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Abstract

With the rapid development of Virtual Reality (VR) technology, its application in museums has
gradually become a key means of enhancing audience engagement. This paper explores how
VR technology influences the participation of visitors at the Shaanxi Shadow Puppet Culture
Museum from the perspective of McLuhan's media theory. The study first provides an
overview of the basic characteristics of VR technology and its application in the museum
sector. It then analyzes how VR enhances audience engagement through immersive
experiences and interactivity. The paper also addresses the technological challenges and
limitations of applying VR in museums, such as high equipment costs, difficulties in content
creation, and poor adaptability for some visitors. Finally, the article looks ahead to the future
trends of museums, proposing that VR technology will drive museums toward more
intelligent, interactive, and personalized developments, thereby playing an increasingly
important role in cultural transmission and educational functions. This paper aims to provide
theoretical support and practical guidance for museums to enhance visitor experience and
engagement through VR technology.
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Introduction

In recent years, with the advancement of technology, Virtual Reality (VR) has been widely
applied across various fields, and museums, as important carriers of cultural heritage, are
undergoing a digital transformation. VR technology provides an immersive experience that
allows visitors to transcend traditional exhibition methods and explore the unique charm of
artworks and historical relics (Carrozzino & Bergamasco, 2010). In this process, visitors’ sense
of participation, interactivity, and emotional experience have been significantly enhanced,
while providing museums with new ways to expand their audience base, particularly among
younger generations.

Through VR technology, museums can create interactive experiences different from
traditional exhibitions, thus attracting more audience participation. Studies have shown that
VR technology can significantly enhance users' attention and engagement, thereby increasing
their intention to visit and overall experience. For example, YiFei, & Othman(2024) found that
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VR attracts more audience attention compared to videos and websites, enhancing visitors'
sense of involvement and, in turn, increasing their intention to visit. Research by Xin (2022)
found that emotional, cognitive, and interactive experiences positively impact user
engagement and experience, especially in virtual museums, where these experiences
effectively enhance users' sense of immersion.

The introduction of VR has also opened up new communication channels for museums. Skola
et al.,(2022)proposed that through 360-degree imaging and interactive virtual environments,
museums can create more immersive visiting experiences, which not only attract traditional
audiences but also successfully capture the interest of younger generations. Li et al.,(2023)
also pointed out that the integration of VR and other technologies can significantly enhance
the museum experience, particularly in the application of sensory stimulation and human-
computer interaction, which better capture visitors’ attention and improve their visit.

In summary, VR technology is becoming a key tool for museums to enhance user experience.
With ongoing technological advancements, future virtual museums will be more diversified,
offering visitors richer and more personalized cultural experiences.

Literature Review

Application of Virtual Reality in Museums

Virtual reality (VR) has emerged as a groundbreaking tool in museum exhibitions, providing
novel ways to engage audiences by enhancing interactivity and immersion. According to
Pistola et al.,(2021), VR enables visitors to interact with exhibits in a 3D space, enriching their
experience and promoting a deeper understanding of the content. Museums have begun to
utilize VR to digitalize and recreate historical sites, artworks, and natural landscapes, offering
these experiences to the public. For example, the Louvre in France allows visitors to step into
the virtual world behind the "Mona Lisa," offering an immersive experience that transcends
traditional exhibit limitations. This application not only enhances the cultural and historical
context of exhibits but also invites active participation from viewers.

However, challenges remain, such as designing VR experiences that cater to diverse audience
needs and overcoming the technological barriers that may affect certain age groups or
demographics.

McLuhan’s Media Theory and VR as a Cultural Medium

McLuhan’s media theory emphasizes that the medium of communication shapes human
perception and behavior. He argued that media, beyond being tools for transmitting
information, have the power to transform society by altering our sensory experiences and
cognitive processes. From this perspective, VR is a revolutionary medium in museums,
offering more than just visual representation; it allows visitors to "experience" exhibits, thus
altering their spatial and temporal perceptions. Recent studies (McLuhan,2008) explore how
VR changes cultural heritage dissemination by transforming the traditional museum
experience into a more engaging, participatory event. McLuhan’s theory helps to frame VR
not as a mere tool, but as a medium that reshapes the entire cultural experience, pushing the
boundaries of passive observation toward active involvement.
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The Impact of Virtual Reality on Audience Engagement in Museums

Research shows that VR significantly increases museum engagement by offering immersive
and interactive experiences. According to Chang et al. (2018), VR fosters a higher level of
audience interaction by allowing visitors to actively participate in the exhibits, thus enhancing
their interest and engagement. Immersive VR experiences evoke emotional connections with
cultural heritage, making visitors not just spectators but active participants and creators of
the cultural narrative.

