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Introduction
The connection between technology and art is inextricably linked. VR painting is a new type of art creation made possible by the actual immersion and virtual space of virtual reality technology, which is always on people's minds. Traditional Chinese comic strips, as an old Chinese traditional culture, have a deep oriental cultural significance and a distinct aesthetic expression. The rise of the digital age has provided new development opportunities for the inheritance and invention of traditional Chinese comics. As a result, the two-dimensional plane of traditional Chinese comic strips is combined with three-dimensional VR painting technology in this research. It will investigate ways to promote cross-border creative virtual reality technology design and artistic production of classic Chinese comic strips in the context of current technology, as well as establish a new footing for the promotion of Chinese cultural prosperity and cultural confidence. To undertake a complete and in-depth investigation of the research topics, this article will use ethnography, visual narratives, interview and survey methods, and case study methods. To begin, the paper elaborates on the most commonly used fieldwork method and objective writing paradigm in ethnographic methodology, as well as the significance of paying attention to the combination of subjective and objective perspectives in the research process, which aids in gaining a deeper understanding of the historical development, cultural background, and aesthetic interests of traditional Chinese comic strips, laying a profound theoretical foundation for subsequent innovative design. Second, the visual narrative methodology emphasises the visual dimension, emphasising that researchers should pay attention to the narrative structure and audience perception of the works, providing visual representation skills and data support for the innovative practise of Chinese comic strips with traditional characteristics in VR painting. Furthermore, the article discusses how two different perspectives of interview and survey should be combined in the topic's research to collect the various purposes and needs of the two main categories of target groups for which traditional Chinese comic strips are intended, providing useful insights for subsequent research and refinement of the practical project. Finally, using an in-depth understanding of the case study method, typical examples of comic strips with the same textual story are selected and analysed using comparative analysis of different artistic expressions and versions of comic strips from different regions, offering experiences and ideas for innovative VR painting that adhere to specific cases. This article claims that there is a need to dialectically assess the two techniques used in the topic as well as the two approaches, both of which have obvious advantages but also limits. The researcher should employ a variety of procedures and methodologies to ensure that the data and analysis acquired are thorough and objective, therefore better supporting the study and inventive practise of this issue (Creswell et al, 2018).

1. Methodology A: Ethnography
What is ethnography
Ethnography is a common methodological technique for interpretative social and cultural inquiry in qualitative research (Boas et al, 1989). Ethnography emerged in the late nineteenth and early twentieth centuries when Western cultural anthropologists grew interested in and researched prehistoric civilizations preserved in various geographical places (Harrison, 2014). Malinowski and others who preserved the spirit of scientific empirical evidence built the authority of ethnography with the gradual growth of the field of anthropology (Lamphere, 2018). Until currently, ethnography has been recognized as a common element of scientific knowledge and technology in social research, cited as a topic approach by a wide range of academic disciplines and fields of application (Innocenti, 2012). Anthropology, sociology, folklore, art, human geography, and so forth. The widespread use of ethnography not only contributes to an in-depth, multi-layered, and contextual understanding of cultures and variations (Goopy et al, 2019), but also plays a significant part in advancing understanding of the interactions between different social groups and specific cultures, as well as in the transmission and promotion of humanity's cultural heritage.

Ethnography is a research discipline that incorporates in-depth cultural fieldwork methodologies as well as written cultural representations (E. Beaton, 2022). The former entails the investigator performing fieldwork on the target or objective of their research, which is a simple approach to collecting research data. Yang (2022), for example, conducted an ethnographic study of mythology in the context of tourism over nearly 30 years of fieldwork in the Wahuang Temple area, where he personally participated in, experienced, and observed local phenomena regarding the transmission and variation of mythology and recorded and collected data in the form of several in-depth one-on-one interviews with local guides. Through a scientific and objective ethnographic writing paradigm, the latter entails sorting, evaluating, and comparing the gathered material to present readers with a comprehensive and authoritative in-depth picture of the social dynamics and overall culture of a group area. The researcher promotes a full and deep knowledge of the social and cultural environment of the study problem by combining ethnographic research methodologies and writing paradigms, and gives essential contributions to scholarship (E. Beaton, 2022).

