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Abstract. Music visualization offers a powerful way to enhance listen-
ers’ understanding and experience of music by translating auditory sig-
nals into visual forms. However, most existing approaches either rely
heavily on lyrics or generate flat, rectilinear videos similar to conven-
tional music videos, which limits their ability to convey the emotional
dynamics of music and provide an immersive listening experience.
We propose Bring Music The Horizon, an emotion-aware pipeline for
music-driven 360◦ video generation. Given an input song, our method
first estimates its emotional trajectory by predicting valence-arousal val-
ues at the level of every four bars. These values are then converted
into emotion-aware visual guidance using EmotiCrafter, while the SEGA
framework provides fine-grained semantic control for keyframe genera-
tion. Finally, image-to-video models are applied to the generated keyframes
to synthesize temporally continuous 360◦ videos for immersive music vi-
sualization.
Our pipeline generates 360◦ music visualization videos that reflect the
emotional progression and temporal structure of the input song. We
demonstrate its capability using songs from different genres and pro-
vide qualitative comparisons with From-Sound-To-Sight, a representative
audio-to-visual generation baseline, on our project page.
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1 Introduction

1.1 Motivation

Music visualization aims to enhance how listeners perceive and experience music
by translating auditory signals into visual content. However, existing approaches
are often limited to single-viewpoint or rectilinear videos, resembling conven-
tional music videos rather than immersive visual experiences. Many methods
also rely heavily on lyrics to infer visual semantics, which limits their applicabil-
ity to instrumental music and may overlook the continuous emotional dynamics
embedded in the audio itself.

To address these limitations, we propose Bring Music The Horizon, a music-
driven pipeline for generating immersive 360◦ videos. Our method focuses on
modeling the temporal evolution of musical emotion and synthesizing 360◦ visual
scenes that align with both the affective and structural progression of the song.
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1.2 Related Work

Recent music visualization methods combine music information retrieval (MIR)
and generative models to synthesize visual content from audio. However, many
approaches rely on lyrics or other surface-level semantic cues, which may weaken
the connection between the generated visuals and intrinsic musical properties
such as rhythm, intensity, timbre, and emotional progression. Moreover, most
prior work targets narrative-style rectilinear music videos rather than immersive
360◦ visualization.

Jeong et al. proposed an audio-reactive video generation model that maps au-
dio signals to semantic and temporal visual dynamics, such as generating rain
intensity according to audio magnitude. Our work shares the broader goal of
audio-reactive visual generation, but focuses specifically on music-driven immer-
sive visualization, where both emotional trajectories and musical structure are
used to guide 360◦ video generation.

1.3 Our Pipeline and Limitations

Our pipeline consists of three main modules. The (i) MIR module extracts mu-
sical features such as tempo, beat timestamps, and valence-arousal (V-A) values
for each four-bar segment. The (ii) Emotion-guided 360◦ Keyframe Generation
module incorporates the estimated emotional features into the visual generation
process to produce affect-aligned 360◦ keyframes. The (iii) 360◦ Video Gen-
eration module then applies image-to-video (I2V) models to generate dynamic
clips and transition clips, which are concatenated into the final immersive music
visualization video.

While the proposed pipeline can generate emotion-aware and temporally struc-
tured 360◦ music visualization videos, several limitations remain. Similar V-A
values may produce repetitive keyframes, and visible seams can appear due to
boundary inconsistencies in generated 360◦ videos. The current output resolu-
tion is still limited, and the forward-moving visual effect cannot yet be fully
controlled, which may affect motion comfort. In addition, overly long prompts
may degrade 360◦ generation and cause the model to produce rectilinear rather
than omnidirectional visuals.

