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Abstract: With the rapid development of human-machine integration and perceptual augmentation
technologies, sound art exhibits unprecedented embodied potential within a cybernetic context.
Grounded in the perspective of cross-sensory interaction, this study explores how sound art, through
the intervention of technologies such as virtual reality, biosensing, and artificial intelligence,
reconfigures the boundaries of human perception and bodily experience. By integrating cyborg
theory, posthumanism, and sound aesthetics, this paper proposes that sound is no longer a passively
perceived object but a medium that actively generates embodied experiences, with its cross-modal
characteristics enabling connections across visual, tactile, and kinesthetic perceptions. Against this
backdrop, the core question of this research is how artistic creation can achieve dynamic interplay
among “sound-body-environment” based on physiological data and behavioral feedback. Through
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an analysis of representative case studies, such as the works of Marco Donnarumma and Chinese
sound artists, this study examines the generative logic and cultural expression mechanisms of sound
within multimodal interactions, aiming to reveal the practical possibilities and theoretical value of
sound art within the cybernetic embodied pathway. This research not only enriches the
interdisciplinary perspective of sound art and embodiment studies but also provides significant
theoretical references and practical pathways for the design of multisensory immersive experiences
in future urban contexts.

Keywords: Sound Art; Cybernetic Embodiment; Cross-Sensory Interaction; Biosensing; Virtual
Reality; Posthumanism; Immersive Media
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