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1. Introduction 

The preservation and transmission of handicrafts are critical to the advancement of culture. With regards to the advancement of the data age, the safeguarding and legacy of Chinese crafted works face many difficulties. Because of the constant advancement of innovation, the legacy and advancement of handiworks additionally will generally be dynamic and enhanced, and the use of VR frameworks in crafted works gives better approaches to creating crafted works. Numerous augmented experience frameworks applications have zeroed in on unmistakable social legacy, especially in the space of design and antiques. A large portion of these investigations have given doable ideas to the virtual reclamation of specialties. In any case, ebb and flow research comes up short on precise examination of the utilization of curios and art creation and a comprehensive client and partner examination of the exploration content.

In light of the hypothetical underpinnings of computer generated reality frameworks and constructivism, exemplified perception hypothesis and brain stream hypothesis, this paper will break down the plausibility of applying augmented reality innovation to the field of painstaking work. The paper will likewise plan the clients and partners to make a partner guide to make sense of their relationship.


2. Research background 

Conventional painstaking work has significant importance and tasteful worth in old stories culture as a piece of the way of life. With mechanical changes and the rise of industrialized creation, daily painstaking work has become progressively separated from renowned life. Additionally, daily painstaking work has lost its functional financial worth and socio-social premise, and the story of handiwork presence has been broken up. Creates critically need to track down better approaches for showing and understanding in a new socio-social setting and lay out new associations with the general population. The utilization of computerized innovation has meaningfully impacted how traditional culture exists and formed how people generally see and pass on traditional culture.
 
The advancement of computer-generated reality (VR) innovation has given better approaches to saving social legacy. Computer-generated reality is a PC-based innovation that mimics a computerized climate like the genuine one. In this virtual climate, the client collaborates with objects in the advanced climate with the assistance of essential hardware, making the inclination and experience of being in the regular habitat. Augmented reality is described by multi-tangible, graphic and intuitive elements, which successfully advance the preservation and improvement of painstaking work.

3. Research aims 

This study aims to comprehend the chance of applying augmented reality innovation to painstaking Chinese work and its adequacy. Moreover, this article will dissect the clients of crafted works regarding augmented reality frameworks and the partners, investigate clients' necessities, and structure cooperative advancements. As per the various structures presented by augmented reality frameworks, incorporating innovation and artistry will be upgraded, bringing more opportunities for the legacy and imaginative improvement of handiworks.

4. Literature Review 

This article is about the application of virtual reality systems in handicrafts and focuses on handicrafts in Henan Province, China. The paper analyses the current situation of handicrafts in China from three aspects: virtual reality systems, digitalisation in handicrafts and the application of virtual reality systems in handicrafts.


4.1 The application of digitalization in handicrafts

The current research status in China was searched on the Internet using the keyword "traditional handicrafts", and 603 relevant results appeared, mainly focusing on the innovation and redesign of traditional handicrafts; the construction of traditional handicraft brands; and the development strategies of traditional handicraft industries. There are fewer studies on the digital display of traditional handicrafts. However, the main ones are: Jin Yi, based on VR and AR technology, proposes a design strategy that targets different users, focuses on culture and mobilizes visitors' interest in the traditional handicrafts represented by Huishan clay figures. Lv Yongjie, Chen Yanhong, Zhang Shengwei, et al. "Research on a 3D dynamic display system for ethnic handicrafts based on digital interaction", developed based on JSP and Web GL, the system is designed to facilitate users' access to information and enhance their interactive experience. 

In domestic studies, traditional handicrafts are often classified as "non-heritage" or "traditional handicrafts", so the search results of "non-heritage" and "traditional handicrafts" are included in the search results of "non-heritage" and "traditional handicrafts". For example, Chen Junxi's "Research on the design of interactive Guangling paper-cutting game" made this traditional handicraft and paper-cutting handicraft into a mobile game to pass on the culture of traditional handicraft and attract users' attention through the game. The second is to showcase ICH crafts through the construction of digital museums and digital platforms, such as Ma Yudan's 'Research on the Digital Display Design of the Shadow Museum', Zhu Yaoying's 'Research on the Digital Platform of Intangible Cultural Heritage of Yang Liu Qing New Year Painting Art', and Fang Yiyi's 'Research on the Digital Protection and Dissemination of Costume ICH - An Example of Digital Cheongsam Museum'. -The third is to present traditional handicrafts through virtual reality, such as Wang Wei's "Digital Conservation and Development of Fengyang Fengpainting in Anhui Province" and Yu Riji's "Research on Digital Development of Intangible Cultural Heritage Based on AR Technology". 