The ethnographic investigation with fieldwork at its heart contains both the perspective of the investigated and the perspective of the researcher, both of which have a significant position in subject research and may reveal the underlying logic of cultures as well as their distinctiveness (Freedman, 2016). The researched viewpoint, additionally referred to as the main perspective, signifies that the researcher knows the subject's ways of thinking and emotional expressions from the researcher's standpoint and so better understands the cultural specificities of diverse groups. The client viewpoint of the researcher implies that the researcher may give a more impartial interpretation and analysis of the culture of the investigated. When employing ethnography as a research methodology, a combined perspective of the learned about and the researcher should be used (Sanjek, 2000). On the one hand, the researcher can be thoroughly immersed in the subject's cultural background, while also interpreting and analyzing it objectively and exhaustively as an observer.
How can it support research
Chinese comic strips are a vital part of traditional Chinese folk art forms. Chinese comic strips portray plots and topics through picture continuity, combining drawings and text (Wang et al, 2021). It is based on paper and is a popular way of reading for both young and old people. However, because digital technology has altered people's lifestyles, there are several issues with the history and development of Chinese comic strips (Wang et al, 2021). It is obvious that the digital technology-based transmission of art is a new phenomenon that necessitates the development of a new set of approaches (Innocenti, 2012). To address the current decline of Chinese comic strips, my research project will create a creative method that combines Chinese comic strips with emerging VR painting technology, transforming them from a two-dimensional visual space to a three-dimensional and multi-dimensional effect, laying the groundwork for the dissemination and innovative design of traditional Chinese art forms. Degarrod (2013) emphasized the utility of art-based ethnography, arguing that if one of the goals of ethnographic research is to understand others, then artistic creation has the potential to be a means for participants, artists, and researchers to become aware of their perspectives and understand each other. As a consequence, the researcher selected ethnography as one of the study methodologies for this project so that he or she may thoroughly investigate the cultural and social framework in which Chinese comic strips are developed (Ottrey et al, 2018). In the context of digital technology, the researcher will investigate the direction and practical recommendations for the conservation, heritage, and future development of Chinese comic strips.

I will conduct research in three distinct methods to investigate the creative application of Chinese comic strips in the realm of VR, utilizing ethnographic technique. To begin, data will be gathered through field surveys, one-on-one interviews, and documentary collections. Visits to museums, libraries, painting exhibitions, and other venues, for example, can be made to collect material data on comic strips and to gain a thorough understanding of the historical development of comic strips, as well as for theoretical and practical projects that combine modern science and technology with traditional culture. In addition, in-depth interviews with various groups of people, such as comic strip artists, VR technicians, and comic strip viewers, can be conducted to gain an understanding of the process of creating comic strips as well as the ideas and expectations of such people regarding the application of Chinese comic strips in the VR field. For instance, Innocenti (2012) interdisciplinary research on the preservation of digital art uses onsite visits and in-depth interviews with organizers, artists and administrators of digital media art, as well as personal visits to museums and artists' studios in various countries where digital art is collected to obtain relevant data. Secondly, scientific and objective data analysis, as well as ethnographic writing, are carried out from the standpoint of both the researched and the researcher. For instance, the interview transcripts were thoroughly examined using content analysis and comparison analysis, with an emphasis on visual style, art form, and how the creative use of Chinese comic strips in VR reflects wider cultural and historical developments in China. Finally, the preliminary research and analysis will be used to present the research findings. I will present the findings to the public through an academic study as well as a redrawing of the unique subject matter of Chinese comic strips in the context of VR technology, as well as recommendations and views.

The ethnographic approach may provide obstacles and limits in its implementation throughout this topic's investigation. For example, ethnographic inquiry is a sort of cultural research that focuses on direct participant observation and in-depth interviews, allowing the researcher to acquire first-hand data directly, boosting the research's authenticity and dependability (Lai, 2012). Nonetheless, throughout the data analysis process, the researcher's cultural interpretation may differ from the culture of the studied owing to differing epistemological views, which may impact the bias of the study results to some extent (Van Maanen, 2011). As a result, researchers should gather information from various angles and channels (Freedman, 2016), combine content analysis, comparative analysis, and case studies, avoid over-interpreting the cultural phenomenon in which the researched person lives, and maintain a scientific and objective attitude in order to broaden and deepen the scope and depth of the research.

2. Methodology B: Visual Narrative Research
What is visual narrative research
Visual narrative, as a kind of narrative, is an important aspect of the narrative studies technique (Ryan et al, 2014). Visual narratives originated early in the Renaissance. For example, art historians of the time examined works in numerous art forms in depth, including themes, structures, symbolic meanings, and narrative strategies, creating a solid theoretical framework for the development of visual narrative. With the rise of comics and graphic novels in the twentieth century, scholars began to methodically explore the visual components, structural elements, and narrative approaches employed in comics and graphic novels (Groensteen, 2008). With the expansion of fields like psychology and anthropology in the twenty-first century, narrative study has increasingly taken on an interdisciplinary tendency, with the scope of research growing to incorporate visual and digital tales. In conclusion, visual narrative is a useful study approach that helps scholars obtain a greater knowledge of works' narrative content and form, as well as their significance and value in cultural and social settings.

