergence of virtual reality (VR) has brought a powerful impetus to artistic creation and opened up new uses in the fields of visual arts, music and film.VR enables musicians to transcend the limitations of two-dimensional digital interfaces and interact with music in a spatialised and embodied manner by providing an immersive, interactive environment. It provides musicians with a brand-new space for composing and performing. As noted by Rambarran (2021), digital technology not only reshapes the tools for music creation but also breaks the traditional boundaries between performers and audiences, as well as the single linear way of creation. However, in research on environmental art, VR can significantly enhance sensory engagement, spatial perception, and emotional interaction, which suggests that similar creative affordances also apply to music (Fang,  2025).
Using existing VR music creation tools, a series of existing tools demonstrate how music can be combined with VR to transform music creation into an immersive music experience. SoundStage provides a room-scale VR studio where users can interact with virtual instruments (drum machines, synthesizers, and mixers) through intuitive gestures, thus achieving spatial manipulation of musical elements(Byford, 2016). SynthVR is a modular synthesis environment built from the ground up for VR. Users can freely tinker with sound modules in 3d space, encouraging exploratory and tactile sound design (42tones,  2021). Compared to the previous two, Endlesss is more focused on real-time collaborative applications for music creation, allowing users to participate remotely and share in real-time to improvise (Endlesss,  2020). However, each tool not only enhances immersion through high-fidelity audio-visual effects but also enhances presence, autonomy, and fluidity—qualities that are closely related to enhancing creativity.
Existing platforms break the traditional creative environment and allow musicians to immerse themselves in a musical space with multi-dimensional instruments and stereo surround sound. Features such as gesture input, modular freedom, and synchronous collaboration can support a creative "flow" state in which attention is focused, time is distorted, and ideas emerge naturally. Furthermore, based on a review of existing academic literature, it is found that it often focuses more on technical innovation areas, such as reducing latency, gesture recognition, and audio rendering, while lacking research on the experiential and psychological dimensions of musical creativity. Even research focused on the application of VR in music education or performance often fails to delve into the emotional, cognitive and embodied aspects of inspiration or imaginative exploration.
While the advent of VR technology enables new forms of musical interaction, it is less clear how these creative experiences facilitate idea generation, especially in inspiring creative inspiration. My research fills this gap by shifting the focus from instrumental functionality to musicians' subjective experiences when using VR platforms to encourage creative expression. VR music environments are digital workspaces and cognitive-affective spaces that may uniquely facilitate inspired creative expression.
Immersion and Flow: The Psychological Mechanism of Inspiration
One of the most influential psychological frameworks is the theory of flow, developed by Mihaly Csikszentmihalyi (1990). Flow theory refers to a psychological state in which an individual is fully immersed in an activity that is both challenging and intrinsically satisfying. When people are in a state of flow, their thoughts and behaviours change; they become more focused and immersed in their thoughts, and their perception of time is distorted. This state of experience is closely related to the creative process. However, for musicians, flow often occurs when improvising or composing, and their greater focus and spontaneity drive creative inspiration. Csikszentmihalyi (1990) argued that these moments of high engagement are essential to creativity because they connect the musician’s skills to the challenge of the musical task.
Virtual reality (VR) environments have many qualities that contribute to flow, and the immersive nature of VR can enhance attention and emotional engagement, two key prerequisites for flow. In education, Makransky and Lilleholt (2018) found that students who learned through immersive VR had significantly higher levels of emotional engagement and attention than those who used non-immersive digital tools. Using empirical structural equation modelling data, they showed that immersive experiences could stimulate higher learning motivation and cognitive engagement. Although based on the field of education, these findings are also highly applicable to music creation, as attention and emotional resonance are key elements for inspiration.
