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Abstract: with China's economic and social development entering the new normal 

period, the speed of economic growth is gradually slowing down, and the driving force 

of economic growth is gradually changing from relying on energy and resource 

consumption to relying on innovation and talents. Art professional vocational 

education must realize transformation and development, adapt to the demand of 

economic supply side structural reform, promote the supply side structural reform of 

art professional vocational education, optimize the supply structure of art professional 

human resources, solve the problem of insufficient effective supply capacity of art 

professional education, and constantly enhance the social service capacity of art 

professional higher vocational education. 
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1. Introduction 

Internet plus art occupation occupation education should be promoted in Internet plus 

art occupation education. ”We should make fundamental changes in the relationship 

between the two sides. In the field of virtual reality technology, optimize the existing 

learning methods and content, change from traditional classroom teaching to 

information-based teaching, develop network courses, and promote students' initiative 

in learning based on big data mining. Vocational education under the virtual reality 

technology requires teachers to be more professional. Teachers should improve their 

big data information literacy, passively enrich information teaching means, and 

improve the ability of art professional information teaching. In the information age, 

the professional space of art professional vocational education teachers will continue 

to expand, and art professional teachers need to continuously improve the ability and 

ability of art professional education In order to meet the requirements of training high 
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skilled professional art talents. 

 

2. Development direction 

In recent years, big data, artificial intelligence and virtual reality technology are often 

used in education and teaching, which has become a hot research issue. Some 

researches point out that virtual reality technology can be used to realize the goal of 

"supplementing reality with virtual reality", and the experimental platform developed 

by virtual reality interaction technology can improve the practical ability. Some studies 

point out that virtual reality technology is used to develop experimental training 

projects to replace high-risk experiments. But with the application of virtual reality 

technology, a large amount of data is produced, and students will encounter a variety 

of problems in the process of interactive operation. Students will give corresponding 

evaluation and comments, and the amount of evaluation data is gradually increasing. 

In order to mine and analyze these data and make the application of virtual reality 

technology achieve better results, a virtual reality technology model based on big data 

is constructed, as shown in Figure 1. The model is divided into three layers, namely 

big data platform layer, virtual reality technology application layer and user use layer. 

The big data platform layer provides platform support for data storage and data 

processing for the whole model. The application layer of virtual reality technology 

develops and analyzes the virtual reality training project and classroom teaching 

content of the whole project, constructs the virtual simulation teaching content 

through the virtual reality training center, makes targeted modification through 

secondary programming, analyzes the data generated by classroom teaching, 

classroom teaching and user interaction after modification, and reviews the user 

comments at the same time Text analysis, to determine the emotional tendency of 

the text review, feedback to the platform, as the basis of classroom project 

modification. The model is open and interactive to administrator users, virtual 

simulation developers, teachers and students. 

 

Figure 1 Virtual reality technology model based on big data 
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In the research of Gestalt psychology on the theory of mind and object field abroad, 

it is found that the research in the field of visual space is the most suitable to use the 

immersive virtual reality technology. The representation of visual space is to construct 

a visualized scene in cognition, in which the visual subject enters and is with him, and 

turns that moment into the present moment. It is like building a virtual scene, in which 

people place themselves. Virtual reality technology perfectly realizes this, and uses 

computer technology to create a simulated reality space environment for students to 

use A variety of sensor devices are put into the interaction with this environment, 

which can sense and operate various objects in the virtual space to obtain real 

experience. The basic characteristics of virtual reality have three "I", namely 

"immersion, interaction and imagination" (as shown in Figure 2).  

 

Figure 2 Basic characteristics of virtual reality 

 

3. Application of virtual reality technology 

Virtual reality technology also plays an important role in the practical training 

experiment, which can reproduce the scene of new materials, equipment and 

technology. Students can enter the system through the network to learn, watch and 

experience, and establish a simulated training process. This greatly saves the 

construction of the training base. At this stage, virtual reality technology has gradually 

become mature, and I believe it will bring a new revolutionary influence to the field of 

art design teaching. In the process of art teaching, virtual reality technology can be 

regarded as a new focus to complete the teaching breakthrough. At the same time, 

art teaching also enriches and improves the application scope of virtual reality 

technology to a large extent. VR technology can stimulate learning motivation, 

strengthen learning training, increase psychological immersion and so on. For the field 

of teaching, the advantages of realizing the integration of situational learning and art 

professional knowledge are more and more obvious. 