Foreign research, searched in Springer Link using 'traditional handicrafts' as a keyword, focuses on social sciences, economics and other disciplines, mainly on redesign methods, service design implementation measures, and socio-economic implications. This is more or less the same as the situation in China, with less research in computer science and multimedia. The main research directions are the same as those in China, with research based on technology, such as the presentation of traditional culture through virtual reality, the creation of digital platforms and the teaching of handicrafts through the development of APPs. I am teaching handicrafts through the development of APPs, etc. The research categories and research directions on traditional crafts and traditional handicrafts in China and abroad are essentially the same, ranging from platform building and gamification to the presentation of traditional handicrafts. However, the relationship between traditional handicrafts and the public and the value of traditional handicrafts for the contemporary public is less considered from a macro perspective in the digital presentation. The digitalization and modernization of traditional handicrafts require clarity on this issue, which is currently the focus of attention in this thesis research. 

4.2 Application of virtual reality systems in handicrafts

The literature related to the application of virtual reality technology in the field of cultural heritage was retrieved on the Web of science. The literature was categorized according to tangible cultural heritage, intangible cultural heritage, cultural places and other, where cultural places include places such as museums, art galleries and libraries.

Although the Web of Science contains the research results of Chinese scholars, it is generally representative of research trends in other countries, and the China Knowledge Network is representative of research trends in China. The speed and accuracy of 3D modelling are a major concern for researchers. Virtual reality technology is widely used in museums and galleries to broaden the knowledge of the experience and increase the interest in learning. There is a large body of research literature on intangible cultural heritage in China, focusing on the study of virtualization of traditional skills to help pass on traditional skills and expand the reach of intangible cultural heritage. There are more applications in cultural venues in other countries than in China, reminding us that virtual technology in China is yet to be popularised.

Tangible cultural heritage is based on objects that reflect much information about the society of the time and is an important basis for experts and scholars to study history. However, through the erosion of tangible cultural heritage by natural and social factors, the application of virtual reality technology can help to restore the proportion of virtual reality technology in the study of artefacts, paintings, sculptures and architectural sites in the field of tangible cultural heritage, while 'others' include the application of virtual reality technology in the field of tangible cultural heritage The 'others' include the application of virtual reality to education, awareness and systematic evaluation in the field of tangible cultural heritage. This paper focuses on the study of artefacts, paintings and calligraphy, sculptures and architectural sites, with the virtualisation of architectural sites being the area of greatest interest to researchers and less attention being paid to the study of paintings and calligraphy and sculptures.

Intangible cultural heritage is intangible and living, taking on different forms in different times and spaces, and varying in connotation and meaning, which distinguishes the digital conservation of intangible cultural heritage from that of tangible cultural heritage. Currently, in the conservation of tangible cultural heritage, virtual reality focuses on restoring buildings or artefacts to their original historical appearance, and researchers focus on how to improve key algorithms to reduce the computational costs of virtual system production and enhance the authenticity of the system to enable users to appreciate artefacts and understand history in a close and immersive manner. 

However, in the digital conservation of intangible cultural heritage, due to the characteristics of intangible heritage, it is currently more common to combine augmented reality technology to create virtual systems for the promotion and transmission of intangible cultural heritage and to expand its influence. In the preservation of intangible cultural heritage, the bearer is the key issue. With economic development, the economic benefits brought by intangible cultural heritage cannot satisfy the pursuits of the younger generation, and many young people will choose to give up passing on the skills of their ancestors to pursue their dreams in the big cities. However, as the older generation ages, the intangible cultural heritage skills they have mastered will gradually disappear, so it is particularly important to stimulate the interest of the younger generation in intangible cultural heritage culture. The proportion of virtual reality applications in ICH for oral storytelling and language, traditional skills and practices, and 'others' include virtual reality applications for education, awareness and systematic evaluation in the field of ICH. Researchers have focused more on the virtualisation of traditional skills, while oral stories and languages and traditional practices have been less studied due to their greater live nature.