Additionally, VR breaks the boundaries of static displays in traditional museums, allowing
viewers to enter historical scenes and experience past events firsthand. This immersion
deepens emotional bonds with cultural heritage. Furthermore, VR provides personalized
experiences, enabling visitors to customize their exploration based on individual interests,
further enhancing engagement.

Virtual Reality’s Influence on Perception and Learning

In addition to enhancing engagement, VR significantly impacts the way museum visitors
perceive and learn about exhibits. Studies show that VR provides a more effective and
engaging learning experience compared to traditional exhibition methods. Wang (2023)
found that VR enhances emotional attachment to exhibits and offers significant advantages
in memory retention. VR exhibits help visitors better comprehend complex historical or
cultural contexts through visualization, while multi-sensory stimulation enhances the learning
process. According to Li and Wang (2020), VR’s interactivity enables visitors to "practice"
historical events or artistic techniques, offering a deeper understanding than passive
observation could achieve.

This immersive learning experience fosters curiosity, and allows visitors to engage with
exhibits from multiple angles, deepening both their knowledge and interest.

MclLuhan’s Media Theory and Virtual Reality in Cultural Transmission

McLuhan argued that media shape human perception, behavior, and culture. Virtual reality,
as a new medium, does not merely provide new ways to present information but transforms
how people interact with and understand cultural content. In museum settings, VR alters the
dynamic between visitors and exhibits, turning the passive observer into an active participant.
According to Pantile et al., (20161), VR enhances cultural content by adding a multi-
dimensional layer. Visitors can explore the stories, backgrounds, and emotions behind
artifacts, which enriches their cultural experience and fosters a stronger sense of identity and
connection to the past.

Differences in VR Applications Across Museum Types

Different types of museums utilize VR in ways that reflect their unique exhibits and target
audiences. Art museums tend to emphasize the artistic and expressive aspects of VR, creating
immersive experiences that allow visitors to explore art from different perspectives. Research
shows that VR enables viewers to "wander" through art pieces, gaining a deeper emotional
connection and understanding of the artwork (Lee et al., 2020).

In contrast, historical museums focus on VR's ability to reconstruct past events, sites, and
experiences, allowing visitors to experience history in a more tangible way. Rashid and

1949



INTERNATIONAL JOURNAL OF ACADEMIC RESEARCH IN PROGRESSIVE EDUCATION AND DEVELOPMENT

Vol. 14, No. 1, 2025, E-ISSN: 2226-6348 © 2025

Khan(2024)noted that VR enables visitors to not only witness history but also engage
interactively with it, which improves comprehension of complex historical narratives.

Science museums, on the other hand, leverage VR to make learning interactive and
experimental, inviting visitors to engage with scientific principles through immersive virtual
environments. According to Shehade& Stylianou (2020), VR in science museums allows
visitors to participate in experiments, enhancing their understanding of scientific concepts
and fostering a more engaging learning process.

Mechanisms by Which Virtual Reality Enhances Audience Engagement Through Immersive
Experiences and Interactivity

With the rapid advancement of technology, Virtual Reality (VR), as an emerging technology,
has gradually infiltrated various fields. Particularly in the museum sector, VR not only adds
new forms of presentation to exhibitions but also provides audiences with an unprecedented
level of interactivity and immersion, significantly enhancing their engagement. In traditional
museums, audiences are often passive recipients of information, but VR technology breaks
this limitation, stimulating active participation and making visitors an integral part of the
exhibition experience. This section will explore the specific mechanisms through which VR
enhances audience engagement via immersive experiences and interactivity, while analyzing
the theoretical foundations behind this change.

Immersive Experience: Making the Audience Part of History

The immersive experience in virtual reality is one of its core mechanisms that significantly
boosts audience engagement. Unlike traditional exhibitions, VR allows audiences to
experience historical, artistic, or cultural scenes as if they were part of them, by simulating
three-dimensional spaces and scenarios. VR exhibitions in museums typically use high-quality
images, sounds, and interactive designs, transforming the audience from mere observers into
participants in the "scene." For instance, visitors can freely walk around a VR environment,
explore historical sites, or interact with ancient cultural artifacts. This sense of immersion
triggers their curiosity and desire for exploration, thus increasing their participation and
motivation to learn (Bailenson, 2018).

Immersion can evoke emotional resonance, enabling audiences to form a deeper emotional
connection with the cultural heritage and historical contexts presented. Visitors not only gain
cognitive understanding of history but also emotionally resonate with these historical events
or cultural artifacts. For example, through VR recreations of ancient cities, audiences can
"walk into" history as though traveling through time. This immersive experience helps them
perceive history more vividly, fostering a sense of cultural heritage identification and
responsibility (Bailenson, 2018).