3.1 The theoretical basis of practical teaching mode: Situational Cognition Theory 

The theory of Situational Cognition comes from the reflection of traditional teaching, 

criticizing the separation of conceptual knowledge learning and practical application in 
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traditional teaching. It holds that human cognitive activities should come from real 

activities and situations. People's cognitive activities are not based on the symbolic 

representation of the world, but through the contact and interaction with the 

environment to obtain knowledge. Knowledge must be learned in a certain situation, 

which can be a real working environment, or a highly simulated or virtual environment 

of the real environment. Learning is constructed by participating in purposeful 

imitation activities, and every learner should participate in this community of practice. 

It is believed that learners, from the novice of the community of practice, namely the 

marginal participants of the community, continuously acquire knowledge through 

situational learning, gradually move towards the center of the community of practice, 

and play the role of experts or experts, that is, the legal marginal participants. In the 

context aware theory related research, different researchers have different 

understanding of the situation. Themer thinks that situation refers to location, people 

and objects nearby, and the changes of these objects; Ryan and others think that 

situation includes the user's location, identity, environment and time; dey also includes 

the user's emotional state, focus of attention and people in the user's environment; 

Schilit et al Scenario is considered to be a constantly changing execution environment, 

including computing environment, physical environment and user environment. 

Situational awareness is divided into direct explicit perception and internal implicit 

perception. Explicit perception mainly includes location information, time information 

and equipment environment information, while implicit perception mainly includes 

user characteristics, habits, personal preferences and knowledge levels. Researchers 

explore the application of situational awareness. In the era of mobile Internet, scenario 

awareness enables computing devices to "perceive" users' current scenario changes, 

automatically adjust the services provided, and actively push them to users through 

intelligent sensor devices and related technologies. 

In view of the close relationship between situational awareness and mobile services 

and personalized services, people carry out virtual reality technology training 

education services under the guidance of situational awareness theory, and construct 

a virtual reality training mobile visual search service model based on situational 

awareness with visual search as the breakthrough point. The model includes three 

modules: scenario acquisition, scenario processing and retrieval matching, and 

scenario application. 

3.2 "behaviorism" Learning Theory: 

Behaviorism learning theory is a school of psychology. They mainly use the relevant 

theories and methods of behaviorism to study the learning behavior of animals and 

human beings. Behaviorism theory advocates the study of human behavior and 

emphasizes the direct guiding role of situation on human behavior. The generation of 
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human behavior is influenced by the situation, so if we want to change the behavior 

or correct the wrong behavior, we must change the situation and build a bridge 

between the situation and human behavior. 

 

4. In the process of higher vocational education, we need to do a good job 

in the top-level design, so that the art professional training teaching 

process tends to be standardized. 

Behaviorist social cognitive learning theory believes that learning is a process of 

transforming other people's behaviors into their own or generating new behaviors 

through observation and imitation. Therefore, learning behavior is a kind of 

observation and imitation behavior, individual learning behavior depends on the 

individual environment. Individuals will also strengthen their own behavior through 

external rewards and punishments. This process is called "substitution reinforcement". 

The top-level design is used to plan the practical teaching process of art major. 

 

5. Build a virtual reality teaching resource sharing teaching platform for 

art major 

Virtual reality system mainly includes: helmet mounted display, earphone, data glove 

and other related information input and output devices; virtual environment and 

software to complete the rule structure of virtual space; computer processing system, 

image and sound synthesis device, etc. User (human), virtual environment, virtual 

environment generator, action device and sensor are the main elements of common 

virtual reality system.  

Winnie and Butler believe that "when an autonomous learner is faced with a learning 

task, he will first use the existing knowledge system and personal beliefs to explain 

the characteristics and requirements of the learning task.". The platform can make 

students "unlimited self-study, repeated training without place", enhance students' 

learning initiative, and provide important learning resources and platform guarantee 

for students to build "wall free university". Based on the telepresence brought by the 

virtual reality teaching technology, under the simultaneous effect of multi-media 

information, students' various sensory organs are activated, and interact with the 

virtual reality teaching system in a positive and two-way way way, so as to achieve 

the purpose of autonomous learning, and change the passivity commonly existing in 

the past teaching. 