4.4 Research Gaps

To sum up, from the current literature, the current academic development of the application of virtual reality technology in handicrafts is broadly based on four aspects. One is the application of virtual reality in museum exhibitions, the second is the application of virtual reality in the field of education, the third is the application of virtual reality in games, and the fourth is the aspect of virtual reality in the reconstruction of cultural relics. However, the current research lacks a highly focused comprehensive study of the physical products and cultural products, and more importantly, in today's consumerist society, new industrial forms that focus on user needs are gradually emerging, and also There is a lack of feasible suggestions for handicrafts and development from a user-driven perspective. This topic is proposed to see the current lack of academic research in this area, with a meticulous analysis of the application areas of virtual reality in handicrafts and a detailed analysis of users and stakeholders.

In conclusion, this paper explores design models for the digital display of traditional handicrafts in the modern world. No guiding theory or methodology has been built for the digital display of traditional handicrafts, and much of the current research is based on the stance of virtual reality display technology, bringing a new research horizon to the digital display of traditional handicrafts. At the same time, the study of traditional handicrafts digital in virtual reality expands the breadth of interactive applications. Moreover, by studying users and stakeholders in the virtual reality system of traditional handicrafts, this paper provides a basis and reference for the display of traditional handicrafts in the present-day state. It provides ideas for the modernisation of traditional culture. The relationship between the public and traditional handicrafts is established from a more concrete and precise perspective, bringing the public closer to traditional handicrafts and at the same time bringing a rich cultural experience to the public. For handicrafts in the development of contemporary society, handicrafts can find a proper positioning and provide a reference for the orderly inheritance and innovation of handicrafts.

5. Findings and discussion 

Making a speciality partner relationship map considers a thorough portrayal of partners, which can be consolidated and changed by investigating partner connections. By recognizing the "trouble spots" of art items and administrations and administration potential open doors in light of the client venture map, new open doors for creating specialities would be achieved, and the drawn-out supportability of the art business would be accomplished.

5.1 Research finding 

5.1.1 Application of virtual reality systems in the craft sector 

VR frameworks have numerous applications in the artistry area. VR innovation can furnish clients with visual encounters and vivid connections. Models are 3D recreation innovation for item improvement, intuitive transmission models for "educating and preparing" abilities in virtual space, VR visual encounters, and Interactive liveliness creation (for example, theoretical social legacy corridors, gallery shows, and game plans).

5.1.2 Users and Stakeholders of Virtual Reality Technology in Handicrafts

The study discovered that clients of crafted works incorporate regular clients, sellers, travellers, gatherers of handiworks, and online buyers. Customary clients are the individuals who purchase handiworks locally. Vendors address the apportioning of painstaking work and setting up shops to sell them. Vacationers travel to historical centres, presentation corridors and living legacy lobbies. Create authorities to address enthusiastic individuals about the actual art and get familiar with the speciality and cycle of making it. Online shoppers are clients who make buys on web-based stages.
 
Partners related to handiworks and VR frameworks are ventures, craftspeople, fashioners, natural substance and bundling providers. Organizations are the administrators of crafted works, VR-related gear, and configuration organizations—the artisans address the artisans with a good division of work and various cycles. Creators plan items, brands, show spaces, bundling, site pages, 3D demonstrating, VR gear, and games. Unrefined substance providers and bundling providers are the organizations that supply unrefined components and bundling materials and completed items to organizations.
 
Different partners are the public authority, industry affiliations, the media, specialists, confidential people, colleges, historical centres, presentation corridors, and those associated with online stages. The public authority likewise assumes a fundamental part in this, as it might direct assets, form approaches for the security and advancement of crafted works, give monetary help appropriately, do social exercises, and fabricate stages for spreading handiworks. Industry affiliations are non-benefit exchange associations that advance the improvement of craftsmanship and VR innovation enterprises and reinforce norms and guidelines of the business. Media addresses associations that disperse computerized media, paper media, sites, and TV stations, advancing craftsmanship exercises. Specialists will be subject matter experts and researchers in handiworks, non-legacy research, and VR-related advances. Society addresses experienced craftspeople and people agents who add to the act of specialities and impact the improvement of artworks. Colleges are educators and understudies who have laid out collaboration with handiworks and VR frameworks, give hypothetical and functional preparation to artistry inheritors, and import plan abilities to the craftsmanship business for items, marking, pages, and VR demonstrating games. Historical centres and presentation corridors address show lobbies with make displays and galleries that utilise VR gear to show shows. 
 