Interactivity: From Passive Reception to Active Exploration

In addition to immersive experience, interactivity is another key mechanism by which VR
enhances audience engagement. In traditional museums, visitors typically only receive
information about exhibits passively through sight and sound, which results in low
engagement. The introduction of VR technology breaks this limitation, greatly enhancing the
interaction between the audience and the exhibits. For instance, many VR exhibitions in
museums allow visitors to interact with virtual artifacts through controllers or motion-sensing
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devices, manipulate virtual objects, and even engage in specific tasks or games. This
interactivity not only increases the sense of participation but also helps visitors better
understand the exhibits and their cultural contexts (Shahab et al.,, 2024).

Interactivity plays a crucial role in boosting audience engagement. First, interaction stimulates
curiosity and a spirit of exploration. In engaging with virtual exhibits, visitors often need to
operate objects, explore different exhibit details, and even solve puzzles or tasks related to
the exhibits. Such exploratory behavior not only makes visitors more proactive in acquiring
knowledge but also deepens their understanding of the exhibits. Furthermore, interactivity
allows visitors to choose different exploration paths based on their interests and needs, thus
enhancing the personalized experience (Kim et al., 2023).

User Control: Personalized Experience and Learning Autonomy

Another significant mechanism of VR technology is granting the audience greater control. In
traditional museums, visitors’ behaviors are often constrained by space and time, resulting in
a rather passive visit. VR technology overcomes these limitations, allowing visitors to freely
control their visit pace and paths. In a VR environment, visitors can not only choose the
content and sequence of their visit but also pause, rewind, or dive deeper into specific details
at any time. This high degree of autonomy allows visitors to customize their learning and
experience process according to their interests and needs, thereby greatly enhancing
engagement(Shahab et al., 2024).

User control also enables visitors to exercise greater autonomy in the learning process.
Studies show that there is a positive correlation between learning autonomy and learning
outcomes. When visitors can select the content they wish to learn, their motivation and
learning outcomes tend to improve. This mechanism is closely related to the educational
function of museums; VR, by granting visitors more choice and control, can effectively
increase their motivation to learn and sense of participation (Kozak,2022).

Cultural Transmission and Social Interaction: Insights from McLuhan's Media Theory
McLuhan's media theory offers an important theoretical framework for understanding the
application of VR technology in museums. McLuhan proposed that "the medium is the
message," meaning that media are not merely carriers of information; they also shape the
audience’s perception and understanding. In the context of VR, visitors are no longer passive
receivers of information but actively engage in cultural transmission through immersive
experiences. VR reshapes cultural transmission and social interaction by altering how
audiences perceive, interact with, and learn from the content(Cooper,2022).

For example, VR technology, by providing interactivity and immersion, allows audiences to
become participants in the cultural transmission process rather than mere observers.
Traditional museum exhibitions often focus on one-way knowledge delivery, which results in
weak audience participation. VR, by enhancing interactivity and immersion, pulls visitors into
the content, encouraging them to actively explore and participate. This interactivity
transforms museum cultural transmission from a simple delivery of information into a two-
way exchange. Visitors can not only receive information but also contribute to constructing
meaning through their actions, deepening their cultural identity and sense of historical
responsibility (Kim et al., 2023).
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Educational Function and Learning Motivation: The Promotion of Education through Virtual
Reality

In addition to entertainment and cultural identity, the application of VR technology in
museums plays a significant role in education. VR allows museums to offer more vivid and
intuitive learning materials, enabling visitors to deepen their understanding of history,
culture, and art through interaction. VR allows visitors to explore background information,
craftsmanship, and historical stories behind exhibits without the constraints of time and
space. This immersive learning experience significantly enhances the educational value of
museums and increases visitors' motivation to learn (Bailenson, 2018).

Research indicates that immersive learning environments can effectively enhance students'
engagement and interest in subjects. By providing real-world learning scenarios, VR
technology can stimulate students’ interest in subjects and encourage them to actively
engage in knowledge exploration. Therefore, VR not only improves audience engagement in
museums but also advances the educational functions of museums, enabling effective
knowledge transmission and learning (Leow & Ch’ng, 2021).

Social Interaction and Shared Experience: The Social Functions of Virtual Reality

As VR technology has evolved, its social interaction function has become a key mechanism in
museum exhibitions. In traditional museums, visitors’ experiences are often isolated, with
minimal social interaction. However, VR technology allows for online interaction among
multiple users, enabling visitors to collectively engage in virtual exhibitions, interact, and
discuss. This social interaction not only enhances the audience’s sense of participation but
also fosters knowledge sharing and exchange among visitors (Kozak et al., 2020).

The social interaction in VR extends beyond the virtual world. Many museums combine offline
events with online VR exhibitions, creating a "shared experience" social environment. For
instance, visitors can join the same exhibition with other participants from different locations,
exchange thoughts, and even collaborate to complete specific tasks or challenges. This
increase in social interaction not only enriches the visitor experience but also creates more
opportunities for interaction within the museum, further enhancing audience engagement
(Kim et al., 2023).

