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Abstract

This paper addresses the issue of obstacles to the inheritance and development of Inkstone culture
caused by technological advances. It designs and implements a virtual museum of Inkstone culture,
using 3DsMax to build a museum scene in a Chinese cultural style, and designs a backpack system
based on the MVC architecture to achieve an overall display of the museum’s Inkstone collection. A
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Scriptable Object storage list was designed to store the specific information and models of the Ink-
stone collections in a lightweight manner. Using virtual reality collision detection technology, hu-
man-computer interaction technology, and animation system design, the project implemented mu-
seum scene navigation, human-computer interaction, data management, and cultural and creative
game content. From the user’s perspective, the interface interaction design was optimized, and gam-
ified cultural and creative content was added to achieve the digital preservation and inheritance of
Inkstone culture.
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Figure 1. Framework for a virtual museum of Inkstone culture
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Figure 2. Scene design flowchart for the virtual museum of Inkstone culture
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Figure 3. (a) First-person control flow; (b) first-person perspective implementation
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Figure 5. Painting roll effect
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Figure 6. Logical design introduced into the Inkstone dialogue system
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Figure 7. Inkstone culture development corridor
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Figure 8. Three-tier content display
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Figure 9. Exhibition booth control flow chart
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Figure 10. Museum cultural and creative exhibition area content realization
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Figure 11. Results of the implementation of the virtual museum system for Inkstone culture
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Figure 13. Evaluation of content presentation and functional design of the virtual museum of Inkstone culture
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