Online faculty are client assistants, administrators, distribution centre supervisors, software engineers and planners on the line. Client care is the administrator and online stage administration staff liable for online enquiries, buys and criticism. The administrator addresses the individual liable for the administrator's web-based presence. Stockroom directors are the workers or chiefs liable for warehousing and strategies. Software engineers are the back-end, specialized help staff. Planners (on the web) address the fashioners of web-based business configuration, showcasing efforts, advancements and VR-related plans for the web-based stage.
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Figure 3: Stakeholder model


5.2 Discussion 

Craftspeople can likewise expand their utilization of 3D demonstrating and decrease item configuration time through the non-vivid experience of VR. Ultimately vivid augmented simulation innovation builds the sort of client to the kind of craftsperson. The use of VR innovation can draw in beneficiaries, and this application might have the option to resolve the issue of diminishing beneficiaries. Moreover, VR innovation's application changes the transmission mode by overhearing people's conversations, as students can over and over watch and control the creation interaction. VR innovation gets through the impediments of reality and recoveries materials. VR frameworks can change the item's shape, lessening the utilization of earth materials or embellishing plans once the item's shape is still in the air. Manifestations in VR conditions incorporate self-show or execution and explicit associations through digitization, which can work with member Learning (Freeman et al., 2020). It is a cycle wherein students effectively build significance through the cooperation of the old and the new through the development of VR situations that make a 'educate and rehearse' method of transmission in a virtual space, where intelligence associates the client to the framework. The framework is addressed as the client wishes. It permits the experiencer to encounter the scenes, encode old recollections and fountain the data in block designs.
 
The utilization of VR frameworks in crafted works influences the number of guests and general clients, notwithstanding the inheritors. Bodzin et al. directed a bunch of VR tests in light of the brain stream hypothesis and found that game and story-based settings worked with client commitment. (Bodzin, 2020) The multi-tactile and vivid nature of VR innovation can create a social setting for the experience of the verifiable period in which the relics are found, and the experience could be capable indeed. This is substantially more available and connecting than seeing verifiable information from text and pictures.
 
Some speciality types, for the most part, utilize just non-vivid virtual frameworks with specialized item improvement. Simultaneously, most augmented experience frameworks ought to be utilized regarding gallery and college projects. The completely vivid innovation of computer-generated reality frameworks can be genuinely applied to build the utilization of innovation through the association among clients and partners to accomplish a collective plan impact. Partners and other people who assume a fundamental part are the government, industry affiliations, originators, colleges, historical centres and display exhibitions. They all assume various parts. Specifically, the creators, historical centres and colleges included assumed a fundamental part in applying VR in the art area somewhat now.
 
6. Results of the research and Ethical consideration
 
The exploration results show that the clients of VR-related advancements in the art area are vacationers visiting exhibition halls for the most part. Different clients and craftspeople additionally utilize VR-related gadgets and advances. Craftspeople seldom buy VR gadgets separately, and they accept VR gear is presently more proper in galleries and display corridors and could seldom be utilized in different settings. A few kinds of specialities could apply VR innovation for education encounters.
 
Encountering the method involved with making is more noteworthy and simple to shape. Moreover, weaving, winding around and shadowing with a story design can be utilized in shows or games, which can be rebuilt per the account content and are better ready to give a visual, hear-able and material intelligent experience for the client.
 