2 Method

Given an input song S and a user-specified base prompt pbase, our pipeline gen-
erates an emotionally and temporally aligned 360◦ music visualization. As shown
in Fig. 1, the song is first analyzed to extract its bar-level temporal structure
and a sequence of valence-arousal (V-A) values that describe the emotional tra-
jectory of the music. These musical cues are then used to adapt the base prompt
into emotion-aware panoramic keyframes, allowing the visual content to preserve
the user-provided concept while evolving with the song’s emotional progression.
Finally, the generated keyframes are animated and connected in musical order
to produce a complete 360◦ video whose scene dynamics and transitions follow
the structure of the input song.
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Fig. 1: Overview of the proposed music-driven 360◦ visualization pipeline. Given an
input song and a user-specified base prompt, the MIR module extracts musical struc-
ture and downbeat-level timing cues, while the Dynamic V-A Regressor estimates a
sequence of valence-arousal conditions. These emotion conditions are converted into
emotional residuals by EmotiCrafter and used with SEGA and SDXL 360◦ LoRA to
generate emotion-aware panoramic keyframes. The keyframes are then animated by
Wan-based image-to-video generation to produce the final 360◦ dynamic visualization.

Formally, the overall process is defined as

(S, pbase) → (B,U,E) → K → V360, (1)

where B = bii = 1N denotes the extracted downbeat timestamps, U = utt = 1T

denotes the resulting four-bar music units, and E = ett = 1T denotes the cor-
responding emotional trajectory. Each emotion condition is represented as et =
(vt, at) in the V-A space. The keyframe generation stage produces a sequence of
panoramic keyframes K = ktt = 1T , and the video generation stage synthesizes
the final 360◦ music visualization V360.

2.1 Music Information Retrieval (MIR)
The MIR module analyzes the input song S and extracts its temporal structure
and emotional trajectory:

fMIR(S) = (B,U,E). (2)

We first use All-In-One to estimate downbeat timestamps B and functional
segment information, which provide the temporal structure of the song. Based on
the extracted downbeats, we group the song into four-bar units U . For each unit
ut, our Dynamic Valence-Arousal regressor predicts an emotion condition et =
(vt, at), where vt and at denote the valence and arousal values, respectively. The
resulting V-A sequence E is used as the emotional condition for subsequent visual
generation, enabling the generated visuals to follow both the musical structure
and the emotional progression of the song.

2.2 Emotion-guided 360◦ Keyframe Generation
The keyframe generation module maps each four-bar music unit to an emotion-
aware panoramic keyframe:

fkey(pbase, et) = kt. (3)
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For each unit ut, the base prompt pbase and its corresponding emotion condition
et are fed into a retrained EmotiCrafter model to obtain an emotional residual
rt. This residual describes how the visual semantics of the base prompt should be
shifted toward the target emotion. We then use rt as a SEGA guidance condition
gt, enabling fine-grained semantic control during the diffusion process. Finally,
SDXL 360◦ LoRA is used to generate the panoramic keyframe kt. This design
allows each keyframe to maintain the user-specified scene concept while reflecting
the emotion predicted from the corresponding music segment. Repeating this
process for all T units yields the keyframe sequence K = kt

T
t=1.

2.3 360◦ Video Generation

The video generation module transforms the keyframe sequence K into the final
immersive visualization:

fvideo(K) = V360. (4)

Each keyframe kt anchors one four-bar video unit. The first three bars are syn-
thesized as a dynamic scene dt using Wan-I2V. The final bar is generated as
a transition clip ρt using Wan-flf2v, which connects the current dynamic scene
to the next keyframe kt+1. By concatenating all dynamic scenes and transition
clips in musical order, the module produces a complete 360◦ music visualization
video V360, in which scene changes are aligned with the temporal structure and
emotional flow of the input song.

3 Results and Conclusion

The experimental results show that the proposed pipeline can generate 360◦
music visualization videos that are directly viewable in VR headsets. The gen-
erated scenes follow the temporal structure of the input songs, while the visual
atmosphere and scene transitions reflect the estimated emotional trajectory at
different musical segments. These results demonstrate the potential of extending
conventional music visualization from flat videos to immersive VR experiences.

Overall, this work presents an emotion-aware and structure-guided pipeline
for music-driven 360◦ video generation. By integrating dynamic music emotion
prediction, emotion-guided keyframe generation, and 360◦ image-to-video syn-
thesis, the proposed method provides a practical framework for immersive music
visualization. In addition, retraining EmotiCrafter with a custom dataset helps
reduce undesired human-activity artifacts from the original model, resulting in
cleaner and more scene-focused visual outputs. We believe this work establishes a
promising foundation for future research on cross-modal and immersive content
creation.
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