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[Abstract]

This study investigates how sensory experience is organized in immersive virtual reality (VR) environments in artistic contexts,
adopting Klangkunst’s principles of sensory composition as its theoretical framework. Noting that VR is premised on multisensory
immersion yet often remains centered on visual representation, this study analyzes selected works across three dimensions—space,
body, and media—including Bernhard Leitner’s Soundcube, Christina Kubisch’s Electrical Walks, and Laurie Anderson and
Hsin-Chien Huang’s To the Moon. The analyses suggest that sound organizes the volume and boundaries of virtual space, that
position tracking and performative action shape perceptual experience, and that audiovisual information and bodily data are
integrated through a real-time feedback loop, forming an intermedia structure that coordinates sensory elements. Altogether,
immersive VR in artistic contexts can be interpreted as a media apparatus that organizes and reconfigures sensory experience
through the dynamic interaction of space, body, and media.
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Fig. 2. Bernhard Leitner, Conceptual diagram of the spatial

organization of sound in Soundcube(drawing, 1969)
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Fig. 3. Bernhard Leitner, installation view of Serpentinata at
Georg Kargl Fine Arts, Vienna(2011)
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