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Aesthetic education in colleges and universities is a key way to improve college students' aesthetic
literacy and cultivate humanistic spirit, and has irreplaceable educational value in promoting students'
all-round development. The iteration of digital technology provides a technical empowerment path
for the innovation of aesthetic education in colleges and universities. Among them, the immersive
experience of virtual reality (VR) and the intelligent interaction characteristics of artificial intelligence
(Al) can effectively break through the limitations of traditional aesthetic education. Based on this, this
study constructs a college students' aesthetic education platform integrating VR and Al technologies.
Students can enter the immersive aesthetic education space with the help of HTC VIVE equipment
to realize real-time multi—person interaction and voice communication. The platform integrates an
immersive appreciation module for traditional paintings, embeds an intelligent voice question—and—
answer function based on the Al large model to help students deepen their aesthetic cognition, and
supports the completion of three—dimensional space art creation through VR handle interaction to
strengthen the cultivation of practical ability. The platform deeply integrates traditional aesthetic
education content with cutting—edge digital technologies, creating an integrated aesthetic education
scenario of "perception—cognition—creation". It not only enriches the teaching mode of aesthetic
education in colleges and universities, but also provides a practical reference plan for the high—quality
development of aesthetic education in the digital age.
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