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  Abstract 
The metaverse is a new form of the Internet that integrates a variety of new tech-
nologies, and has great potential when combined with the field of cultural heritage 
protection. This paper aims to use the concept of the metaverse and existing plat-
forms to conceive a new way of cultural heritage protection. Technological inno-
vation means industrial transformation beyond reality, and the ecological envi-
ronment of communication media has undergone tremendous changes. The virtual 
world provided by the metaverse allows people to integrate into historical civili-
zation in a more flexible way, eliminating the public sense of strangeness and 
mystery of cultural heritage, so as to hold warm and textured works and stimulate 
the public consciousness of protecting cultural heritage. With the advancement of 
technology and the ecological picture of the future mediated society, the protec-
tion of cultural heritage is of great importance. Through interviews, surveys and 
periodic summaries, the group developed and discussed with cultural preservation 
practitioners for the future possible ways of conservation and transmission. Final-
ly, a systematic and methodical investigation report is formed, giving more possi-
bilities for cultural protection. 
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The metaverse is a new form of the Internet that integrates a variety of new technologies (CAI Su, JIAO Xinyue 

& SONG Bojun, 2022), which has great potential when combined with the field of cultural heritage protection.   
The essence of the metaverse concept can be considered that the metaverse is based on traditional cyberspace, 

with the improvement of the maturity of a variety of digital technologies, to build a virtual world that is both 
mapped to and independent of the real world (Hexun.com, 2021). At the same time, the metaverse is not a simple 
virtual space, but a sustainable and wide-coverage virtual reality system that includes both digital replicas of the 
real world and creations of the virtual world. 

Tian Qing, director of the National Center for Intangible Cultural Heritage Research and Protection of the Chi-
nese Academy of Arts and an expert in intangible cultural heritage, described the characteristics of intangible cul-
tural heritage as follows: “There are three ways for ‘China’ mankind to inherit civilization: material culture, docu-
ments, and intangible culture. Cultural heritage is not a static sculpture, but more like flowing music, it is procedur-
al and fleeting” (Tian Qing’s Collected Works, 2018). 

This paper aims to use the concept of the metaverse and existing platforms to conceive a new way of cultural 
heritage protection. Technological innovation means industrial transformation beyond reality, and the ecological 
environment of communication media has undergone tremendous changes. The virtual world provided by the me-
taverse allows people to integrate into historical civilization in a more flexible way, eliminating the public sense of 
strangeness and mystery of cultural heritage, so as to hold warm and textured works and stimulate the public con-
sciousness of protecting cultural heritage.  
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1. The current situation of cultural heritage 
1.1 The number of bearers of intangible cultural heritage is insufficient, and there is a danger of inter-
ruption of transmission and lack of successors 

The core and most valuable resource of intangible cultural heritage lies in the inheritors, who are currently aging 
and there is a lack of successors to the skills they have mastered (MU Yuan & LV Yuejun, 2022). Many inheritors 
do not have access to new knowledge and information, do not know where to find better materials and learn better 
skills. 

Moreover, due to the rapid development of modern industries, many of the younger generation do not have a 
deep understanding of cultural heritage, lack a sense of self-achievement in engaging in intangible cultural heritage, 
and have low willingness to enter related industries. 

1.2 The form of cultural communication needs to be improved, and the propaganda content lacks depth 

Most of the protection of intangible cultural heritage in China still stops at the form of photographs, interviews, 
oral presentations, and physical collections. These means of conservation have indeed preserved a large number of 
valuable materials, but over time, they have not fully shouldered the responsibility of protecting and passing them 
on. 

At present, many intangible cultural heritage promotion activities are only at the formal level. Sometimes it is 
only a rough text introduction, the audience lacks participation, and the final impression is not deep; Sometimes, 
intangible cultural heritage items become a marketing gimmick for merchants, but whether the combination of 
goods and intangible cultural heritage content is appropriate is rarely considered by them. 

1.3 The intensity of digital protection and inheritance is unbalanced 

At present, more intangible cultural heritage work in developed regions has adopted digital technology, but many 
items in remote areas are not cared for, and many intangible cultural heritage inheritors are not aware of the need to 
publicize and protect them through modern means, and finally fall into a vicious circle of “few people know - dif-
ficult to pass on - fewer people understand”. 