Augmented reality innovation requires recognizing the limits between virtual space and the everyday world and the need to adjust the suitable size of mechanical applications. (Spiegel, 2017) Bergman contends that innovation is basically a 'worldview' inside which individuals live when they use it (Borgmann, 1999). Be that as it may, living inside these standards requires thought of absent-mindedness and sympathy. The accompanying circumstances can happen in virtual organizations: a debilitating feeling of individual subjectivity, destruction of the pressure and harmony between the truth and the virtuality of oneself, the subsequent snare of virtual estrangement, and the social reliance of over the top play. Hence, the utilization of augmented reality innovation ought to permit understudies to acquire new information and advance the impediments of reality in the rich and beautiful virtual world. Moreover, It ought to likewise guarantee a sensible scale to shield their chances and upsides of cooperation in reality. 
 
7. Conclusion 
 
Using computer-generated reality frameworks in customary crafted works can give numerous tactile encounters to the clients and the inheritors and increment the intuitive experience. According to the hypothetical perspective, as per the constructivist hypothesis, typified discernment hypothesis, and psyche stream hypothesis, the virtual experience of clients can extend their comprehension and impression of customary artworks, animate individuals' advantage, resound and relate to them, and have expansive importance for the insurance, legacy, development and dispersal of conventional specialities.
 
Regarding the innovation of computer-generated reality frameworks, non-vivid and semi-vivid augmented experience frameworks could be applied to practically all areas of craftsmanship. Completely vivid computer-generated experience frameworks, then again, are more reasonable for applications in making trains that require just the outside production of three-layered designs or varieties. While utilizing computer-generated reality innovation, top to bottom examination of the necessities and partners of the crowd can work with collective advancement.
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Part 2. Research Methodology


1. Introduction 

The methodology is a theoretical system or system that aims to solve problems and usually involves discussing problem phases, tasks, tools, and methodological techniques. The methodology is both a philosophical concept and several research strategies. A methodology will analyse and study-specific methods, systematically summarise them and ultimately set out more general principles. At an operational level, the methodology focuses on the procedures and steps in the research process and is a theory of the fundamental methods of knowing and doing.

In this paper, I will go through the philosophy of research, the research methodology, the three strategies of qualitative research, the corresponding detailed data collection and analysis process and the related methodological and ethical reflections. I will attempt to analyse the research strategies I used in my qualitative research, including ethnographic and narrative research. My research utilises ethnography predominantly and is, therefore, more descriptive of ethnography.

2. Research Philosophy and Research method 

During a research project, the first step is to determine the intellectual philosophy of the research, followed by a consideration of the research strategies to be used and the identification of specific research methods. The knowledge perspective is the researcher's hypothesis about the research project and how it will be obtained. This view of knowledge can be called paradigms (Lincoln & Guba, 2000; Mertens, 1998). Or it can be called philosophical assumptions, or ontology (Crotty, 1998), epistemology, value theory, rhetoric and methodology. There are four primary schools of alternative views of knowledge: post-positivism, constructivism, advocacy/participatory, and pragmatism. 

These methodologies use specific methods to collect data to answer research questions. As the various research guidelines and emphases of different research strategies differ, the bias of the research content will also vary. The choice of the research strategy is applied throughout the research process, which encompasses the type of question, data collection, data analysis, interpretation and validation of results, and ethically relevant issues. There are several methodological strategies in existence, with the most widely used division of research strategies being Creswell's five 'traditional' research methods (Creswell, 1998). These are narrative, phenomenological, ethnographic, case studies and rooted theory. These five research strategies address different research questions concerning different research content. Specifically, firstly, a researcher who needs to understand the culturally shared behaviour of an individual or group can choose ethnography. Secondly, research into individuals can choose narrative methods and phenomenology. Third, exploring processes, activities, and events can be done by choosing case studies and rooted theory. My methodology is chosen from Creswell's five research methods.
 
The research methods encompass quantitative research, qualitative research and mixed research. Research methods generally involve identifying a problem, defining the research, collecting data, analysing the data and interpreting the results. Quantitative research involves formulating a research question or hypothesis, conducting experiments employing data-based measurements and interpreting statistical analysis results. Unlike quantitative research methods, qualitative research methods ask exploratory, overarching questions. The researcher participates as an observer, collecting data through interviews and observations and asking research subjects open-ended research questions with tools such as interview outlines, focus group discussion outlines or questionnaires. The formation of mixed methods originated from a paradigm battle between the ontological and epistemological levels of qualitative and quantitative research. Later on, in the two traditional paradigms of quantitative and qualitative, researchers in academic research attempted to synthesise the two methods to bridge the gap between the two and to form a middle course in philosophy and methodology for pragmatism. The research method used in my study is mixed research, but in this section, I only describe the qualitative research methods I use.

