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Impact of virtual reality technologies
on the perception and interpretation of contemporary art

Abstract. The purpose of the study was to analyse the impact of virtual reality technologies on the emotional perception
of contemporary art and determine how the integration of virtual reality changes traditional forms of artistic expression.
The methodology was based on the analysis of the main areas of technology use in contemporary art and the investigation
of practical examples. The paper discusses the basics of the influence of virtual reality on the emotional perception of
art, emphasising how the immersive effect, interactivity, and audio-visual effects create new opportunities for artistic
expression. Thekeyrole ofinteractivityin understanding art through virtualreality technologies, including personalisation
of the artistic experience, collective interaction, the use of game elements and dynamic content, is considered. Practical
examples of the introduction of technologies in traditional art, in particular, in museums, art projects, and exhibitions,
are provided. The study analysed the cultural context and its role in integrating digital innovations into contemporary
art, considering historical background, social aspects, economic factors, and ethical issues. The main results of the study
included: virtual reality significantly enhances the emotional response of viewers through the immersive effect, creating
a deeper emotional connection with the work of art. Interactivity allowed viewers to actively interact with art, making the
experience more dynamic and personalised. The practical implementation of virtual reality technologies in museums,
art projects, and exhibitions demonstrates new ways to interact with cultural heritage and works of art. The cultural
context plays an important role in the integration of virtual reality, in particular, the historical, social, economic, and
ethical aspects that determine the success of technology implementation in art. These results highlight the significant
potential of VR to transform contemporary art, opening up new horizons for creativity and audience engagement, but
also point to the need to take important economic and ethical aspects into consideration
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INTRODUCTION

Nowadays, technology is constantly changing the way
people interact with art. In particular, virtual reality (VR)
is becoming an important tool that opens up new oppor-
tunities for artists and their audience. VR allows creating
a fully interactive and immersive environment where the
viewer can interact directly with works of art in three-di-
mensional space. This radically changes the emotional
perception of art, providing new dimensions for its under-
standing and evaluation.

However, despite the significant potential of virtual
reality, there are a number of problems associated with
its implementation in the artistic sphere. One of the main
problems is the lack of empirical data on how VR affects
the emotional perception of art. There is also a need to
explore how traditional art forms can integrate with the
latest technologies without losing their authenticity and
cultural value. Solving these problems is critical for the de-
velopment of new methods and approaches in artistic ac-
tivity. The need for research is conditioned by the fact that
contemporary art is actively changing under the influence
of technological innovations. Virtual reality can become
not only a new means of expression for artists, but also a
tool to attract a wider audience and deepen the emotion-
al connection to works of art. However, to achieve this, it
is necessary to gain a deeper understanding of how tech-
nology interacts with traditional art forms, what new op-
portunities they open up, and what challenges may arise.

Many researchers have addressed the issue of in-
troducing modern technologies into traditional art. For
example, L. Shelter (2023) analyses how creating an at-
mospheric environment in virtual museums affects the
perception of art. The researchers come to the conclusion
that virtual reality can significantly improve the interac-
tivity and immersion of the viewer, which has a positive
effect on the emotional response. A. Modena et al. (2021)
view virtual and augmented reality as tools for art and
politics. They point to the significant potential of these
technologies to create new forms of political and artistic
expression that push the boundaries of traditional art.

E. Champion and A. Foka (2020) explore the use of vir-
tual reality technologies in the context of art history and
cultural heritage. They conclude that VR can be a powerful
tool for exploring and preserving cultural heritage, and cre-
ating new forms of artistic experience. L. Raya et al. (2021)
analyse the use of VR to increase interest in art. They con-
clude that virtual reality helps attract new audiences and
increases the level of audience engagement. B. Kelley and
C. Tornatzky (2019) discusses artistic approaches to the
use of virtual reality. They point out the need to develop
new methods of artistic expression that consider the spe-
cifics of the virtual environment. J. Sheng (2017) explores
the educational potential of VR in art. The researcher con-
cludes that virtual reality can significantly improve the
process of learning art, making it more interactive and
accessible. Y. Ruan (2022) examines the application of
interactive VR technologies in the teaching of art design.
She notes that these technologies contribute to a deeper
understanding and practical assimilation of knowledge.
S. Borysova et al. (2024) examine the impact of the digi-
tal revolution on contemporary art. They point to signifi-
cant changes that are taking place under the influence of
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technology, and the need for further research in this area.
Q. Liu (2012) analyses the use of virtual reality in art. He
concludes that VR allows creating new forms of artistic ex-
pression that would not be possible in traditional media.