The phrase 'visual narrative' refers to a tale that is linked to a visual depiction of an experience or phenomenon and has a narrative bent (Greenier et al, 2021). It underlines the visual reliance on pictures, symbols, and videos for narrative communication and emotional transmission. From a visual standpoint, it holds a key role in visual narratives as a crucial way of communication and comprehension beyond language (Goopy et al, 2019). For example, academics can describe the visual structure and layers of works by analyzing them from the viewpoints of line, form, colour, composition, texture, and space. Methods and theories from other disciplines, such as art history, design history, and psychology, can be merged during the process to produce more thorough and in-depth results. It aids in comprehending the worth and relevance of various works.

Visual narrative underlines the significance of the researcher paying attention to the narrative structure as well as the viewer's perception of the work. Firstly, each tale has its own narrative panorama (Greenier et al, 2021), which includes the time of occurrence, the setting, the plot's ups and downs, and the many characters. The plot thread and emotional orientation may be readily sorted out by analyzing the narrative structure. The narrative information can be better understood if pictures are studied with it. Second, as each work has its own audience, the researcher should pay attention to how the audience interprets the work's visual elements and narrative structure, which aids in understanding how the work affects the audience's emotions and thinking, and thus assesses the effectiveness of the work's communication. For example, Singh (2021) examines Appupen's comics in terms of content, visual style, narrative structure, and ideological dimensions, examining the disparities between creators and consumers to better comprehend the meaning of comics. Furthermore, the researcher should examine how to innovate throughout the research process and how to use the research findings in many practical ways to give a theoretical foundation and practical advice for the growth of art creation and design innovation.


How can it support research
The process of developing visual narratives by comic strip artists is basically the graphical transformation and dissemination of narrative information. Readers of comic strips will acquire the narrative storyline by reading a continuous, unified spatial picture. As a result, the most essential link between the comic strip artist and the comic strip viewers is the visual pictures of various innovative expressions, such as the use of line drawings, oil paintings, gouache, paper cut-outs, and other types of painting for presentation. A growing body of research demonstrates that comics, as statically rendered visual narratives, are one of the most successful vehicles for communication and education (Nalu et al, 2011; Neil, 2014). It is important to investigate the novel design research of traditional Chinese comic strips in VR painting technology by using a visual narrative technique that focuses on the examination of visual aspects. During the research process, visual elements in comic strips such as lines, colors, composition, and characters are examined to summarize their creation rules and to consider how to use comic strip narrative techniques to present the charm of traditional stories in a virtual reality environment. In terms of technology, VR painting technology enables artists to produce immersive works in a virtual setting. Simultaneously, readers of comic strips can participate in the plot through unique ways of browsing. The visual narrative study can assist researchers in better appreciating the cultural connotations of the comic strips, as well as provide more information for the creation of traditional Chinese comic strips in VR painting technology, providing audiences with a richer and more interesting virtual reality experience, and realizing cross-border integration and innovation.

Based on my experience in visual communication design, I intend to research this issue in three stages using a visual narrative approach. Before the actual execution of the research project, a theoretical framework will be developed within visual communication studies. There will be an in-depth examination of the visual aspects, narrative structure, expressive techniques, and cultural history of classic Chinese comic strips. For instance, representative comic strip artists' works will be researched and analyzed in order to combine them with current people's aesthetics and produce VR paintings with a distinct visual style and powerful visual impact. Second, the relationship between traditional Chinese comic books and virtual reality art is investigated. Picado (2016) recommends in his research that, in the case of comics, the dialectic between the image's visual form and the interactive dynamics should be researched from the spectator's point of view. For example, inviting comic strip artists, psychologists, and technologists to engage in the project will allow the researcher to comprehend and study the multidisciplinary disciplines from numerous viewpoints, as well as uncover parallels and contrasts. More data will be shared to inform my future design practise initiatives, such as how to develop VR paintings that allow comic book consumers to interact directly with virtual characters and situations. Finally, exemplary works of traditional Chinese comic strips are chosen for experimental VR painting production based on the research findings. The study results' usefulness will be evaluated, developed, and optimized through immersive experiences and design feedback from multiple audiences (Sanders et al, 2014).