Combined with the above VR music tools, users can use these VR music platforms to immerse themselves in VR music spaces and interact with music in an embodied and spatialized way based on the creative environment in the space. Musicians can manipulate virtual instruments and create spatial soundscapes through body language, gestures, and other physical movements, enhancing their sense of control and presence. This form of multi-sensory interaction echoes the creation of "presence" mentioned by Slater and Sanchez-Vives (2016), the perceptual illusion of being in a virtual space. It has been shown to support immersive flow experiences. Inspiring cognitive and emotional states are amplified when musicians truly feel "inside" the musical environment. In addition, more studies have shown that immersion promotes imagination and creativity in games and art. Jennett et al. (2008) provided key information on the psychological dimension of immersion, including attention, emotional involvement, and unconscious behaviour, many of which are closely related to the flow theory proposed by Csikszentmihalyi. From these similarities, the psychological state of the VR immersive environment in games and art can also be used in VR music creation.
Although the existing flow theory can help explain how VR immersive experience promotes music creation, it cannot fully explain the emotional complexity generated in the creative experience. Flow theory emphasizes harmony and control, but artists believe that the source of inspiration is more vague and tense. It may be too simplistic to examine VR music creation alone with the help of flow theory. Through my research, I will extend this discussion, explore more specifically how flow is presented in VR music space, and understand how more complex and experiential emotional states can bring more inspiration to musicians.
Embodied perception and multi-sensory interactive experience: the creative potential of VR music space
Music virtual technology brings musicians many creative methods and experiences, enabling them to create multi-sensory immersive creations through auditory, visual and tactile experiences. Compared with the previous physical creations that musicians mainly used hearing and combined with their cognitive environment, it is entirely different, and the most significant change is that VR technology allows musicians to interact with music in VR space to feel the music changes more vividly and make real-time feedback modifications. This multi-sensory interactive experience allows musicians to create music without restrictions and inspire more unusual inspirations.
From the perspective of spatial audio, with the help of VR music platforms such as the above-mentioned VR creation tools SoundStage and SynthVR, musicians can experience creation in these platforms and feel the fusion of soundscapes in an immersive environment. Brümmer (2017) believes musicians' perception and creativity of music are closely related to spatial audio. These creative methods are musicians' thinking about the constant changes of sound through pitch, rhythm, position, distance and playing methods generated in VR space. Therefore, musicians can continuously create in VR space to feel the different feelings brought by music, exploring new musical structures and emotional perception, opening up a new music creation system and inspiring inspiration generation. Secondly, regarding visual technology, VR music space can enhance the immersive experience by enhancing visual effects and visually creating music through the animation changes of sound waves, note presentation and immersive feeling in space. This kind of real-time visual feedback in VR music space can enhance the musician's more intuitive understanding of the musical structure of his creation, thereby further stimulating more spontaneous and exploratory creativity (Serafin et al., 2017). When combining the sensory experiences of vision and hearing, musicians can "see" the intuitive direction of their music creation, strengthening learning and stimulating further exploration. Finally, in the multi-sensory tactile experience, the tactile system through fingertips and gloves can improve the accuracy, emotional expression and realism of music expression in a VR environment (Pacchierotti et al., 2017). Sensory experience brings more creative inspiration to music creation, and music's authenticity is enhanced through tactile technology. The changes in notes and gestures can be touched to more intuitively control the direction of music. Haptic sensory technology can thus bring you closer to these abstract virtual elements, which is crucial to coexisting with music to maintain creative immersion.
Although multisensory integration can bring more creative experiences, we must also take the risks of multisensory integration seriously. Overly complex visuals, inconsistent spatial audio, and untimely tactile feedback can distract musicians and hinder their creative concentration (Makransky and Petersen,  2021). Therefore, multisensory coherence and the harmonious coordination of multisensory input are crucial in immersive creation. As Slater and Sanchez-Vives (2016) have demonstrated, coherent multisensory integration can enhance musicians’ sense of presence, which is the psychological condition for inspiring creativity. According to the theory of embodied cognition, creative thinking is not purely abstract. Sensory experience and interaction with the environment are cognitive and creative processes in themselves rather than external decorations (Varela et al., 2017). Gallagher (2006) expanded on this, arguing that the body's cognitive processes can directly shape the mind. Therefore, in the VR music space, the musician's actions, such as raising hands, turning around or tapping, are not marginal activities but core cognitive operations that drive musical imagination and inspiration.
While the multisensory richness of VR offers unprecedented creative opportunities, careful system design is essential to balance sensory stimulation and coherence. My research aims to explore how musicians experience and manage multisensory complexity during the creative process in VR, and to explore when embodied interaction becomes a source of inspiration and when it becomes a hindrance.