W. Zhanjun (2017) explores the use of VR in envi-
ronmental design. He points out opportunities for creat-
ing interactive and immersive environments. C. Tsita et
al. (2023) explore the possibilities of VR to enhance the
educational value of contemporary art. They note that vir-
tual reality can significantly improve the perception and
understanding of works of art. K. ludova-Romanova et
al. (2023) explore the application of VR in modern thea-
tre. They point to new opportunities for theatrical art that
open up due to virtual reality.

The purpose of the study was to explore aspects of the
interaction of technology and traditional art in a modern
context. In particular, how virtual reality affects the emo-
tional perception of art, what new opportunities and chal-
lenges arise in the process of integrating these technolo-
gies with traditional art forms.

FUNDAMENTALS OF THE IMPACT
OF VIRTUAL REALITY TECHNOLOGIES

ON THE EMOTIONAL PERCEPTION OF ART
One of the key aspects of the impact of virtual reality on
the emotional perception of art is the immersive effect.
Immersion in VR creates a sense of presence in a virtual
space, which is significantly different from the tradition-
al contemplation of works of art. The depth of immersion
is achieved through the use of special devices, such as VR
helmets, which provide full immersion in a three-dimen-
sional environment. This immersive effect allows viewers
to feel like they are part of a work of art, rather than just an
outside observer. The VR immersion effect affects viewers’
emotional responses, enhancing their perception of art
(Riva etal., 2007). Immersion allows viewers to not only see
works of art, but also interact with them on a deeper lev-
el. For example, in VR museums, visitors can freely move
around the exhibition, approach works, and view them
from different angles, which creates a sense of real pres-
ence. This helps to create a more intimate and emotional-
ly rich experience that can evoke stronger emotions than
traditional viewing of paintings in a gallery. In addition,
the immersion effect contributes to greater involvement of
the audience in the artistic process. Virtual environments
can be created in such a way that viewers can actively par-
ticipate in the development of events, change elements
of the virtual space, and interact with virtual objects. This
allows viewers to feel not just consumers of art, but also
active participants in the creative process, which signifi-
cantly enhances the emotional connection with the work.

Interactivity is another important aspect of the im-
pact of virtual reality on the emotional perception of art.
The ability to interact with virtual objects significantly
changes the way viewers perceive and evaluate works of
art. Using VR, viewers can actively interact with elements
of art installations, change them, move in space and in-
fluence the development of events in the virtual environ-
ment (Wilson & Soranzo, 2015).

Interactivity in virtual reality allows creating unique
artistic experiences that are not possible in traditional art
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forms. This creates a sense of control and engagement,
which greatly enhances the emotional response. The abil-
ity to influence a piece of art allows viewers to feel part
of the creative process, making their experience more
personal and meaningful. This is especially important for
creating an emotional connection to works of art. When
the viewer has the opportunity to interact with the ele-
ments of the installation, change them, create new com-
binations, this contributes to a deeper understanding of
the artistic idea and emotional content of the work. In-
teractive elements also allow creating more dynamic and
changeable artistic spaces that constantly adapt to the
viewer’s actions, which adds new dimensions to the emo-
tional experience. Audio-visual effects are powerful tools
that influence the emotional perception of art in virtual
reality. Virtual environments allow artists to use sound
and images with extreme flexibility, creating multi-layered
audio-visual compositions that can profoundly influence
the emotional state of viewers. The role of sound in VR
should not be underestimated: it creates an atmosphere,
enhances visual images, and can trigger strong emotional
reactions (Freeman et al., 2018).

Sound effects can be used to create realistic or fantas-
tic environments. For example, the sounds of nature, city
streets, or futuristic landscapes can immerse the viewer in
the appropriate atmosphere, enhancing the sense of pres-
ence. The soundtrack can also be interactive, changing in
response to the viewer’s actions, creating even deeper im-
mersion and emotional engagement. Visual effects in VR
allow creating exciting three-dimensional worlds with a
high level of detail. This can include both realistic imag-
es and abstract compositions that cannot be reproduced
in the physical world. Visual elements can be dynamic,
change in response to viewer interaction, or respond to
specific triggers in a virtual environment. This adds an
element of unpredictability and innovation to the artis-
tic experience, which causes strong emotional reactions
in the audience. Through the use of audio-visual effects,
artists can create VR environments that not only impress
with their realism or fantasy, but also have a profound im-
pact on the emotional state of the audience. This allows
pushing the boundaries of artistic expression and creating
new, unforgettable artistic experiences that viewers can
experience as they immerse themselves in virtual worlds.

Virtual reality opens up unprecedented opportuni-
ties for artists to create new forms of artistic expression
that were previously impossible in traditional media. Us-
ing VR, artists can create three-dimensional spaces that
immerse the viewer in a completely new world, where
they can actively interact with works of art, change them,
and even influence their development. This expands
the boundaries of artistic imagination with new forms
of expression that were previously unavailable (Slater &
Sanchez-Vives, 2016).

