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1.Have you identified a sub-question, theme, keyword, or concept to develop through practice?

[bookmark: OLE_LINK3]Theme: Inspiration triggers, multisensory flow, embodied interaction

Keywords: Immersion, flow, embodiment, impulse to express, inspiration moment, sound story, sensory threshold
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2.Does your practice test variables, how many?
Type of music – ambient vs. rhythmic
Visual environment – abstract visuals vs. narrative
Interaction type – gesture-based vs. passive observation
Level of immersion – deep immersion vs. minimal stimuli
These are not tested statistically but used as experiential conditions to observe how participants respond in terms of inspiration, expression, and engagement.

3.Can you link a variable to other research, practices, influences, experiences, or something you’ve read?
Immersion and flow link to Csikszentmihalyi’s Flow Theory and VR presence research (e.g., Slater, 2009).
Embodied interaction is informed by Merleau-Ponty’s phenomenology of perception and Varela et al.'s embodied mind theory.
Inspiration triggers draw from Dewey’s aesthetic experience, where doing and undergoing converge.
Artistic references include PatchXR, Tilt Brush, and various generative music practices.

4.Have you documented how these influences, experiences, or readings have shaped your thinking and evolved your practice?
a) Phenomenology and embodied cognition (Merleau-Ponty, Varela, etc.) helped me shift the focus of my work from musical expression to the embodied experience of music making. This led me to incorporate gesture-based interactions and use spatial sound design that responds to movement or gaze.
b) Csikszentmihalyi’s flow theory and immersive VR literature (e.g., Slater, 2009 ) influenced how I structured collaborative experiences across time, modulating immersion and engaging participants’ attention through carefully controlled transitions in music and visuals.
c) Dewey’s concept of aesthetic experience – the fusion of “doing” and “receiving” – profoundly influenced some of my moments, prompting participants to reflect on their own identities and creative impulses. For example, there was a deliberate “pause” moment in the immersive room, where participants heard the question: “Who are you and why do you do what you do?” This moment was both an aesthetic interruption and a philosophical provocation, inducing an inner transformation.
d) VR platforms like SoundStage VR and The Midnight Gospel allow immersive art to influence and help me understand the connection between abstraction, space, and interactivity, and they can be used not only for entertainment but also as a catalyst for inspiration.

5.Have you experimented with design, for example, by creating visuals, sounds, or concept art?
a) Visual Effects: I hope to create immersive visual environments in different series styles, including reactive particle systems, abstract lighting changes, and surreal memory-like landscapes (e.g., foggy forests, liminal spaces, dreamlike corridors, seaside, etc.). Through these different scenes, the goal is to explore how different types of visual atmospheres affect sensory immersion and emotional response.
b) Sound Design:I integrate selected excerpts of classical music, especially those involving harmonic modulations, dynamic contrasts, or unresolved tension (e.g. late romantic orchestral works, solo piano transitions). These excerpts are used together with ambient textures and generative soundscapes to compare how different musical structures affect participants’ emotional arousal, emotional flow, and expressive impulses.
c) Interaction Design: Prototypes have been designed based on gestures and body movements that allow participants to "touch" sounds or switch visual effects through movements. These interactions are designed to explore the connection between physical participation and the generation of creative impulses.
d) Conceptual art:The aim is not to demonstrate inspiration but to create the conditions in which inspiration occurs and to reflect critically on what inspiration means – sensorily, philosophically and emotionally.

6.Have you identified what information you are gathering from the audience, how you will gather it, and what you hope to discover?
My research involves collecting data on participants’ experiences and behaviors in immersive VR music environments. The goal is to understand how inspiration emerges in multi-sensory interactive spaces?
What I am gathering:
a) Subjective Experience of Inspiration:
Participants will describe when and how they felt the urge to express something – whether verbally, emotionally or physically.

b) Physical and Sensory Response:
This includes spontaneous movements, moments of stillness, gestures directed towards visual/audio elements, and any noticeable shifts in attention or focus.

c) Narrative Reflection:
After the experience, participants will be asked to articulate their internal reactions – which moment stood out the most? What did they feel compelled to do?

d) Trigger Identification:
Participants will be asked to identify the visual, sonic or interactive element that they believe triggered their urge to create.

Data collection methods:
Semi-structured interviews immediately after the immersive experience, including open-ended questions and directional prompts.

Behavioral observations during the experience, recording changes in posture, gestures, pauses, or vocal reactions (if allowed).

Audio/video recordings, where permitted and ethical, and video recall interviews after the experience to provide feedback on the physical or mental changes that occurred at the time.

I hope to discover:
How inspiration emerges as a sensory and embodied phenomenon in immersive music environments.

Which combinations of stimuli (e.g., musical modulation, abstract visuals, textual cues) are most effective in stimulating the desire to express.

Whether non-musicians and musicians can identify, name, or act on inspiration in a similar way to artistic impulses.

How individual perception shifts when participants move from passive immersion to active response.