In summary, although current research has demonstrated the technical potential of VR in music performance and education, few studies have explored how musicians subjectively experience inspiration in such environments. Therefore, this study will focus on the cognitive, affective, and embodied dimensions of musical creativity in VR to fill this gap.
Methodology
This study adopted a qualitatively driven mixed methods approach to capture the complexity of musicians’ experiences of inspiration in VR environments. Inspiration is a highly subjective and embodied phenomenon that cannot be fully understood with quantitative measures alone. We combined two complementary qualitative research methods, phenomenology and narrative inquiry, to explore in depth how sensory immersion, physical movement, and emotional dynamics work together to promote creativity from a first-person perspective. Qualitatively driven designs are particularly appropriate when research goals prioritize the depth of personal experience, while quantitative data play a complementary and contextualizing role (Creswell and Plano Clark, 2018). However, Guetterman and Fetters (2018) emphasized that this flexible methodological integration is well suited to studying complex phenomena that emerge at the intersection of multiple experiential dimensions. Therefore, given the emergent and complex nature of the VR music environment in this study, traditional models of creativity may not be fully applicable, and mixed methods designs are particularly appropriate. Qualitative research can more accurately detect the subtle changes and richness of inspiration, while limited quantitative research can support data measurement and provide additional descriptive depth.
Phenomenology: Understanding the Lived Experience of Musical Inspiration in VR Music Spaces
With the help of phenomenological theory, we further explore how musicians can inspire creative inspiration in VR immersive music space. Moustakas (1994) further expanded phenomenology. He believed that phenomenological theory should put aside preconceived thinking and judgment and directly focus on the phenomena produced by perception and feeling to reveal the experience of the essence of life. Therefore, inspiration is not generated through purely internal feelings or cognitive events but can be an embodied, emotional, and sensory phenomenon generated by musicians’ active engagement within VR environments.
VR technology integrates sound, space, movement and vision into a multi-sensory virtual environment, providing musicians with unprecedented creative engagement opportunities. Using phenomenological theory analysis, it is believed that the unconscious rhythm of musicians in the VR environment is interrelated with the generation of inspiration. In line with Merleau-Ponty's (1962) concept of embodied perception, this study conceptualises inspiration as an emergent phenomenon, and the musicians' perceptions, actions, and feelings in the VR environment are inseparable from the specific way inspiration is generated. Rather than simply viewing VR as an external technological tool, this study explores how VR can give musicians a new experience of perceiving space, time, and self, creating new pathways for creative inspiration. The intersection of musicians' physical movements, sensory immersion and emotional resonance in VR space leads to a creative shift that ultimately inspires a novel form of music. This experience is not imposed from the outside but is an authentic, embodied experience that emerges organically through the conscious and contextualised interaction between the musician and the VR music space. This phenomenological approach echoes the theory of embodied cognition (Varela, Thompson, and Rosch, 2017; Gallagher, 2006), which emphasises that cognition is achieved through the dynamic coupling of the body and the environment. 
This study focuses on how musicians gain inspiration for music creation in VR immersive music spaces and how VR technology reshapes the way of creation and provides new possibilities for the generation of musical inspiration. Although phenomenology provides a strong argument for musicians' creative experience in VR immersive music space, there are other methodological and conceptual challenges. VR breaks the traditional single physical creation mode and fundamentally changes music creation's perception, presence and subjectivity structure. Therefore, we need to rethink the embodied experience, agency, and inspiration in the virtual music space to promote the development of phenomenology and VR music creation research together.
Narrative Inquiry: Exploring How Musicians Narrate Their Experiences of Inspiration
In addition to phenomenology, this study employs narrative inquiry as a complementary qualitative methodology to explore how musicians express and make sense of their moments of inspiration in an immersive virtual reality environment. Narrative inquiry is understood both as a mode of communication and as a fundamental structure for meaning-making as a mode of cognitive communication and as the underlying structure that constitutes the meaning of experience that individuals construct within a particular domain (Clandinin et al., 2000).