One of the main aspects of new forms of artistic ex-
pression in VR is the ability to create interactive installa-
tions. Such installations allow viewers to actively partic-
ipate in the creative process, interact with elements of a
work of art, change them and create new combinations.
This makes the art more dynamic and personalised, allow-
ing each viewer a unique experience. For example, artists
can create virtual environments where viewers can change
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the colour, shape, or texture of objects, thus creating their
own artistic space. In addition, VR allows artists to experi-
ment with new forms of presentation of their works of art.
In virtual spaces, it is possible to create complex, non-lin-
ear stories where viewers can choose their own path and
influence the development of events. This adds a new di-
mension to art, where viewers become active participants
in the story, not just observers. Such interactive narratives
can be used to create deep, emotionally rich experiences
that leave a strong imprint on viewers’ memories.

Virtual reality technologies also open up new oppor-
tunities for collaboration between artists from different
disciplines. Musicians, artists, programmers, and design-
ers can join forces to create complex virtual worlds where
sound, image, and interactivity are combined into a single
harmonious composition. Such interdisciplinary projects
allow creating multi-layered artistic experiences that are
difficult to achieve in traditional art forms.

INTERACTIVITY AS AKEY FACTOR

IN UNDERSTANDING ART THROUGH VIRTUAL
REALITY AND MODERN TECHNOLOGIES
Personalisation of the artistic experience in virtual reality
and with the help of modern technologies opens up new
horizons in the understanding of art. One of the key as-
pects of personalisation is the ability to customise inter-
action with works of art to suit the individual needs and
preferences of the viewer. This allows each viewer to get
a unique experience that reflects their personal interests
and emotional state.

VR technologies can be used to create individual user
profiles that consider their previous interactions with
art, preferences, and emotional reactions. Based on this
data, the system can adapt content by offering the viewer
the works that best suit their interests, or by customising
the virtual environment in such a way that it evokes the
strongest emotional response (Gotthardt ez al., 2023). Per-
sonalisation also allows viewers to choose how they want
to interact with the artwork. For example, they can set
up virtual exposures, choose different viewing modes, or
interact with objects using different tools. This creates a
deeper and more individual understanding of works of art,
as viewers can explore them at their own pace and accord-
ing to their preferences. Personalising the artistic experi-
ence in VR and using modern technologies significantly
increases the level of engagement and understanding of
art. It helps to create unique, individually customised in-
teractions with artworks, which contributes to a deeper
emotional and intellectual perception of art.

Collective interaction in virtual reality and with the
help of modern technologies is an important aspect in
understanding art, as it allows viewers not only to inter-
act with works of art, but also to share impressions and
emotions with other users. Shared virtual art spaces cre-
ate opportunities for collective viewing and discussion
of art, which enhances its emotional and intellectual
perception. In VR, viewers can enter virtual galleries and
museums with other users, explore expositions together,
and discuss what they see in real time. This creates the
effect of other people’s presence, which adds a social di-
mension to the artistic experience. For example, viewers
can share their impressions, discuss interpretations, and
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find new meanings in works of art together (Wang, 2023).
Collective interaction also helps to expand the under-
standing of art through the exchange of opinions and
ideas. In shared virtual spaces, users can conduct discus-
sions, participate in virtual lectures and seminars, and
organise joint views and discussions. This helps to get
different perspectives on the same work, which enrich-
es understanding and enhances the emotional connec-
tion with art. It is also worth noting that collective inter-
action in VR allows artists to create interactive projects
where viewers can collaborate with each other to achieve
a common goal or create a common work. This adds an
element of teamwork and co-creation to the artistic ex-
perience, which makes the process of interacting with art
even more saturated and meaningful.

Equally important is the use of game elements in art
installations created using virtual reality and modern
technologies. This is an innovative approach to attract-
ing viewers and increasing their interest in art. Gamifica-
tion allows integrating game elements into art projects,
which makes interaction with art more fun and engag-
ing (Munro, 2022). Game mechanics such as challenges,
rewards, difficulty levels, and feedback can be used to
create more dynamic and interactive artistic experienc-
es. For example, viewers can perform certain tasks in a
virtual environment that help them gain a deeper un-
derstanding of a work of art or reveal its hidden aspects.
This creates an element of challenge and interest that
motivates viewers to explore art more actively. In addi-
tion, gamification in art installations allows creating ed-
ucational elements that help viewers better understand
the context of the work or the history of its creation. For
example, interactive tasks may include searching for
information or solving riddles that reveal additional as-
pects of a work of art. This not only makes the process of
interacting with art more interesting, but also helps to
expand the audience’s knowledge.