3. Research strategies about Ethnography 

One of the supports and contributions of anthropological research is the 'ethnography' that is the hallmark of the discipline. Most of the data collection and analysis of handicrafts has been conducted using qualitative research methods, more often than not using ethnographic research strategies commonly used in anthropology. For my research, it is necessary to use ethnography as a methodological approach to crafts as part of the culture and for a specific cultural group. Furthermore, one of my research questions is to understand the users and stakeholders of handicrafts and the users and stakeholders of virtual reality technology applications in handicrafts, whose social relationship map requires an ethnographic approach even more. Therefore, my research is mainly based on related ethnographic methods.

Ethnography is a systematic method of research and investigation for a specific society, community or culture and is descriptive research. Specifically, the researcher must integrate into a specific group of people and write about what he or she has seen and experienced in a different place for people like himself or herself to read. This kind of writing is classified as 'ethnography'. In the 'Introduction' to Mariinowski's The Navigators of the Western Pacific, he sums up his fieldwork experience and establishes the criteria for an 'ethnography of scientific anthropology'. Malinowski believed that a scientific ethnography must unite the subject of data collection with the subject of theoretical research (Malinowski, 1922). However, Urry (1993), a professor of anthropology at Oxford University, criticised Malinowski, arguing that Malinowski's textual and scholarly contextualisation proved that his so-called scientific ethnography was both poetic and political.

The core of ethnography also lies in the fieldwork of data collection and written ethnography, the essential methods being participant observation, interviews and written ethnography. According to Geertz (1973), ethnography depicts people's lives and experiences. It interprets the practices of people in cultural contexts. Clifford Geertz sees deep description as an interpretive meaning that reveals the activities and relevant social discourses of the subject of study before constructing a system of analysis. It is both a research process and method for conducting ethnographic research and an expression of cultural interpretation, and the outcome of the research process is ethnography.

3.1 Data Collection and Data Analysis 

The collection of ethnographic data requires long periods of fieldwork, including living in the area and participating in observations, observing the daily lives of local people, as well as essential ceremonies. The researcher attempts to immerse themselves in the lives of the local people, conducting participant observation and interviews through a 'master' perspective. My research methodology was primarily ethnographic fieldwork, using participant observation and interviews.

The first step is to enter the investigation community by finding a consultant or reporter who is knowledgeable about the local culture. or reporters. Secondly, when the researcher enters the local community, there may be a culture shock between what he or she knows and the culture of the local people. Some culture shock may occur when the researcher behaves in a way incompatible with the local people, which can be detrimental to the research. This is why there is a need to have a basic understanding of the local area of the research prior to the research. Also, one of the most important things going into the research is the need to establish a harmonious and close relationship with the local people, to document and understand the local culture through participation and observation. Ultimately, the researcher must reach a cultural understanding of the community or group and document, write and analyse the local culture. The ultimate aim is for people from outside who are unaware of these cultures to have a clear understanding of the community or group in which they are written through ethnographies in which the researcher writes texts.

The method used in ethnography is participant observation. Firstly, it is essential to identify the questions to be observed, plan the observation and design an outline before the observation. Secondly, the observation can be conducted in an open-ended manner with a gradual focus. Interviews are divided into individual interviews and focus group interviews. The purpose of the interview is to gain an indigenous/primary perspective and understand people's immediate thoughts about behaviour, circumstances, identities and events; good listening skills are comparable. Essentially informal, conversational and open-ended questions, open-ended questions can lead the interviewee to narrate more information. In addition, the researcher needs to gather other supporting materials to provide context and supplementary material, including local histories. Supplementary materials help the researcher learn more about the local environment and background information on specific human artefacts or cultures.

After gathering information through participant observation and interviews, the researcher will need to write field notes. Field notes collect information from the researcher's notes, audio recordings, video recordings, and behavioural classification lists during the survey. The content of field notes includes a summary of the investigation process, a description of events (including details and comprehensive information); an analysis of observations and social relationships; and personal reflections on the study. A good researcher needs to keep a field diary of the research and a personal reflection. Sch枚n suggests that reflective practise is a dialogue between reflection and action and that people can become more skilful through reflection. (Elizabeth, 2007) Many scholars argue that reflection is sometimes adequate for learning, professional development and anything related to experience.