Through narrative, experience is ordered, emotionally interpreted and placed in a relational and temporal context, allowing a deeper understanding of how creativity and inspiration are lived and remembered. In VR music environments, inspiration does not emerge suddenly but is embedded in the musician’s evolving creative and life narrative. Barrett and Stauffer (2009) argue that narrative research is more broadly and particularly suited to the study of artistic practice because it captures the expressive, temporal, and relational dimensions of musicians’ interactions with their art form. Narratives are influenced not only by the events themselves but also by internal intentional states, such as beliefs, desires, and values. As suggested by Bruner (1996) and Taylor (1989), individuals construct coherent narratives to organize meaningful experiences and reflect self-evolution to understand how meaningful experiences can be organised into coherent narratives that reflect the evolution of the self. Through narrative research, we can more intuitively feel how participants construct inspiration and meaning in the VR environment, accompanied by unconscious body and emotional changes. However, this study also combines other theoretical studies to help understand how participants express their inspiration and musical experience in an immersive environment. This can help us understand the feelings and psychological changes in the VR environment more accurately and quickly and construct a broader range of creative experience methods.
Through this most direct expression method, the participants' experience can be directly captured and help improve the subsequent experience. Therefore, critically analyzing the inspiration that musicians burst out when telling in the VR environment can better observe how they construct their creative experience. Narrative exploration can capture musicians' emotional and sensory dimensions and challenge the differences in traditional music creation. Allowing musicians to express their feelings of inspiration highlights the deep connection between life experience, meaning construction, and creative development.
Overall, the two methods of phenomenology and narrative exploration make this study's exploration of inspiration more specific and provide a strong argument for exploring the life experience of inspiration and the reflective process of musicians constructing creative meaning in immersive space.
Data Collection Methods
Use various qualitative data collection methods to express specific and elucidate the embodied, reflective musical experiences that musicians experience in VR immersive music environments. Although the following methods have been carefully selected as more appropriate for this study, they also have some minor potential limitations.
Semi-structured interviews were used as the primary collection method to interview participants immediately after their experience in the VR environment. Semi-structured interviews are a method that falls somewhere between a highly standardized questionnaire and an entirely open-ended focus group, blending both closed and open-ended questions. This approach provided a structured framework of guiding questions that allowed us to flexibly explore unexpected directions of inquiry based on participants’ responses (Adams, 2015). It also enabled us to maintain thematic coherence in the interviews while allowing participants to articulate the sensory, emotional, and cognitive processes of experiencing the VR music environment. However, semi-structured interviews are susceptible to interviewer influence and potential social desirability bias, so questions must be carefully designed, and a neutral interview stance must be maintained.
The self-reflective narrative approach allows participants to be more relaxed and independent in expressing their experiences clearly in written or verbal form. This approach can encourage self-reflection and capture meanings that may not emerge in an interview (Clandinin and Connelly, 2004). However, self-reflection is more susceptible to external interference, which may subtly reshape participants' memories. Second, video-stimulated recall records participants’ VR activities and prompts them to reflect on specific moments through video playback. This method can enhance the recovery of detailed experiences (Lyle, 2003), but it may also introduce reconstruction bias because participants reinterpret events when watching from the outside.
Finally, VR music production analysis and behaviour logs examine participants’ creative output and interaction patterns. This method uses music data mining methods for feature extraction and behaviour analysis to supplement subjective descriptions with observable patterns(Li et al., 2012). However, it is not enough to interpret and construct the inner meaning through these data collections alone but also to judge in combination with the participants' interview narratives. Therefore, this study combines these collection methods to construct a multi-level exploration perspective to explore further how immersive VR environments bring and change the creative inspiration experience of musicians.
Ethical Considerations
This study has taken corresponding measures to deal with ethical issues to ensure the beneficial rights of the participants. Before data collection, participants need to be informed of the purpose, process, and possible problems of the study, and they are required to read and sign the informed consent form in detail. During the experience, participants will not be punished and have the right to stop and exit the experience at any time. Due to the immersive nature of the VR environment, the informed consent form needs to be dynamically re-evaluated in conjunction with this study to cope with unpredictable emotional or physical reactions (Adams, 2015). Through anonymisation and secure data storage, researchers ensured anonymity and confidentiality; however, musical styles or narrative details may carry identifiable traces, which poses a challenge to absolute anonymity (Du Preez, 2008). Finally, the creative output generated by participants during the VR experience remains the property of the participants, and any academic use requires the explicit permission of the participants.