With the advancement of technology and the ecological picture of the future mediated society, the protection of 
cultural heritage is of great importance (YU Guoming & GENG Xiaomeng, 2022). While the metaverse is devel-
oping rapidly in entertainment games, social networking, and tourism, we have shifted the same thinking to cultural 
heritage protection, which has several advantages: 

First, the low latency and realism unique to the metaverse allow users to have an immersive sensory experience 
that can adapt to the needs of different groups of people. Novel formats can also attract a large number of young 
people and promote the transmission of intangible cultural heritage. 

Second, the unique interactive performance of the metaverse improves public participation. Its strong social 
attributes enable the real social relationship chain to be transferred and reorganized in the digital world. The meta-
verse builds a world that can cross regional and national borders, allowing the public to remotely reach cultural 
workers and conduct online learning. 

Third, the works in the metaverse can be diversified in form, and under the condition that cultural heritage is 
protected, people can remotely and deeply contact cultural heritage projects from multiple aspects. Distant cultural 
heritage becomes a cultural product at your fingertips. 

In today’s “interconnected” society, people’s cultural identity and national self-confidence can consolidate the 
foundation of Chinese culture and show the style of a great power in the world. This is cause and effect—because 
of love, so protect; Because of protect, so love. 

2. Questionnaire conclusions and related creative proposals 
2.1 Analyze and summarize 

Through the results of the survey, we can obtain: 
(1) Most people believe that the “metaverse” has development prospects and maintain a positive attitude. This 

concept has attracted more and more attention in recent years, but the current public understanding of it is still ab-
stract and needs popular science; 
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(2) The method of “video recording” is welcomed by the public. UGC creative ideas can make more people have 
interest and participation, personalize the content of works, diversify perspectives, and virtualized social relation-
ships. The choice of “holograms” and “cultural exhibitions” shows the public’s expectations for technological and 
cultural interaction. 

(3) Although the prototype of the metaverse is still gestational, forward-looking innovation can be carried out by 
using existing technologies combined with the conceptual model of the metaverse. Through the development of 
new technologies and the medium of the Internet, it is possible to arouse people's interest and protect traditional 
cultural heritage more effectively. 

(4) Seventy percent of respondents are willing to help spread and learn more about traditional culture. The meta-
verse is a modern tool that can combine the virtual with the real, integrate culture and technology, and use emerg-
ing technologies to protect and pass on culture. 

(5) Most respondents prefer to access cultural heritage through modern and dynamic methods, which means that 
the addition of the metaverse, an emerging way, will have a multiplier effect on spreading traditional culture among 
the younger generation. 

2.2 Creative proposals 

The following ideas are offered from four different perspectives: 

2.2.1 Gaming related 
(1) Local venues and exhibitions for online platforms. 
Drawing on the game’s mission and achievement system, data such as “online duration” and “unlocking museum 

scenes” are converted into “game currency”, giving visitors currency to exchange for “museum-specific” digital 
collections, or they can unlock mission lotteries to enhance interactivity. 

For example, after users complete science popularization or volunteer service tasks, they are given honorary 
titles to encourage them, and social platforms such as We Chat can also be linked to make avatar frames, pendants 
and other displayable objects with venue characteristics to enhance the sense of honor obtained by users. 

(2) Popular science game mini program for online promotion. 
The effect of listing cultural knowledge points alone is not good, and it can be combined with the way of “col-

lecting” elements to expose users to the collections and cultural knowledge in the exhibition hall from shallow to 
deep. Analogous to the effects of “Ant Forest| Protected Area Patrol” and “Magical Ocean” in Alipay, a simple 
mini program can shorten the distance between people and culture, update a knowledge point every day, and en-
hance interactivity. 

In today’s fast-paced, large-scale games with similar routines, it is not feasible to rely solely on the names of 
historical figures or apply templates. Only by going deep into the connotation of local culture and innovating can 
we create works that have warmth and attract spontaneous transmission. 

(3) Game APP derived from cultural IP. 
Games related to cultural IP, its content must strive to be scientific and true, rigorous and reliable narrative, with 

the help of the history of existence, tell cultural stories. The plot and atmosphere shaping can refer to the Chinese 
horror game “Paper Bride” series, and the details are thoughtfully set; Interactivity can be combined with the dating 
system in “Sky” to strengthen the sense of substitution. 

2.2.2 Film and television related: 
(1) Establish cultural IP and dig deep into the national essence and history behind culture. 
It is recommended that local culture be combined with film and television content to reflect the importance of 

Chinese culture, especially national essence. Interpret the stories of cultural practitioners while leading people to 
appreciate the essence of tradition. 

We can also remake culture-related stories and customs into film and television dramas or animations to establish 
our own cultural IP. For instance, cultural and creative content such as the Forbidden City cultural brand IP and “I 
repair cultural relics in the Forbidden City” can also create momentum for later products. 