Dynamic content and updated installations in virtu-
al reality and with the help of modern technologies open
up new opportunities for creating live, variable artistic
experiences that are constantly evolving and adapting.
This approach allows viewers to immerse themselves in
art that never remains static, but always offers something
new and unexpected. One of the key aspects of dynamic
content is the ability to update and modify artwork in real
time. This may include changing visual elements, adding
new objects or scenes, and integrating new audio-visual
effects. This constant variability allows viewers to return
to the same works again and again, each time discovering
something new (Nakevska et al., 2014). This increases the
emotional and intellectual interest in art.

Updated installations can also include interactive el-
ements that respond to viewers’ actions. For example, vir-
tual objects can change their shape or colour depending
on the user’s movements or choices. This creates a sense
of active participation in the creation of art and enhanc-
es the emotional connection with the work. In addition,
dynamic content allows artists to experiment with new
forms of expression, creating multi-layered, complex
compositions that can change in response to external
factors, such as the time of day, weather conditions, or
even the mood of the audience. This adds an element of
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unpredictability and innovation to the artistic experi-
ence. Thus, dynamic content and updated installations
in VR and with the help of modern technologies open up
new perspectives for artistic creativity and perception,
allowing users to create live, interactive experiences that
are constantly evolving and attract viewers to new levels.

PRACTICAL EXAMPLES

OF THE INTRODUCTION OF VIRTUAL REALITY
TECHNOLOGIES IN TRADITIONAL ART
Museums actively use virtual reality technologies to
create virtual expositions that allow visitors to immerse
themselves in three-dimensional spaces where they can
interact with works of art. This includes virtual tours
where viewers can move freely around the museum’s
halls, view exhibits from different angles, and get addi-
tional information about them (Parker & Saker, 2020).
Such technologies also allow creating reconstructions of
historical events or exhibitions that have already been
completed, giving viewers the opportunity to relive
them. VR technologies help museums to attract a wider
audience, including people who are physically unable to
visit the museum.

One of the most famous museums in the world, the
Louvre in Paris, presented a VR installation called “Mona
Lisa: Beyond glass” (Fig. 1). This installation allows visi-
tors to explore the famous portrait by Leonardo da Vinci
in a virtual space. Using VR technology, viewers can see
details of the painting that are usually difficult to see
through thick protective glass and get additional infor-
mation about the history and context of the creation of
this masterpiece. This project was part of the celebration
of the 500" anniversary of Da Vinci’s death, providing vis-
itors with a unique opportunity to better understand and
appreciate art.

Figure 1. Three-dimensional “Mona Lisa”.
Louvre Museum, Paris
Source: Ukrinform.ua (2019)

The Pompidou Centre in Paris also uses VR to create
innovative art projects. One such example is “Starry Night”,
aVR installation that allows visitors to enter the interior of
Vincent Van Gogh'’s famous painting “Starry Night”. Using
VR, viewers can explore the space, details and atmosphere
of the painting, which allows them to gain an understand-
ing of the work and its context. It also allows visitors to
experience a unique artistic experience that cannot be ob-
tained by traditional painting viewing alone (Fig. 2).
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Figure 2. Pompidou Centre, France. Installation
of V. Van Gogh’s painting “Starry Night”
Source: Tigets (2024)

The British Museum is also actively using VR to im-
prove the visitor experience. One of these projects is the
“Virtual tour of Nefertiti” (Fig. 3). Using VR helmets, visitors
can travel back in time and see what the Nefertiti temple
looked like in its original state. This VR installation allows
viewers to immerse themselves in the atmosphere of an-
cient Egypt, learn more about the architecture and culture
of that time, and see the exhibits in their original context.
This not only expands the knowledge of visitors, but also
makes visiting the museum more interactive and exciting.

Figure 3. One of the images of the virtual tour
of the Temple of Nefertiti, British Museum, London
Source: TheTourGuy (2023)

The Museum of Modern Art in New York uses VR tech-
nologies to create innovative art exhibitions. One of these
projects is “Unseen”, created by M. Chitilom (Fig. 4). This
VR installation takes viewers into a world where they can
interact with digital objects and shapes that change ac-
cording to the user’s movements. The project explores the
boundaries between reality and virtuality, inviting visitors
torethink their perception of space and form. This not only
elicits an emotional response, but also encourages critical
thinking about the role of technology in contemporary art.