Reflective practice was used throughout the research process to monitor the researcher's position and minimise interpretive bias (Du Preez, 2008). Although risk reduction was minimised to the greatest extent possible, it was recognised that ethical risks can never be eliminated, especially in research involving deep emotional engagement and creative expression. Therefore, continuous reflection and ethical measures are essential to remain responsible in the ever-changing research environment.
Discussion and Analysis
Immersion and the Emergence of Creative Inspiration
One of the core points of this study is that the immersive experience in VR music space is inseparable from the emergence of creative inspiration. When immersed in the VR music space, participants consistently reported that they would lose track of time and experience a diminished sense of self. They often recalled moments of spontaneous musical experimentation and free expression. These descriptions are very similar to the concept of "flow" proposed by Csikszentmihalyi (1990). Flow is a psychological state produced when people are focused, in which people's self-awareness is reduced, intrinsic motivation is enhanced, and a more deeply immersive working state is achieved. In VR space, immersion is not only a technical and multi-sensory experience but also an emotional, cognitive and physical state of perception, which provides unlimited possibilities for inspiring inspiration.
The immersive experience allows participants to feel the difference in creation. It combines spatial sound, dynamic vision and music interaction, which is impossible in the current traditional creative environment. Put the music around yourself and surround it with music to discover new creative modes. This result was also found by Makransky and Lilleholt (2018), who believed that immersive experience enhances emotion and presence and brings musicians deeper memories and perceptual experiences, which is also indispensable for creative conception.
From a phenomenological perspective, immersion in the VR music environment allows people to feel the constant changes in external sounds and their environmental perception. Participants are no longer the controllers of music creation. However, they are integrated with the music to feel the constant changes of the music, allowing musicians to form a co-creation relationship with the environment to stimulate creative inspiration. This echoes Merleau-Ponty’s (1962) concept of “embodiment,” where perception and action are unified through a lived, situated experience. In VR immersive space, inspiration is generated by the immediate sensory feedback of participants during the experience.
Nevertheless, it is also crucial to critically reflect on the immersive VR experience. Some participants reported states of inspiration, while others described disorientation or sensory overload moments, especially when visual and auditory stimulation was too dense or unpredictable. In this sense, immersion is not inherently beneficial; it can disrupt attention, overwhelm the senses, or produce deliberate novel experiences mistaken for inspiration. Thus, the structure of the VR environment, pre-designed sound effects, visual interfaces, etc., may bring subtle restrictions to generating inspiration. The immersive experience should not be regarded as a neutral contributing factor but as a positive factor that may promote and build inspiration creation.
Embodiment and Multisensory Creative Inspiration
Immersive presence provides a strong argumentation framework for music creation, and participants' inspiration comes more from physical and sensory interactions in VR music space. Participants think about how these behaviours are related to music creation when describing body movements (e.g., waving gestures, manipulating virtual instruments, or moving to the rhythm). This experiential connection between action and cognition reflects the core principle of embodied cognition: creative inspiration comes not only from thoughts but also from dynamic sensory-motor interactions with the environment (Varela et al., 2017). Therefore, the body is an important carrier for generating musical inspiration in the VR environment.
In addition, interviews with participants revealed that their inspiration was more pronounced when the dynamics, visual effects, and sound feedback in the VR space were present simultaneously. This statement suggests that inspiration in VR is not purely conceptual but is generated through the constant changes in the sensory environment. Merleau-Ponty's (1962) concept of embodiment describes it as transcending the unity of perception, emphasizing how body movement is the primary source of inspiration cognition, indicating that the generation of inspiration is multifaceted and not just in experience. VR immersive technologies (spatial audio, gesture control, and 3D visual effects) have unlimited creative space, giving musicians more creative options and the creative experience of embodying inspiration in different styles and environments.