Technical Challenges and Application Limitations of Virtual Reality

Virtual Reality (VR) has seen significant advancements in recent years, but it still faces several
technical challenges that limit its widespread application. One of the main challenges is the
need for high computational power, which affects both the quality of the VR experience and
the affordability of hardware. VR systems require powerful graphics processing units (GPUs)
to render high-fidelity environments in real-time, and such hardware can be prohibitively
expensive and consume a significant amount of energy (Hazarika & Rahmati,2023).

Another technical hurdle is achieving realism in VR environments, especially concerning
motion tracking and haptic feedback. While VR systems can simulate visual and auditory
stimuli effectively, replicating the full sensory experience, such as touch and motion, is still in
its early stages. Current systems often suffer from latency issues and lack precision in user
movement tracking, which can detract from the immersion and lead to user discomfort or
motion sickness (Vlahovic et al., 2022). These issues are compounded by the limitations of
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current hardware such as VR headsets, which can be bulky and uncomfortable for extended
use (Hazarika & Rahmati,2023).

Furthermore, there are application-specific limitations. VR has been explored in many fields,
including education, healthcare, and entertainment, but its integration into these sectors
often faces obstacles due to the high costs of development and the need for specialized
content. For example, in healthcare, while VR has been used for therapeutic treatments such
as pain management and PTSD treatment, there are still concerns about the effectiveness of
VR therapy over traditional methods and its accessibility for patients (Liu et al., 2022).

Additionally, the application of VR in environments like education may be limited by the lack
of scalability and the steep learning curve for both users and content creators. Developing
interactive VR educational content is resource-intensive, and the complexity of the
technology can make it difficult for educators to integrate VR into their teaching strategies
(Seitnazarov & Mambetkarimov,2024).

In conclusion, while VR holds significant potential across multiple domains, technical
challenges such as high computational requirements, limitations in sensory realism, user
discomfort, and the high costs of implementation pose substantial barriers to its broader
application.

Discussion and Conclusion

Virtual reality has demonstrated remarkable potential in revolutionizing museum experiences
by offering immersive and interactive engagements that transcend traditional exhibition
methods. This study has highlighted several key findings regarding VR’s impact on audience
engagement, emphasizing how it enhances visitor participation, fosters emotional
connections, and transforms passive viewing into active exploration. The immersive nature of
VR allows audiences to step into historical, artistic, and cultural narratives, creating a sense
of presence that deepens understanding and memory retention. Furthermore, its interactive
features enable users to navigate exhibitions, manipulate artifacts, and personalize their
learning experiences, thereby increasing motivation and long-term engagement. These
advantages indicate that VR is not merely a supplementary tool but a transformative medium
capable of redefining how museums communicate knowledge and cultural heritage.
However, despite these benefits, VR implementation remains complex, requiring museums
to address various financial, technical, and accessibility challenges to maximize its potential.

While the advantages of VR are substantial, its widespread adoption in museums is hindered
by key challenges. The high cost of hardware, software development, and content
maintenance creates financial constraints, particularly for smaller institutions with limited
budgets. Additionally, technological limitations, such as motion sickness, device discomfort,
and usability concerns, can hinder audience engagement, especially among older or less tech-
savvy visitors. Accessibility remains a pressing issue, as some users may struggle with VR
interactions due to physical or cognitive limitations, necessitating inclusive design strategies
that accommodate diverse audience needs. Moreover, the demand for continuous updates
and high-quality content development requires ongoing investment in technical expertise and
infrastructure, posing sustainability concerns for long-term VR integration. To address these
challenges, museums must adopt cost-effective alternatives, explore partnerships with
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technology providers, and integrate VR with other emerging technologies such as artificial
intelligence and augmented reality. Furthermore, improving accessibility through user-
friendly interfaces and hybrid exhibition models can help bridge the digital divide, ensuring
that VR remains an inclusive and engaging tool for all visitors.

Given these insights, it is clear that virtual reality represents both an opportunity and a
challenge for museums seeking to enhance audience engagement. While its immersive and
interactive qualities have redefined museum experiences, successful implementation
requires a strategic balance between innovation and practicality. By investing in sustainable
VR solutions, prioritizing accessibility, and exploring new avenues for technological
integration, museums can create dynamic environments that foster deeper cultural
appreciation and learning. Future research should continue to explore the long-term effects
of VR on visitor engagement and educational outcomes, providing valuable data for
optimizing museum practices. As technology continues to evolve, VR’s role in museums will
likely expand, bridging the gap between the physical and digital realms while offering
increasingly sophisticated and personalized experiences. Museums that effectively leverage
VR’s potential will not only enhance visitor engagement but also contribute to the ongoing
evolution of cultural preservation and storytelling in the digital age.
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