 

6. Build virtual simulation training resources through school enterprise 

cooperation 

School enterprise cooperation to build virtual simulation training resources will restore 

the production space, equipment layout and use, process presentation and technical 
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training, and production process management of regional leading enterprises through 

virtual simulation technology; based on artificial intelligence technology and virtual 

reality Technology creates a professional environment close to the front-line 

production, service and management, promotes the simulation of learning space, and 

combines the training of students' professional skills with the training of students' 

professional quality. It not only trains students' professional skills, but also cultivates 

students' professional quality. 

The key link of the research is to build virtual simulation training resources through 

school enterprise cooperation. 

Facing the dual pressure of basic theory research and advanced technology application, 

the traditional practical teaching of art major in vocational colleges has been greatly 

challenged. Based on the theory of Gestalt psychology and other theories, this paper 

analyzes and demonstrates how to use virtual reality technology to serve the practical 

teaching of art major in vocational colleges. Enterprises are the pioneers of the 

application of virtual reality technology, and they are the main driving force of social 

and economic development. They can accurately grasp the development direction of 

the market and the direction of talent demand, and provide guarantee for the 

development direction of art professional training courses in vocational colleges. 

Enterprises and higher vocational colleges complement each other, through school 

enterprise cooperation to build virtual simulation training resources, higher vocational 

colleges strive to seek cooperation with large and medium-sized enterprises with 

strong practicality, upload the enterprise art design process to the training platform, 

and completely copy the real world work scene into VR Among them, the virtual reality 

equipment enables students to carry out "autonomous learning" in the virtual 

environment, so that vocational college students can transform their own behavior or 

produce new behavior through the observation and imitation of others' behavior. 

Enterprises select front-line technicians to participate in the construction of virtual 

training platform. When applied in the training teaching, they should focus on the 

information processing and cognitive ability training in the learning process, pay 

attention to the analysis of students' personality characteristics, the improvement of 

space sense and sports ability, and the improvement of interaction mechanism. 

According to the objective conditions, the teaching mode of art specialty should be 

modified to solve students' questions, Help them to be more familiar with the 

enterprise workflow and better realize the purpose of training. 

 
7. Research and innovation 

7.1 Establish innovative virtual simulation training platform 

The virtual reality technology is applied to the physical equipment and practical 
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training to realize the construction of virtual simulation training platform, carry out 

situational art design training in the real environment and informal environment, 

determine the training technical links according to the requirements of art design 

project and training environment, and develop virtual simulation resources according 

to the training objectives and requirements, providing detailed training learning 

resources, Based on intelligent data analysis and results, students can accurately push 

virtual simulation resources to improve their art design skills, so as to achieve 

differentiated guidance and support in the process of training. 

7.2 Establish a virtuous circle system of practical education and teaching 

This paper analyzes the education ecosystem and coordinates the overall relevance 

between the innovative talents in Vocational Colleges and the ecological resources of 

society and enterprises. Taking ecological harmony as the value orientation, applying 

the concept of ecological thinking harmony to the cultivation of innovative talents in 

vocational colleges is conducive to adjusting the ecological relationship between 

innovative talents in Higher Vocational Colleges and social and enterprise ecological 

resources, and promoting the harmonious ecological development of innovative 

talents in higher vocational colleges. 

 

8. Conclusion 

In the teaching of art major in vocational education, it involves students' training, 

management, teaching, training and other links. Through the platform of training base 

operation, teaching management, teaching evaluation and other platforms, using the 

information-based training teaching solutions, a virtuous circle system platform is 

established for different links. The data of Teachers' teaching and teachers' and 

students' training are shared in the platform, and the number of students' learning 

and training is recorded It is reported that through the "data flow" to promote the 

training process of the training base, accurate and rapid training teaching evaluation. 

Through the virtual reality technology training teaching, we can promote schools and 

simulation enterprises to participate in personnel training, get through the art based 

teaching, learning, experimental training, R & D and innovation and entrepreneurship 

incubation, build a "three in one" integrated teaching mode based on classroom 

teaching, practical training operation and independent learning of digital art design, 

and promote the modernization of personnel training in vocational colleges Training 

process, for our country to cultivate advanced intelligent compound technical talents. 
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