The use of visual narratives as a study tool in this issue has the apparent problem of allowing for over-interpretation due to human subjectivity. Personal experiences, cultural backgrounds, and aesthetic preferences, for example, can all impact the researcher's analysis of the visual characteristics of traditional Chinese comic strips. The forced search for meaning and visual symbols in the work that are related to one's own desires disregards the work's qualities and values (Tyson, 2006). This might result in final design practise initiatives that are too concerned with form while ignoring the cultural meanings and inventive communication of the comic book work itself. As a result, it may be used with other research methodologies and technological instruments to accomplish creative design in VR painting while maintaining the distinctive cultural qualities of traditional Chinese comic strips.

3. Method A: Interview and Survey
What is interview and survey
In humanities studies, two frequent techniques for collecting data are surveys and interviews. As a researcher, depending entirely on personal experience and explanations of the research issue is neither thorough nor impartial. Consequently, researchers should collect data from a diverse range of people through interviews and surveys in order to gain a more systematic understanding of others' opinions, experiences, and behaviors in relation to the research question and to improve the validity and scientific validity of the conclusions drawn from the research question. For example, the US Constitution requires the Census Bureau to conduct a census every ten years in order to collect data on demographics, health, and economic patterns through purposeful surveys and interviews, which provide very important data indicators for later national policy decisions and trends (Schor et al, 2017).

In topical research, interviews and surveys should be used in tandem. Firstly, an interview is the procedure through which the researcher learns about the subject under investigation. The use of interviews in ethnographic and narrative research attempts to allow the researcher to communicate directly with the study subjects using a structured or semi-structured technique, either online or offline. Through the use of their own language descriptions, the researcher obtains insight into the will and behaviors of the researched. Secondly, polls help individuals comprehend the regularity of events. Surveys, as a quantitative research approach, often collect data using single-choice, multiple-choice, and open-ended questionnaire settings (Fink, 2017). Questionnaire data collection is more thorough, and the researcher may acquire quantitative data from a sample of the target population. The researcher might acquire a deeper understanding of the nature and relevance of the issue by combining data from interviews and surveys.

How can it support research
Traditional Chinese comic strips are a popular art genre with distinctive Chinese features. With the continual advancement of digital technology, new forms of presentation based on new media are influencing new methods for a wide variety of readers to access the narrative plots of comic books. This study focuses on the novel incorporation of traditional Chinese comic strip art styles with virtual reality technology. The use of interview and survey methods in the research process enables more targeted access to data and information with an increased degree of timeliness (Creswell et al, 2018). The researcher can get a better specific grasp of the issue in question and give robust data to assist future study by engaging in specialized practical activities. For example, interviews and communication with comic strip painters help the researcher acquire insight into their purpose and motivation in the creative process, as well as their perspectives and expectations for the future of VR painting to display comic strip material.

During the project's research, I will conduct interviews and analyse the research using two types of target groups. Firstly, the purpose of this project is to examine the history and creativity of traditional Chinese comic strip painting in the context of the digital era by using VR painting technology. Secondly, the study issue was refined to be how to successfully use the painting rules, narrative approaches, and emotional expressions of traditional Chinese comic strips to revolutionize the production, format, and application areas of VR painting technology. Throughout the research preparation, I designated the target audience for the interviews as comic strip artists, VR painting makers, and technologists with a specific professional background and practical expertise. And created semi-structured interview outlines for various themes, which meant that the entire procedure became more flexible with the outlines' direction (Zhao et al, 2018). I selected to poll VR painting users, comic strip readers, art reviewers, and so on. Clark et al. (2021) proposed a multifaceted strategy to cover the features of individuals of various ages, genders, and vocations when disseminating the questionnaire and created the questionnaire in accordance with the study goals. Effective theoretical direction and practical techniques for the practical project of this issue may be supplied through the execution of post-research, data collection, thematic analysis of the data, and presentation of targeted results. It is expected that the target population will be invited to participate in experiencing my design practise project again after the completion of the practise project, and feedback on the practise project will be collected through the interview method to provide beneficial insights for the subsequent research and refinement of the practise project.

