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that directly impact our senses. A virtual reality headset allows you to create the feeling of being in 

another world or situation, opening up new horizons for exploration and creativity. When we talk about 

music in virtual reality, it means that the sound elements become an integral part of the simulated 

environment. Music can complement visuals and help create a more complete and engaging virtual 

experience for the user. 
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INTRODUCTION 
Music in virtual reality is a new direction that opens up enormous creative opportunities for 
composers and performers[1]. The combination of virtual reality and sound effects allows you to 
create unique musical experiences, pushing the boundaries of existing audio formats [2]. In this 
section we will look at how composers and performers can use virtual reality to create new musical 
works. From ultimate audio immersion to interactivity, VR technologies are redefining the way 
music can be experienced and performed [3]. After reading this section, you will learn what 
advantages and opportunities music in virtual reality opens up for us, as well as get acquainted 
with examples of creative solutions in this area [4]. 
The main part. Virtual reality: concept explained. Before talking about music in virtual reality, 
it is important to understand what the concept of “virtual reality” (VR) is. VR is a simulation of a 
real or fictitious environment that is created using computer technology. The user is immersed in 
this simulation using a virtual reality headset or other devices [5]. 
Virtual reality provides the opportunity to experience unique visual and audio experiences that 
directly impact our senses [6]. A virtual reality headset allows you to create the feeling of being 
in another world or situation, opening up new horizons for exploration and creativity [7]. 
When we talk about music in virtual reality, it means that the sound elements become an integral 
part of the simulated environment [7]. Music can complement visuals and help create a more 
complete and engaging virtual experience for the user. In the following sections, we'll look at how 
composers and performers can harness their creativity in the context of virtual reality [8]. 
The impact of virtual reality on the music industry. Virtual reality is revolutionizing the music 
industry, providing new opportunities for composers and performers. Expanding the boundaries of 
music perception and creating unique sound spaces are becoming key aspects of musical 
creativity in the context of VR [9]. 
One of the major impacts of virtual reality on the music industry is the ability to create more 
immersive and emotional music experiences [10]. Thanks to VR technology, composers and 
performers can create soundscapes that surround listeners from all sides, allowing them to be 
completely immersed in the music and feel like they are part of the work [11]. 
Another significant impact is the ability to interact with audio elements. Virtual reality makes it 
possible  to  create  musical  instruments  that  can  be  physically  “touched,”  manipulated,  and
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modified. This gives composers and performers new creative opportunities to experiment and 
create unique sound effects [12]. 
It's important to note that virtual reality is also changing the way music is distributed and 
consumed [13]. Online platforms and virtual reality applications are creating new spaces where 
users can enjoy music along with visuals, creating their own personal concerts and auditory 
journeys [14]. 
So, virtual reality provides the music industry with new opportunities for creativity, perception 
and distribution of music [15]. In the following sections, we will look at specific examples of the 
use of VR in music and the technical aspects of working with this technology. 
The role of composers in virtual reality 
Composers play an important role in the development of music in virtual reality [16]. They are 
responsible for creating unique audio experiences that complement and enhance the virtual 
environment, creating intense emotional experiences for users [17]. 
One of the main tasks of composers in VR is to create atmospheric soundtracks that combine with 
visual effects, transporting listeners to completely new sound worlds. Using a variety of tools and 
recording techniques, composers can create audio events that correspond to the user's actions and 
movements in virtual reality[18]. 
It's important to note that composers in VR can also experiment with new music formats. Virtual 
reality allows you to create not only traditional compositions, but also interactive musical projects, 
where sound elements can change depending on the user’s actions. Such projects open up new 
possibilities for personalization and interaction with sounds [19]. 
Virtual reality composers can also use a variety of tools and software to create and edit sound 
effects. From simple atmospheric sounds to complex multi-channel compositions, composers are 
actively exploring new methods of creating and playing sounds in the context of virtual reality. 
So, virtual reality opens up a wide range of opportunities for composers to experiment and create. 
The combination of sound and visual experiences creates unique musical works that take listeners 
on new auditory journeys [20]. 
Creation of musical accompaniment for virtual worlds. Creating musical accompaniment for 
virtual worlds is one of the key aspects of the work of composers in the context of virtual reality. 
This requires a special approach and consideration of several aspects [21]. 
Firstly, when creating music for virtual worlds, composers need to take into account the visual 
component and the overall atmosphere of the project. The music should be in harmony with the 
visuals and create the right emotional atmosphere, be it tension, joy or romance[22]. 
Secondly, virtual reality allows you to create interactive music projects where sound elements 
change depending on the user's actions. Composers must consider user interaction with sounds 
and create flexible compositions that adapt to the user's experience [23]. 
Another important aspect is the use of spatial audio in virtual worlds. Virtual reality allows sounds 
to move in space and surround the user from all sides [24]. Composers can use sound design 
technologies to create a sense of space and depth, increasing the intensity of the visual and auditory 
experience. 
Finally, it is important to consider the technical aspects of working with music in virtual reality. 
Composers must work with a variety of tools and software to create and edit sound effects, and 
balance sound quality with system performance. 
As a result, creating musical accompaniment for virtual worlds requires a special approach and 
consideration of various aspects. VR composers must be able to create music that interacts with 
visuals, adapts to users, and creates a unique auditory experience. 
Using interactivity in music. Virtual reality opens up new possibilities for the use of interactivity 
in music. Interactive elements allow users to actively interact with the music and create unique 
auditory experiences. 
One way to use interactivity is to allow users to change sound parameters and music elements in 
real time. For example, you can use controllers or user gestures to change the pitch, volume, or 
tempo of a piece of music. This creates a personalized and unique music experience for each user. 
Virtual reality also allows you to create interactive tools and systems that respond to user 
movements and actions. For example, the user can play virtual musical instruments using motion 
control or voice commands. This provides an opportunity for performers and music lovers to 
express their creativity and interact with music on a new level.
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Interactivity can also be applied in the context of social interaction. Virtual reality allows users to 
create collaborative music projects where they can perform music with other users in a virtual 
space. This opens up new opportunities for collective creativity and the transmission of emotional 
states through music. 
As a result, interactivity in music in virtual reality allows the user to become more actively 
involved in the musical process and creates the opportunity for individualization and social 
interaction. Composers and performers can use interactivity to create unique musical works and 
enrich the auditory experience of users. 
Composers as creators of audio effects in virtual reality. Virtual reality requires a special 
approach to sound effects, and composers play an important role in creating them. They are not 
only the authors of music, but also developers of audio effects that enrich and expand the sound 
space in virtual reality. 
Summary. 
Virtual reality composers use a variety of tools and techniques to create audio effects. They can 
use synthesizers, samples, real-world recordings, and other audio materials to create unique sound 
effects that match the visual elements and user actions. 
One of the key aspects of composers' work in virtual reality is the use of spatial audio. Virtual 
reality allows sounds to move through space, creating a presence and immersion. Composers can 
use sound design techniques such as reverb and positioning of sound sources to create a sense of 
space and depth. 
In addition, virtual reality composers often work to create sound effects that respond to user 
actions. For example, sounds may change depending on the user's movements or interactions with 
objects in the virtual world. This creates a more realistic and engaging auditory experience for 
users. 
Using audio effects in virtual reality allows composers to highlight visual elements, creating a 
more compelling and emotional musical experience. From atmospheric and environmental sounds 
to audio events and interactive audio, virtual reality composers play a key role in creating an 
auditory world that complements and enhances users' visual and tactile experiences. 
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