Figure 4. Part of the installation “Unseen”,
New York, Museum of Modern Art
Source: Timeout (2024)

These examples demonstrate how VR installations
can change the experience of visiting museums, mak-
ing it more interactive, educational, and engaging. Using
VR allows viewers not only to see works of art in a new
light, but also to immerse themselves in their historical
and cultural context. Artists use VR technologies to create
new forms of artistic expression that go beyond tradition-
al media. With the help of virtual reality, they can create
interactive three-dimensional spaces where viewers can
not only contemplate works of art, but also interact with
them, change them and influence their development.
This allows artists to experiment with new forms of nar-
rative and create dynamic, variable compositions that re-
spond to the actions of the audience (Grau 2002). VR also
opens up opportunities for collaboration between artists
from different disciplines, helping to create complex,
multi-layered art projects.

Virtual reality technologies open up new horizons for
contemporary artists, allowing them to create interactive
and engaging works of art that engage viewers in unique
virtual worlds. Next, the study considers some outstand-
ing examples of the use of VR in contemporary art. Jeffrey
Shaw is one of the pioneers in the use of VR technologies
in the arts. His work often explores the boundaries be-
tween reality and virtuality, inviting viewers to interact
with digital spaces. One of the most famous projects by
J. Shaw is “The Legible City” (Fig. 5). In this VR installa-
tion, viewers can ride a bicycle through three-dimension-
al virtual cities where buildings are made up of text. Each
word represents a piece of history or narrative, allowing
viewers to “read” the city while travelling. This project is a
great example of interactivity and new forms of storytell-
ing that are possible due to VR technologies.

Figure 5. “The Legible City” by J. Shaw
Source: Jeffreyshawcompendium (2023)

Lauri Anderson, a well-known American artist and
musician, also actively uses VR in her works. One of her
most famous projects is “Chalkroom” (2017), created in
collaboration with Taiwanese artist Hu Chen (Fig. 6). In
this VR installation, viewers can move freely around a
virtual room whose walls are covered with texts, draw-
ings, and videos. Each element can be explored by inter-
acting with it through body movements and controllers.
“Chalkroom” creates a unique interactive experience that
combines literature, music, and visual arts. Raphael Lo-
zano-Hemmer is a Mexican media artist who uses VR in
his installations to create interactive and personalised
experiences. His work “Border Tuner” (2019) is an inter-
active lighting project that brings together the cities of El
Paso and Juarez through VR technologies (Fig. 7). In this
installation, participants can communicate with each
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other using light rays and sound waves, which gives the
impression of a single virtual space separated by a bor-
der. It allows exploring issues of identity, separation, and
unity through VR.

Figure 6. “Chalkroom” by L. Anderson
Source: Dreamideamachine (2019)

Figure 7. Performance “Border Tuner”
by R. Lozano-Hammer
Source: Bordertuner (2019)

Miguel Chevalier is a French artist who specialises
in digital art and uses VR technologies to create excit-
ing installations. His project “Extra Natural” (2018) takes
viewers to a virtual forest, where they can watch fantastic
plants that respond to their movements and interactions
(Fig. 8). This installation explores the relationship be-
tween nature and technology, offering viewers a new way
to interact with nature through virtual reality.

Figure 8. Footage from performance “Extra Natural”
by M. Chevalier
Source: Miguel-chevalier (2018)

These examples demonstrate how contemporary art-
ists use VR to create new forms of artistic expression that
allow viewers to immerse themselves in virtual worlds
and interact with them in new and exciting ways. Ex-
hibitions and performances using VR technologies are
becoming increasingly popular, providing viewers with
a unique interactive experience. Exhibition organisers
use VR to create virtual environments where viewers can
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interact with exhibits in a new, more immersive way.
Performances that include VR allow creating interactive
shows where viewers can actively participate in events,
changing their course with their actions. This creates a
new level of engagement and emotional impact, enhanc-
ing the experience of exhibitions and performances. VR
also allows organising virtual exhibitions that can be vis-
ited from anywhere in the world, expanding access to art
and cultural events (Jung et al., 2016).

The Virtual Online Museum of Art (VOMA) is the
world’s first fully virtual museum which launched to
the public in 2020 (Fig. 9). This is a virtual space where
works from different eras and artistic trends are present-
ed, collected from famous museums and private col-
lections. Viewers can navigate the halls of the museum,
view paintings, sculptures and other exhibits in high res-
olution, getting additional information about each work
through interactive hints. VOMA also offers interactive
tours and themed exhibitions that help to better under-
stand art and its context.

Figure 9. One of the galleries
of the VOMA virtual museum
Source: Aislingquigley (2024)

Art Gate VR is a virtual platform for organising art ex-
hibitions and events. It allows artists, galleries, and muse-
ums to create virtual exhibition spaces where viewers can
view and interact with works of art in a 3D environment
(Fig. 10). For example, in 2021, Art Gate VR organised a vir-
tual exhibition “Art in Isolation”, which showed the works
of artists created during the COVID-19 pandemic. Visitors
could view exhibits, listen to audio guides, and even in-
teract with artists in real time through avatars. This gives
viewers a unique experience that combines virtual reality
with elements of social interaction.