The merits and limits of the interview and survey methods must be discussed dialectically in this research. The researcher benefits from being able to more immediately grasp the attitudes and performance of producers of comic strips as well as VR paintings throughout the creative process and acquire first-hand data. Furthermore, by analyzing reader and user comments, the actual demands of the practical project may be recognized (Baxter et al, 2015). This strategy, however, has limits. A variety of things may impact the researcher's data collection. For example, consider the age of some traditional Chinese comic strip creators and their skewed recollection of the creative process. Hence, by validating the source of the data through the documentation of the artists concerned, the researcher may increase the quality of the data.

4. Method B: Case Study
What is case study
[bookmark: _GoBack]Case studies are a powerful tool for comprehending a complicated environment. The use of case studies as a methodological technique in the study of a subject stems from the researcher's practical necessity for the study's objective. Its roots may be traced back to the British anthropologist Malinowski's study of the Aboriginal culture of the Trobriand Islands. Since then, it has evolved into a systematic research framework that is frequently used in sociology, anthropology, and management. Case studies fall under the category of inductive approaches, which indicates that various data gathering methods and trustworthy technological instruments are used to analyse, describe, and assess individual items, events, or behaviors in order to acquire a better knowledge of the whole issue (Yin, 2018). A case study might have a single case or numerous cases as the subject (Denzin et al, 2018). On the other hand, a lot of case studies allow for more compelling theoretical findings, and many instances can also act as evidence for each other.

How can it support research
Traditional Chinese comic strips are an excellent illustration of how 'art comes from life' (Hung, 1994). Most classic comic strips base their subject matter on well-known realistic works, folklore, and literary stories. These comic strips' styles and techniques are likewise highly diverse, with a strong oriental cultural character (Chen, 2001). The viewer of a comic strip expects to be able to access the plot via a range of new or unique visual narrative forms. The use of the case study method in this topic's research will allow me to investigate a specific illustrated comic book of the same textual tale and choose variants with distinct expressive features for comparative analysis using a variety of data-obtaining methods. The final theories and hypotheses offer fresh perspectives on specific scenarios for unique practical initiatives in VR painting technology.

The 'rule of climax' is used in traditional Chinese comics to describe their story-lines. For example, in the narrative content of a comic strip picture book, the creative creator concentrates on visuals that symbolize the essential plot moments of the tale (Eisner et al, 2008). Therefore, utilizing case studies in this research, I will choose works from Chinese comic books that have creative merit and emotional effect. To learn more about the selected comic strip examples, a combination of literary study, conversations with artistic producers, and trips to online or offline libraries will be employed. A reasonable number of distinct versions of comic strips from the same tale will be selected in order to investigate the causes of how different versions are portrayed in terms of uniformity and variety. The focus of the data analysis phase will be on the comparative analysis of key episodes from various perspectives such as character modelling, picture composition, and plot presentation, thus exploring how the visual elements and innovative points of traditional Chinese comic strips should be inherited in VR painting. 

The biased selection of traditional Chinese comic strip examples is a shortcoming of the case study approach used in this study. Personal interests, values, and other variables might impact the researcher's selection of specific examples (Flyvbjerg, 2006). In my opinion, the importance of the topic is to support the distribution and growth of traditional Chinese comic strips as a new carrier of traditional culture using VR painting technology. Since, traditional Chinese comic strips have been produced as a form of artistic expression within the context of Chinese culture, history, and aesthetics. When employing specific examples for examination, a diverse variety of perspectives on comic strip situations from various nations and areas must be considered (Martin, 2008). Therefore, several copies of the same comic strip illustrated book may be selected and analyzed to ensure diversity and objectivity. For instance, it is feasible to compare and synthesize versions issued in China with those exported to other countries in order to decrease bias in the comprehension of the practical project's content in different locations during the dissemination process.

Conclusion
In summary, this research discusses and analyses many views on the unique design of traditional Chinese comic strips in VR paintings using ethnography, visual narrative, interview and survey, case study. Following an understanding and application of the various methodologies and methods, it is discovered that combining historical Chinese traditional comic strips with emerging VR painting technology for innovative design necessitates the researcher personally obtaining first-hand information about the comic strips through field surveys, face-to-face interviews with comic strip artists, and paradigm writing. The selection of targeted comic strip works relies on a visual narrative comparison of multiple versions of the work. The researcher can conduct questionnaires with users and readers to better understand audience demands and the market, as well as to develop and optimize the unique design. At the same time, the researcher should always be reasonable and objective while employing the following techniques for data collection and analysis to avoid subjectivity impacting the bias of the findings (Maxwell, 2013). This will give useful views and ideas for cross-border collaboration between traditional Chinese art forms and contemporary technology and also contribute to the development of the inheritance and innovation of traditional Chinese culture.
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