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Abstract

In recent years, the construction of museums based on virtual reality technology has gradually
become a hot spot in the fields of development, government investment, and scientific research
and development of major museums around the world. In the digital age, the application of VR
technology to the construction of modern museums has important practical significance. As an
extension of traditional museums, virtual cultural relics exhibition halls have changed the display
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concept of traditional historical cultural relics. Virtual museums not only provide users with a way
to access digital resources, but also provide a brand-new form of displaying and experiencing cul-
tural heritage, and also provide new ideas for cultural relics protection. Different from the con-
struction method of traditional virtual museums, this paper proposes a method for constructing a
comprehensive system of virtual cultural relics exhibition halls that can be intelligently interacted.
The virtual cultural relics exhibition hall that can be intelligently interacted is used as the re-
search background, and technologies such as Al-driven virtual tour guides, salience detection, and
eye tracking are integrated to enhance the interaction with users, bringing users a richer tour ex-
perience. At the same time, it provides a brand-new means of display and protection for the de-
velopment of national cultural heritage and digital culture, and actively promotes the digital de-
velopment of cultural resources.
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Figure 1. Architecture diagram of virtual museum
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Figure 2. Rendering of the virtual museum
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Figure 3. Virtual tour to explain cultural relics
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Figure 4. Flowchart of digital image generation
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Figure 5. Schematic diagram of eye tracking technology
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Table 1. Comparison results of salient object detection with advanced methods
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Figure 6. The framework of saliency object detection module
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Figure 7. Saliency object detection renderings in the scene of cultural relics museum
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