Figure 10. Art Gate VR virtual gallery images
Source: Art Gate (2024)

Acute Art is a platform that collaborates with leading
contemporary artists to create virtual and augmented re-
ality (VR and AR) experiences. One of the most famous
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projects of Acute Art is “Kaws: Holiday”, where the works
of the prominent American artist Kaws were presented
in the form of giant virtual sculptures located in differ-
ent cities of the world, available through the AR applica-
tion (Fig. 11). Acute Art also organised virtual exhibitions
where viewers could interact with digital works of art in
a VR environment, allowing them to create a unique and
immersive experience.

Figure T1. Image of a giant unrealistic sculpture
on Big Ben on the Acute Art platform
Source: Acuteart (2024)

The Reality of Augmented Version project was im-
plemented in collaboration with several museums and
artists to create virtual exhibitions that are accessible via
VR helmets (Fig. 12). One example is “The Brushstroke”
exhibition, where visitors can watch the process of creat-
ing famous paintings in real time in virtual space. Viewers
can see how artists work, interact with them, and even
“help” them in the process.

Figure 12. Exhibition of augmented reality paintings
Source: Academyart (2019)

Given these examples, it can be argued that exhibi-
tions and VR galleries can expand the possibilities of art,
allowing viewers to interact with works in new and excit-
ing forms, creating a unique experience that is not possi-
ble in traditional galleries.

CULTURAL CONTEXT AND ITS ROLE
IN INTEGRATING VIRTUAL REALITY
INTO CONTEMPORARY ART

Historical background plays a key role in understanding
the integration of virtual reality into contemporary art.
Throughout history, art has always actively interacted
with new technologies, using them to expand the bound-
aries of creativity and create new forms of expression
(Henning, 2006). From the invention of photography and
cinema to the digital revolution, every new technology
has provided artists with new tools to experiment and

8

innovate. One of the important historical prerequisites for
integrating VR into art was the spread of computer graph-
ics and digital technologies in the late 20® century. The
advent of computer software for creating three-dimen-
sional models and animations opened up new opportuni-
ties for artists who began using these technologies to cre-
ate digital installations and interactive expositions. These
early experiments became the basis for the development
of VR in art. The historical background for integrating VR
technologies into art includes years of technology devel-
opment and experimentation with new forms of expres-
sion. Studying these prerequisites helps to understand
how modern VR technologies have become a logical con-
tinuation of the evolution of art, opening up new oppor-
tunities for creativity and interaction with the audience.

Social aspects also play an equally important role in
the process of integrating virtual reality into contempo-
rary art, since virtual reality can change the ways of social
interaction and collective perception of art. Virtual spac-
es create new opportunities for communication between
viewers, allowing them to interact not only with works
of art, but also with each other in a virtual environment.
This contributes to the establishment of communities
where people can exchange opinions, impressions and
interpretations, which deepens the understanding and
perception of art. One of the key benefits of VR is the abil-
ity to create inclusive environments where people with
different physical abilities can interact equally with art
(Coelho et al., 2012).

Virtual museums and galleries can be accessed by
those who do not have the opportunity to visit physical
spaces, which contributes to wider audience engagement
and increased access to cultural heritage. In addition, VR
technologies allow preserving and promoting cultural
heritage by creating virtual reconstructions of historical
sites and events. This is important for the preservation of
culture and history, especially in the context of globalisa-
tion and urbanisation, when many cultural sites may be
lost or altered. Virtual reconstructions allow preserving
them for future generations and making them available to
awide audience around the world.

It is also worth noting that VR can promote cross-cul-
tural dialogue and mutual understanding. Virtual exhibi-
tions dedicated to different cultures and historical eras
allow viewers from different countries and cultures to gain
access to new knowledge and expand their horizons. This
promotes global cultural understanding and cooperation.
Thus, the social aspects of integrating virtual reality tech-
nologies into contemporary art are important for under-
standing how technology can promote social interaction,
inclusivity, and the preservation of cultural heritage.

