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Abstract

The contemporary inheritance of intangible cultural heritage faces severe challenges such as the
discontinuity of inheritance subjects, changes in cultural ecology, and low dissemination efficiency.
This article focuses on the empowerment mechanism of interactive virtual reality technology, rely-
ing on its three core characteristics of immersion, interactivity, and imagination, to systematically
demonstrate a new path for the digital inheritance and innovative development of intangible
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cultural heritage through interactive virtual reality technology. Through immersive scene recon-
struction, multimodal interaction design, and the “technology culture” co creation mode, the aim is
to solve the problems of “inheritance gap” and “experience barrier” faced by intangible cultural her-
itage, and provide innovative solutions for its dynamic continuation and value regeneration in the
digital age.
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Figure 1. Liu Xiuhua, the main inheritor of Beijing’s
intangible cultural heritage “wax fruit” skills

1 JERARE “HER RZEEEMEAAXFLE

DOI: 10.12677/is.2025.94071 564 YRR


https://doi.org/10.12677/isl.2025.94071
http://creativecommons.org/licenses/by/4.0/

JE

1.2, XUESTEITSHLTIEESK

AL 538 T A IERE DR BT A (1 B2 B BB A e 65, JEBURAF BSOS R AR R G A

BG4 22 ThRERE S0 PRARAM W AR SE M. 5L W & SRR IR DR T — 1k . s,
HH W LS50 TAAGRUK A = R & & i I RIR S T, AR TH R Ao S (58 T v 3 =X 11 i
— I T IX—

SR AR A A R : 5 2024 4F (BRTAAL G I8 AR SCHUORT B 1) Geit, PEe U IX Bk
ZX ., WEX ., W H )R w365 BT FEIHHSE S ESACE RN, M 2010 /) 62 M2
2023 1 7 A, AR A R AT R IUE [4].

XRS5 T AR EIARA VG R P SCRKEYE . RS 25 RIBMAHSThaewit o &, St
JRAE SRR U TR SO S A, H s OB R B A e B id . ORISR 2N
B, 2400 JGH/DERS “RAARGER " “ G g %0 LZEIR AR R, U8 TR B
BT R IR IR IRIE, S22k 52 SR MBRERE, XM ERRAS I — PR T RS ES
fE7K.

1.3. HBARNAHESEEYEERD

AR R, A8 IR L SRR T BUF I F LR - fESRRE A R R, #67 F X Akt
T H IR A . FRiE IR B G BUORICTR . 2023 AR5 ERY], HilgHoTH RIOLSH LR 7
WBRHIC T S % 085 2, ST BT R RAEAE 3 DN EJOCUIEE, RIRIRL 3D @RS E#E,
RGBT JI R LR A PSR AR S HU R

HORR BT ALE R FAUCT & BRSO RS LA B RIE, (HNAELIREBT . #155 (2024
FEBHIEAR L) HEIR, AT 92%I AR A A IR T R, X 8% ML T E R, HE R
ZHBL, B CFEEEN KA 45 8, FIRMEESIREEA R

FEHE ALRGUR, G — LB AR AR IRy - e ARGk T 3. I3
dhby BT BOLEUET, SEAETRAENT 3 T IR SRR B A ) BE R, TR R AR
VR S RGP — IR 2 20 KA A, (HIREOARE I8 LRART 15%. BLoh, BRI “H
A7 MBI M ARR R OIA BT 6 245 8 T AR AR 8 B, Bz F55R7
Bl M TS B, SORIRAERF B AR “ B e BB,

8 (Z AR (PG AR A AL RE T IR 70 ) BT T A 2, 78% ) 32 17 5 A S 4
D P (ETR/2T o) Hed RS, 0 Z AR M O 27 (0 0 7 ARS8« 80 S5 T 5 A N2 A A 3 4K
WIBIERAL 5% [5]o RFPHARN AT R TE, ihAREALIERA “WIB A AR NG, BoRED SRS
FRrk Ta R ZIAMFAE BRIV, #1204 G 2 AT SR AL .

2. XEHEMISSHEARNMEERE S EM

BEXF bR R g AL AR T RO SRR, A8 H R AU SR PR A5 HBRRR (R R SRR, R I L 9 K R I e
.

S HEMI LA — MR G T ENLETE 2 BREAR. AN SN LEE RS, Ret i m i
PRI ZHERRS, SORF A P il & A B (U Sk . R T8 3T B AR A L 5 VTR (A5 - Burdea Gl Coif-
fet P.7E 1993 EH R E 3 (Virtual Reality Systems and Applications) B X R G MEHEE H T F5iA mE 40150
SEAZ ORI 317 5 (UTIR B Immersion. A2 H. P Interaction. 4844 Imagination), FKf X — & HE 2
RSN CIRMILSEHEAR =ML [6]. WE 2.

DOI: 10.12677/is.2025.94071 565 YRR


https://doi.org/10.12677/isl.2025.94071

JE

EMIEIRAR
=Rk

Figure 2. Virtual reality “31” characteristics [6]
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Figure 3. Survey of users’ preferences for understanding intangible cultural heritage
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Figure 4. Application scenario of the metaverse project Yunyou: Dazu Rock Carvings
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Figure 5. The Forbidden City’s VR project Forbidden City: Xiangrui gesture recognition interac-
tive scene
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Figure 6. “Technology-culture” co-creation model
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Figure 7. Promotional image of the Digital Scripture Cave
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Figure 9. Digital feeder HS dynamic illustration
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