3.2 Strengths and weaknesses of ethnography

One of the strengths of ethnographic research is that it can explain the complexity of group behaviour and show the quality of group experience. This is because ethnographic research methods allow for an examination of the values and meanings of the overall life of the subject of the study from a primary perspective. Specifically, ethnographic research allows for a detailed understanding of group behaviour and experience and, through analysis, can provide insight into the reasons behind these behaviours and experiences. The ethnographic approach is one in which all perspectives attempt to unfold in an open mode to explore more possibilities for research. This approach is best suited to describing, explaining, contextualising and gaining insight into particular concepts or phenomena.

The limitations of the ethnographic approach are the long duration of the fieldwork and the extreme demands placed on the researcher. The first disadvantage is that in-depth research requires the researcher to stay in the field of study for at least a year or two, or even longer. The second disadvantage is that usually, researchers in qualitative research need to be well trained. Otherwise, it is not easy to identify critical points in the research process. The untrained researcher may be unable to ask good research questions, and the final results will lack credibility.

My research used participant observation, interviews, etc. Through these methods, I got to know the stakeholders and did the research requirements of participant observation and interviews. I followed a year-long project with a craft-related researcher for my fieldwork training and learnt the anthropological fieldwork manual. I began my research based on this understanding.

However, due to time and geographical constraints, I only had about six months of in-depth research. The next 3-5 months were spent online asking participants for information about their research and other supplementary materials. The overall time spent in the field was less than a year, probably only field research in terms of time and not yet the time required for ethnography. And because virtual reality systems are rarely used throughout Henan, there is a lack of opportunity for semi-immersive and fully immersive virtual reality systems to be investigated. In addition, there are two types of users of virtual reality systems for research: online and offline. Therefore, the methodological application of ethnography requires a combination of offline and online ethnography for my research. Therefore, I need to learn the difference between online and offline ethnography.

3.3 conclusion

Ethnography is a bottom-up perspective in which the researcher conducts a multi-point research exploration by understanding the local people through their understanding. A holism seeks connections between different periods and spheres of social life. Ethnographic research aims to provide a detailed understanding of the cultural groups in their environment in terms of the situation in which the research subjects find themselves, providing a description of their daily lives, values, beliefs and behaviours.
In general, the ethnographic method is a type of qualitative research method. Ethnography is characterised by participatory observation and interviews for a small community or communal studies, the exploration of multiple points of research from a bottom-up perspective, and a holistic conception.


4. Research strategies about narrative Inquiry

Traditional handicrafts, once a narrative product of national culture and with a national basis, are becoming more and more distant from the public as a result of social and industrialisation. Increasingly, traditional handicrafts are being sent to museums, and their original narrative is gradually dissolving. The display of the production of traditional handicrafts tends to be static, and the form of communication is relatively homogeneous. Even though some cultural heritage has been applied with technologies related to virtual reality systems, there is also an urgent need for narrative exploitation, in which crafts and people can establish a connection with narrative in their presentation. Moreover, excavating the original narrative of crafts and their narrative as virtual reality requires the adoption of a narrative research methodology.

Researchers have mostly looked at the digital development of crafts from a technological perspective, and fewer studies have looked at the relationship between traditional crafts and the people on top of the technological focus. Moreover, narrative studies in the cultural field are more often narrative studies of objects and scenes of cultural heritage, mostly architectural aspects and mythological stories associated with them. The research in this paper, while focusing on technology, takes a narrative perspective and incorporates narrative as part of how the relationship between artefacts and the people is shaped and perceived by the people in the application of virtual reality systems, such as museum visits, game design, etc.

Narrative research is a form of research in which the researcher investigates and studies the life stories of individuals. The researcher asks individuals about their lives, then relays or rewrites the information in a narrative chronology, and finally, through this narrative method, connects the participants' lives and their perspectives with those of the researcher into a new narrative (Clandinin & Connelly, 2000).   