Economic factors also play a significant role in the
introduction of virtual reality into contemporary art, as
VR technologies require significant financial investments
both at the development stage and during the implemen-
tation of projects. Funding for VR projects in the arts can
come from a variety of sources, including government
grants, private investment, sponsorship, and crowdfund-
ing. These financial resources are crucial for the devel-
opment and implementation of VR technologies in the
art sector. Commercial potential in art is also an impor-
tant aspect. Virtual exhibitions, interactive installations,
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and other projects can generate revenue through ticket
sales, subscriptions, or sponsored events. This opens up
new opportunities for artists and cultural institutions,
allowing them to monetise their projects and attract ad-
ditional financial resources for further development. In
addition, virtual reality can be used to create commercial
products, such as virtual museum tours or interactive art
programmes that can be sold on the market. Economic
factors also include issues related to the availability of VR
technologies to the general public. Reducing the cost of
hardware and software makes VR more accessible to art-
ists, museums, and viewers. This contributes to the wider
adoption of VR in art and the expansion of the audience
that interacts with virtual art projects (Nayar, 2010).
Ethical and moral issues are important aspects of inte-
grating virtual reality into contemporary art, as they relate
to the responsibility of artists, curators, and developers
to the audience and society at large (Bentkowska-Kafel et
al., 2005). One of the main ethical issues is the issue of au-
thorship and ownership of digital works of art. In a virtu-
al environment, it is easy to copy and distribute content,
which can lead to copyright infringement. Solving this
problem requires the creation of new legal frameworks
and mechanisms for protecting intellectual property in
the field of VR. Moral aspects also relate to the content
of works of art in the field of virtual reality. Artists should
consider how their work can affect the emotional and psy-
chological state of the audience. The immersive nature of
VR can trigger strong emotional reactions, so it's impor-
tant to ensure that the content is ethical and doesn’t harm
users. This is especially true in cases where the works ad-
dress topics of violence, trauma, or other sensitive issues.
Ethical issues also include issues related to the privacy
and security of user data. Using VR can involve collecting
and analysinglarge amounts of personal data, soitisimpor-
tant to ensure that this information is protected and that it
isnotmisused. This requires high standards of security and
privacy in the development and use of VR technologies.

CONCLUSIONS
The results of the study emphasise that virtual reality has a
significant impact on the emotional perception of art. The
immersive effect created by VR allows viewers to feel part
of awork of art, which enhances the emotional connection
and promotes a deeper understanding of the artistic con-
tent. The interactivity of VR technologies allows viewers to
actively interact with art, change it and influence its de-

expression, allowing artists to experiment with new forms
of narrative and create interactive three-dimensional
spaces. Collective interaction in VR technologies contrib-
utes to the socialisation of artistic experiences, allowing
viewers to explore virtual spaces together and share expe-
riences. The use of virtual reality game elements in art in-
stallations increases audience engagement and enhances
their understanding of artistic concepts. Dynamic content
and updated installations create lively, changing artistic
experiences that are constantly evolving and adapting, in-
creasing emotional and intellectual interest in art.

Practical examples of the introduction of VR technolo-
gies in traditional art demonstrate a variety of approaches
and opportunities. Museums use VR to create interactive
exhibitions and virtual tours, attracting a wider audience
and providing new ways to interact with cultural heritage.
Artists use VR technologies to create new forms of artis-
tic expression, allowing viewers to interact with works of
art on a deeper level. Exhibitions and performances using
VR technologies provide viewers with unique interactive
experiences, increasing the level of engagement and ex-
panding access to art events.

The cultural context is important for understanding
the integration of virtual reality technologies into contem-
porary art. Historical background, including the develop-
ment of digital technologies and interactive installations,
has paved the way for the introduction of VR. Social aspects
include the impact of VR technologies on social interaction
and the preservation of cultural heritage. Economic factors
cover the financing of VR projects and their commercial
potential, and the availability of technologies to the gener-
al public. Ethical and moral issues relate to the authorship,
ownership, availability, and confidentiality of data that are
critical to ensuring the safe and ethical use of VR in art.

VR technologies have great potential to transform
contemporary art, but they also require consideration of
important social, economic, and ethical aspects. The main
limitations of this study are the subjectivity of assess-
ments, the rapid development of VR technologies, sample
selectivity, cultural and regional differences, and insuffi-
cient analysis of economic and ethical aspects. Promising
areas of further research include empirical analysis of the
emotional impact of virtual reality, cross-cultural research,
investigation of long-term effects, study of technological
innovation, analysis of economic and ethical aspects, and
various forms of interactivity and user experience.

velopment, which makes the artistic experience dynamic ACKNOWLEDGEMENTS
and personalised. Audio-visual effects create multi-lay-  None.
ered compositions that profoundly affect the emotional
state of the audience, causing strong emotional reactions. CONFLICT OF INTEREST
In this way, VR opens up new possibilities for artistic ~ None.
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BnnmB TeXHONOri BipTyanbHOiI peanbHOCTI
Ha CMPUUHATTA Ta iHTepnpeTauilo Cy4acHOro MUCTeLTBa

