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On Digital Virtual Theater Design of Chinese Shadow Play Art
FAN Zhen-gang
(College of Architecture and Art, Shijiazhuang Tiedao University. Shijiazhuang 050043, China)

Abstract: The traditional Chinese shadow play art has a long history and brilliant achievements.
Nevertheless, ever since 1980s, it has been forgotten to a great extent. An in-depth study on the
shadow forms of art was carried out first, and then contemporary application forms of multimedia
technology at home and abroad were analyzed widely, based on which the feasibility of combing Chi-
nese shadow art with multimedia technologies to construct digitized virtual theater was discussed, the
digital virtual theater for the tradition shadow play art was designed in detail, meanwhile, the basic
framework for digital virtual theater was described overall. Through the digital virtual theater, the
existence and spread forms of traditional shadow art would be transformed from folk to digital plat-
form with a youthful new look in the new media age.
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