4.1 Data Collection and Data Analysis 

When collecting data for narrative research, storytellers tell stories that follow certain storytelling conventions. First, the characters portrayed in the story; second, the scene in which the story takes place. Third, the plot events portrayed in the story point to an explanation; fourth, the chronology of events; and fifth, the meaning and value of the experience described in the story. The narrative process is described according to the whole course of the timeline, and these processes are the interviewees' elaboration of the process of some event or phenomenon. The researcher makes judgements about the content of the information interpreted by the interviewees and needs to analyse the perceptions and emotions reflected in the interviews. The narrative analysis emphasises the interviewee's personal feelings and the meaning projected in the narrative process. Narrative analysis is the process by which different interviewers reflect the messages behind certain events. These messages may be a reflection of values or attitudes.
Different scholars have different perspectives on narrative analysis; Bamberg sees stories as 'data' and uses 'analysis' to identify themes within or between stories, describing genre stories, storylines and or plots. (Bamberg, 2016). However, Polkinghorne prefers the term 'narrative being analysed' rather than 'narrative analysis'. "The term 'narrative being analysed' better represents the typical forms of expression and procedures of such narratives. (Polkinghorne, 1995) 

4.2 Strengths and weaknesses of narrative research

One of the strengths of narrative research is that narrative can be used as an informative expression of story elements that reproduce the world as perceived and experienced by the narrator. Another advantage of the narrative is that it can be used to construct perceptions and shape relationships. A disadvantage of the narrative is the narrator's subjective consciousness and lack of objectivity. Another disadvantage is that narratives have much detail that needs to be paid attention to and is very demanding on the analyst of the narrative, who needs to have the ability to organise and extract the story.

In my research, I have focused on people's everyday life, including the interpretation of traditional handicrafts and the behavioural layer of the production process of the inheritors. The content of the traditional handicrafts is mainly extracted from the meaning of shapes, patterns and material elements, as well as the narrative of the reduction of the craft-making process. Traditional handicrafts generally contain local explicit and invisible cultural symbols that can stimulate the viewer's memories and imagination. However, I should also pay more attention to interactive narratives in virtual reality to further understand the behavioural experience process of user interaction narratives. Furthermore, I also need to focus on classifying the narratives of crafts for the different experiential latitudes of interactive narratives.

4.3 Conclusion

The narrative is not just about telling stories but, more importantly, about being perceived and experienced through the meaning embodied in the storytelling. The narrative is a theoretical expression of human communication of behaviour. People construct their own histories through narrative, including symbolic, behavioural and cultural phenomena.

5. Validity and Ethical Considerations

The validity issue in qualitative research concerns the research's authenticity and reliability (Lincoln & Guba, 1985). The basic principle is to examine whether the researcher and the researched describe objective facts about each other. And whether the researcher presents the material truthfully, with evidence, and presents an opinion based on the evidence. Specifically, the validity of qualitative research is used to evaluate the extent to which the research report conforms to the actual study. In research, the researcher must report the research truthfully and reflectively during the research process. What is reported must be described from the primary perspective of the person being researched.
The results of the study may lack authenticity in the research due to issues of memory, research effects, cultural presuppositions, indirect sources, etc. Therefore, the researcher needs to consider the study's validity in multiple ways during the research process.
Ethical and moral issues that need to be considered in the qualitative research process include the following. Whether the participants (research subjects) understand what the research involves, sign an informed consent form and understand that the purpose of informed consent is that it may not harm the participants in the study. Whether the research is unduly invasive of the group. Because field notes are records of events in the daily lives of local people or important ceremonial activities, if these practices infringe on or alter local people's behaviour, these research acts are discouraged in field ethics. Moreover, ethical and moral behaviour is an issue that both the researcher and the researcher need to be aware of.

6. Conclusion 

In this paper, I have analysed research paradigms, methods, the methodological processes and strengths and weaknesses of ethnographic and narrative research, and the associated ethical issues. The researcher needs to reflect on the use of research methods in the process of practice, and it is through reflection that the researcher should find details of the research process that need to be optimised as a guide for future research. Through this re-conceptualisation of research methods and my reflection on some of the problems in using these methods, I have also identified areas of research that need additional attention in my research.
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