AHoTauig. MeToio focipreHHs OysI0 MpoaHasidyBaTH BIJIMB TEXHOJIOTIH BipTya/abHOI peajibHOCTI Ha eMoliliHe
COPUUHATTA Cy4acHOTO MHCTEI[TBA Ta BH3HAYWTH, SIK iHTerparis BipTyaJdbHOI peasbHOCTI 3MiHIOE TpaaWIiiHi
dopMH XymOKHBOTO BUpaskeHHsA. MeTomoJsiorisi 6asdyBasacsi Ha aHasi3i OCHOBHUX HAIPSIMKIB BUKOPHCTAHHS
TEXHOJIOTIll B Cy4aCHOMY MHCTEITBI, a TAKO)K HAa BUBYEHHI MPaKTUYHUX MPUKJALIB. Y CTATTi PO3IISIHYTO OCHOBU
BIJIUBY BipTyaJ/ibHOI peasibHOCTI Ha eMolliliHe CHOPUIHATTA MHUCTENUTBA, MiIKpecsioloud, Ik edeKT 3aHypeHHs,
iHTepaKTUBHICTH Ta ayioBi3yasbHi e(eKTH CTBOPIOIOTH HOBI MOYKJIMBOCTI AJI51 XYIOSKHBOT'0 BUPpaKeHHs1. PO3IIsAHYTO
KJIIOUYOBY POJIb IHTEPAKTUBHOCTI y PO3YMiHHI MHCTEITBA 3a JIOMOMOIOIO0 TEXHOJIOTIN BipTyasabHOI peasbHOCTI,
BKJIIOYAIOYX IIePCOHAI3allil0 MUCTEIIbKOTO JTOCBiy, KOJIEKTUBHY B3a€EMO/IiI0, BUKOPUCTAHHS irPOBUX €JIEMEHTIB
Ta IMHAMiYHUN KOHTeHT. HaBeqeHO MpaKTUYHI MPUKJIAAN BIPOBAIKEHHSI TEXHOJIOTIA y TpaJuIliiiHe MUCTEITBO,
30KpeMa y My3esX, XyJO>KHiX IpOeKTax Ta BUCTaBKax. [IpoaHa/i30BaHO KYJIBTYPHUU KOHTEKCT Ta HOTO POJb B
inTerpanil nudpoBux iHHOBaLil y cydyacHe MUCTENTBO, BPAaxOBYIOUHU iCTOPUYHI IIepeyMOBH, COIia/bHi acleKTH,
€KOHOMIuHi (akTopu Ta eTU4Hi NUTaHHA. OCHOBHI pe3y/bTaTu JOC/iIKeHHsI BKIIOYAIOTh: BipTyajbHa peajbHICTh
3HAYHO ITiICUJIIOE EMOIIMHUN BiITyK WIsimadiB yepe3 epeKT 3aHypeHHsI, CTBOPIOIOYHY TTUOIINI eMOIIMHUN 3B)SI30K
3 MUCTEIbKUM TBOPOM. IHTEpaKTUBHICTB I03BOJISIE IIsIJa4aM aKTUBHO B3AEMOIISITH 3 MUCTEI[TBOM, POOJISTYU TOCBi/
OiTbII AIMHAMIYHUM TaTIepCOHANi30BaHUM. [IpaKTUYHE BIIPOBAPKEHHSI TEXHOJIOTIN BipTyaIbHOI peasbHOCTIy My3esiX,
XYIOSKHIX IPOEKTAaxX Ta BUCTAaBKAX IEMOHCTPYE HOBI CIOCOOM B3a€MOJII 3 KyJIBTYPHOIO CHAIITMHOIO Ta MUCTEIIbKUMU
TBOpaMu. KyJBTYpHUI KOHTEKCT Bifiirpae Bask/IMBY poJib B iHTerpanii BipTya/sbHOI peajbHOCTi, 30KpeMa icToOpuyHi,
coljiasbHi, eKOHOMIiUHi Ta €TUYH]i aClIeKTH, AKi BU3HAYAIOTh YCHIIITHICTh BIPOBaA)KeHHsI TeXHOJIOTIN y MucTenTBo. L1i
pe3ysbraTy MiAKpec/00Th 3HaYHUl noTeHnian VR 1y TpancdopMariii cyyacHOro MUCTeITBa, BiJKPUBAIOYU HOBI
TOPU30HTH JJIsT TBOPUYOCTI Ta 3a/Iy4eHHS IVIA1aviB, ajle TAaKO’K BKa3ylOTh HAa HEOOXiIHICTh BpaXyBaHHS BayK/ITUBUX
€KOHOMIYHMX Ta eTUYHUX aCIIeKTiB
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