Multi-sensory integration in VR space will further enhance the creativity brought by this embodied experience. Dynamic sensory experiences such as tactile feedback, perspective effects, and surround sound combine to create a full range of sensory immersive music experiences. Although this multi-sensory integration gives musicians more intuitive and rich creative inspiration, there are also some risks and limitations. Some participants described that this multi-sensory simultaneous appearance would distract their thinking and slow their behaviour, affecting their creative ideas. As Serafin et al. (2016) observe, VR designs for music composition must balance sensory richness with clarity and control to prevent sensory overload.
A critical understanding of VR embodiment must, therefore, account for both its expansive creative affordances and the systemic constraints it introducesWhile embodied and multisensory participation fosters inspiration, it simultaneously introduces new forms of technological constraint. The sensory experience and creative activities of musicians are inevitably affected by the technical feasibility and limitations of the virtual environment. Inspiration in VR cannot be entirely disentangled from the spatial, auditory, and tactile structures that mediate and shape it.
Critical Synthesis and Future Challenges
The above analysis shows that the creative inspiration experienced by musicians in VR music space arises from the dynamic interplay between immersive presence and embodied multisensory engagement. Immersion creates the perceptual and affective conditions for a flow state, in which self-consciousness dissipates and enhances intrinsic motivation, allowing musicians to dynamically engage with their environment and experience moments of creative inspiration through embodied interactions such as gestures, movements, spatial orientation, and sensory integration. These insights attribute creative inspiration in VR not to passive or isolated psychological events but deeply rooted in immediate sensory and bodily experience.
This synthesis also prompts critical reflection on the limitations and contradictions of VR as a medium for inspiration. First, while immersive and embodied features can often enrich the creative process, they also bring risks of cognitive overload, disorientation, and loss of focus. The same multisensory complexity, if not simultaneously properly calibrated within the technological design, may lead to confusion or cognitive overload among participants and hinder the generation of inspiration. Technical issues, such as pre-designed interfaces and environmental structures, can constrain musicians’ creative exploration. Thus, VR platforms are not neutral canvases but co-creators in the creative process, constructing the kinds of inspiration that are available to be accessed and even imagined.
The above analysis suggests that future research should go beyond the narrative of praise for VR's creative potential and more critically explore how this technology empowers and limits artistic agency. In future research, one could explore different musical style options, such as customizable sensory intensity, interface adaptability, or customised spatial configuration, which are all closely related to musicians' inspiration generation. Longitudinal studies can also help explore how the relationship between musicians and VR music spaces evolves as novelty fades and embodied familiarity deepens. Finally, we can observe how inspiration generated in the VR environment differs by analyzing diverse elements such as the cultural background and music style of different participants.
This study argues that the emergence of VR music space provides a new creative environment for embodiment and immersion.At the same time, corresponding countermeasures must be prepared when using the latest technologies and perceptual complexity. Therefore, in future challenges, the research and development of virtual music creation must continue to be critically examined for both their creative affordances and structural constraints from different perspectives to explore the broader possibilities and structural limitations of VR music space as a creative medium.
Conclusion
Through the above exploration of how musicians generate creative inspiration in immersive VR music environments, this study summarizes the focus on the interaction between immersion, embodiment, and multi-sensory participation in space. Using the method of combining qualitatively driven phenomenology with narrative inquiry, it is believed that inspiration in VR is not passive or isolated but comes from embodied interaction, emotional resonance, and real-time feedback from dynamic senses. Therefore, the perception, emotional expression and interpretation of inspiration produced by musicians in VR environments are all constructed through psychological mechanisms such as flow, dynamic gestures and narrative meaning.
However, this study also critically analyses VR spaces' possible limitations and complexities. Although immersive experience and multisensory input provide musicians with tremendous creative possibilities, they may also lead to cognitive overload, subversive thinking, or subtle design limitations, resulting in uncertainty or mistakes in the creative process. Therefore, VR music space should not be seen as a neutral platform but as a co-builder of artistic expression.
Ultimately, this study contributes to the growing knowledge of technology-mediated creativity by reframing VR as a technological tool and affective-cognitive space. Future research should further explore the evolving relationship between musicians and VR systems, exploring how design, culture, and long-term engagement influence the formation of inspiration and artistic identity in virtual environments.
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