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Protection and Dissemination Strategy of Pilu Temple Murals
Based on " VR + Culture'

SUN Ke
(School of Arts and Design, Yanshan University, Hebei Qinhuangdao 066004, China)

ABSTRACT: The work aims to explore the integrated application of virtual reality technology and the protection and
dissemination of ancient murals with murals of Pilu temple as the research objects. From the perspective of cultural con-
fidence, with the protection of historical and cultural heritage and the promotion of traditional culture as the starting point,
the murals of Pilu temple were explored from the depth and breadth of cultural resources in combination with digital
technologies such as virtual reality, three-dimensional modeling and three-dimensional display. On the basis of combing
and studying the existing ways of protection and dissemination of ancient murals, the methods for integration of ancient
mural art and new scientific and technological means were summarized from the perspective of cultural relics protection,
interactive experience, cultural tourism and other disciplines, and the specific strategic scheme of applying virtual reality
technology to the protection and dissemination of murals in Pilu temple was explored. Virtual reality technology can be
involved in the protection and dissemination construction of ancient murals through four ways: perfecting shared data re-
source database, constructing virtual reality guided exhibition system, developing and promoting virtual cultural and
creative products, and linking art practice courses in universities. It can effectively prevent and make up for the informa-
tion loss caused by the decay or destruction of cultural relics. At the same time, it can promote the common development
of cultural relics protection, archaeological research and cultural tourism industry.
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Fig.1 Effects of various virtual reality applicationsin cultural tourism
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Fig.2 Schematic diagram of digital protection and dissemination path of Pilu temple murals
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Fig.3 Simulation effect drawing of "digital Pilu Temple" virtual tour website and "cloud tour
Pilu Temple" mobile application interface
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Fig.4 Immersive digital interactive mural (simulation effect drawing of subway station)
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Fig.5 Simulation effect of digital tour of Pilu temple murals
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Fig.6 VR game interface simulation effect of Pilu temple murals
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