(2) Interactive projection is used as an exhibition. 
In the cultural exhibition venue, interactive large screens are placed next to the exhibits, and real-time calculation 

technology is introduced to make everyone more involved and achieve the effect of dialogue with “culture”. 
When a scene is displayed on the screen, the user can freely manipulate it, and its operation feedback will affect 
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the generation of the next image. XR technology can also be combined to bring the audience into the protagonist’s 
perspective to enhance immersion. 

(3) Interactive films are used as tourism promotions. 
On the video website, it is recommended to upload self-made film and television works, and set up different side 

plots for the audience to choose from, forming interactive videos/movies for remote viewing of the exhibition. 
The interactive content can be oriented to: walking routes in different areas in local exhibition halls, the evolu-

tion of works types according to historical development, the comparison of different types of collections and story 
explanation; In terms of local attractions, the best scenery on the popular science tourism check-in route shooting 
angle and location itinerary, expand related historical and cultural activities and folk customs so as to realize the 
vivid publicity of tourism resources. 

The means of innovative publicity can refer to and imitate the copywriting and audiovisual materials of major 
“bloggers” in software such as Bilibili and Xiaohongshu, and cleverly use the audience’s curiosity or vanity to de-
sign. But the premise is to ensure the high-quality creation of the attraction itself, so that a virtuous and sustainable 
cycle can be formed. 

2.2.3 Technology related: 
(1) Establish experimental areas for cultural and ecological protection to carry out comprehensive protection of 

cultural heritage. 
For example, the establishment of an ecological museum protects the material culture and intangible culture of a 

certain area, including the comprehensive protection of people, cultural heritage, natural environment and social 
structure. 

In the future, a virtual online cultural heritage ecological reserve can be established. Visitors enter the venue as 
virtual digital humans, restore the scale of relevant historical buildings, join NPC interactive explanations, and si-
mulate specific scenes to allow users to participate in local characteristic folk activities. 

(2) Modeling of tangible cultural heritage and digital preservation of intangible culture. 
Establish separate databases of material and intangible culture, and summarize and retain materials. 
For historic buildings, Assassin’s Creed and Notre Dame Cathedral are used as examples to illustrate that when 

historical artifacts are accidental, the use of Internet technology allows them to be preserved in advance and repair 
work can be carried out. For famous attractions, take the Mogao Grottoes Digital Exhibition Center as an example. 
Through 3D scanning, digital image technology and modeling technology, the goal of “permanent preservation and 
sustainable use” of the Dunhuang Mogao Grottoes, a world cultural heritage, is realized. 

For intangible culture, it is necessary to form a team to find the heritage scattered across the country, to photo-
graph, record it, and help the inheritors inherit the business. Through digital documentation, it paves the way for 
future cultural inheritance. 

2.2.4 Industry Related: 
(1) Establish a cultural and creative metaverse with shopping as the guide. 
Taking clothing as an example, the design of ethnic local clothing itself is unique and cultural, so novel market-

ing methods are required. 
Clothing e-commerce sales are developing in the direction of 3D, evolving from the original flat picture intro-

duction to the anchor trying on clothing in the live broadcast. With a 3D scanner or projector, people can wear 3D 
clothing on their virtual digital human or project it on themselves to achieve a wearable effect. The same is true for 
other cultural and creative products. When users start sharing their shopping experience, they can expand the im-
pact of the product. 

(2) Build a song metaverse guided by dating. 
The establishment of virtual KTV can not only help the inheritance and publicity of opera, folk songs, or folk 

song singing, but also meet people's needs for virtual socialization. This kind of online KTV is conducive to the 
collection and storage of local songs at home and abroad, and its strong sociability is conducive to the promotion 
and learning of national culture. 

The metaverse can break the distance limit, allowing people to gather together in a virtual song room, watch oth-
ers' mock competitions, and learn the interpretation skills of local singers. 

(3) Science-oriented book metaverse. 
Immersive experiences are created when people pay so much attention to the designed space that they forget the 
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real environment they are in. You can build a reading space developed by electronic books, and you can truly enter 
the world of books by bringing VR and other equipment. 

When the user picks up a book, it automatically enters the scene of the book - the narrative book will have a cor-
responding scene; Review books have audio; Ethnic culture books will have background music of folk songs and 
architectural styles. If the user wants to buy the physical version of the book, he can directly operate it, everything 
is as simple as online shopping, just sit at home and wait for the book. 
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