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Abstract: With the deepening advancement of the national cultural digitization strategy, the c-
ultivation of interdisciplinary talents possessing both cultural heritage and technical capabiliti-
es has become a critical bottleneck restricting the digital revitalization of Lingnan culture thr-
ough virtual reality. Guided by the theory of embodied cognition, this article systematically a-
nalyzes the current "disembodiment" dilemma in the cultivation of virtual reality interaction d-
esign talents. It proposes a new three—dimensional integrated talent cultivation paradigm of
"body—technology—culture," aiming to provide talent support and intellectual backing for the
high—quality development of the digital cultural industry.
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