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Abstract: Ancient Zayton Harbor in Quanzhou was the starting point of the ancient Maritime Silk Road. With reference
to this site, a virtual scene of Ancient Zayton Harbor is created. The typical ancient dwellings are selected for 3D modeling as
the buildings around the virtual scene of Ancient Zayton Harbor, through studying the characteristics of the ancient dwellings
and carrying out fieldwork in Quanzhou. And a 3D modeling of the ancient ship of the Song Dynasty is constructed based
on the restored ship model displayed in the Quanzhou Maritime Museum. Thus, the virtual scene of Ancient Zayton Harbor,
the ancient dwellings 3D models, the ancient ship models and other elements are integrated with virtual reality headset HTC
VIVE in Unity3D, to achieve the immersive virtual roaming system of Ancient Zayton Harbor. The result of the experiment
shows that the virtual roaming system runs smoothly and immersively, providing a new form of inheritance and protection of
the Maritime Silk cultural heritage.
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Fig.1 Virtual scene of Ancient Zayton Harbor
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Fig.2 The ancient dwellings in virtual scene
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Fig.3 The ancient ship model of the Song Dynasty
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Fig.4 The ancient ship of the Song Dynasty in virtual scene
3 ERNEER ST 5T (Design and realization
of virtual roaming system)
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Fig.5 The state diagram of Experiencer
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4 ZRFIBITHR (Effect of system execution)
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Fig.6 Virtual roaming experience
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Fig.7 Scene of harbor and surrounding environment

B i %
Fig.8 Scene of roaming the ancient ship
5 #5i8(Conclusion)
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