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ABSTRAK 

Kaedah pendedahan tradisional di muzium-muzium budaya Dongba seringkali gagal 
mempersembahkan kekayaan dan kompleksiti budaya unik ini. Bentuk pendedahan tidak 
interaktif mereka gagal menarik penonton moden, terutamanya generasi muda. Walaupun 
banyak kajian berfokus pada pameran muzium interaktif untuk artefak warisan Budaya Ketara, 
didapati bahawa kekurangan model konseptual untuk pameran muzium interaktif yang 
disesuaikan dengan warisan budaya tak berwujud. Oleh itu, dengan mengambil Muzium 
Budaya Dongba Lijiang sebagai kajian kes, tesis ini memperkenalkan model konseptual untuk 
pameran muzium interaktif bagi warisan budaya tak berwujud Dongba. Objektif penyelidikan 
adalah: (i) mengenal pasti komponen utama pameran muzium interaktif online dan offline 
yang sesuai untuk warisan budaya tak berwujud Dongba, (ii) membangunkan model 
konseptual pameran muzium interaktif bagi warisan budaya tak berwujud Dongba, dan (iii) 
mengesahkan model konseptual pameran muzium interaktif bagi warisan budaya tak 
berwujud Dongba. Metodologi penyelidikan sains reka bentuk diadaptasi, melibatkan kajian 
awal dengan 126 responden untuk mengenal pasti komponen utama pameran muzium 
interaktif online dan offline, dibenarkan dengan literatur sebelum mereka bentuk model 
konseptual. Semakan pakar dijalankan bersama tujuh pakar untuk menyahkan model tersebut. 
Evaluasi pengguna meraih 123 peserta, di mana semua komponen model konseptual pameran 
muzium interaktif didapati diterima dan mampu menyediakan kandungan pendidikan, 
interaktif, dan kepuasan, mengikut turutan, kepada pengguna. Model konseptual ini berfungsi 
sebagai garis panduan bagi pengarah muzium dan pembangun pameran muzium interaktif 
untuk menerima kedua-dua pameran muzium interaktif online dan offline untuk warisan 
budaya tidak ketarasecara meluas. 

Kata kunci: Pengalaman pengguna, J>ameran interaktif, Buda ya Dongba, W arisan budaya 
tidak ketara. 
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ABSTRACT 

The traditional display methods in the Dongba culture museums often fail to present the 
richness and complexity of this unique culture. Their non-interactive display forms fail to 
attract modem audiences, especially the younger generation. While numerous studies focus on 
interactive museum exhibitions for tangible heritage artifacts, it is found that a lack of a 
conceptual model for interactive museum exhibitions tailored to intangible cultural heritage. 
Therefore, taking Lijiang Dongba Cultural Museums as a case study, this thesis introduces a 
conceptual model for interactive museum exhibition for intangible Dongba cultural heritage. 
The study objectives are: (i) to identify the main components of online and offline interactive 
museum exhibitions suitable for intangible Dongba cultural heritage, (ii) to develop a 
conceptual model of interactive museum exhibition for intangible Dongba cultural heritage, 
and (iii) to validate the conceptual model of interactive museum exhibition for intangible 
Dongba cultural heritage. The design science research methodology is adapted, involving a 
preliminary study of 126 respondents to identify the main components of online and offline 
interactive museum exhibitions, justified with literature prior to designing the conceptual 
model. An expert review is conducted with seven experts to verify the model. User evaluation 
garnered 123 participants, where all components of the conceptual model for interactive 
museum exhibition are found acceptable and able to provide educational content, interactivity, 
and satisfaction, in that order, to the users. This conceptual model serves as guidelines for 
museum directors and interactive museum exhibition developers to embrace both online and 
offline interactive museum exhibitions for intangible cultural heritage at large. 

Keywords: User experience, Interactive exhibition, Dongba culture, Intangible cultural 
heritage 
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1.1 Introduction 

CHAPTER ONE 

INTRODUCTION 

This study selects interactive museum as the focal point of its investigation, particularly 

focusing on the Dongba culture of Lijiang, China as a case study. It is imperative to delve into 

the emergence and progression of this culture to achieve a more profound understanding. 

Prior to embarking on an exhaustive and comprehensive exploration, it is important to 

conduct preliminary research on pertinent matters, significance, current research status, and 

proposed methodologies. 

Firstly, the interactive museum outlined in this study represents a marriage of conventional 

physical museum with modem online museum. It utilises digital technology and the Internet 

to provide a dynamic digital showcase and interactive experience of museum artefacts. This 

innovative approach enables participants to engage with the rich interactive displays of a 

physical museum in a realistic and immersive manner, while also affording them the 

convenience of exploring and comprehending cultural heritage online. Additionally, the 

digital museum boasts features that promote global communication, interaction, and 

education. 

Secondly, in the realm of human civilisation, cultural heritage holds immense significance 

and embodies our profound historical legacies, traditional practices, and artistic expressions. 

Among the diverse and vibrant cultural landscapes globally, the Dongba culture of Lijiang 

stands out as a repository of ancient wisdom and artistic magnificence. Nevertheless, like 

numerous other forms of intangible cultural heritage, the Dongba culture confronts challenges 

1 
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Appendix A 

The questionnaire was designed as follows (a total of 126 valid questionnaires were returned 

as summarised below): 

Ql. Do you know anything aboutDongba culture? 

A.Yes B.No 

Q2. Have you ever visited a traditional Dongba culture museum or related exhibition? 

A.Yes B.No 

Q3. Do you support the digitisation of the Dongba Culture Museum? 

A.Yes B.No C.Not sure 

Q4. What do you think are the advantages of digitising the Museum of Dongba Culture? 

(Please select all that apply) 

A. Allows easy access and browsing of artefacts and exhibition 

B. Provides more information and interpretation of exhibition 

C. the ability to communicate and share with other users 

D. Can provide more educational resources and learning opportunities 

Other (please specify): _____ _ 

Q5. What features or experiences do you expect to have in the Digital Museum of Dongba 

Culture? (Please select all that apply) 

A. Virtual Reality (VR) or Augmented Reality (AR) experiences 

B. Interactive exhibition and games 

C. Multilingual support 

D. Personalised recommendations and guided tours 

E. Opportunities for user engagement and content contribution 

Other (please specify): _____ _ 
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Q6. What educational resources do you think should be provided in a digital museum of 

Dongba culture? (Please select all that apply) 

A. Text narration and introduction 

B. Audio narration and guided tours 

C. Video presentations and lectures 

D. Interactive learning activities and games 

E. Online learning courses or resources 

Other (please specify): _____ _ 

Q7. How do you think digital Dongba cultural museums should be integrated with social 

media and online communities? 

A. Allow users to share museum content and exhibition on social media 

B. Provide a platform for online community discussion and exchange 

C. Integrate social media elements such as liking, commenting and sharing 

Other (please specify): _ ___:__...:.:....:....::..:.:...:..~ 

Q8. Any other suggestions or comments you would like to make about the Digital Museum of 

Dongba Culture? 

Kindly take note that the aforementioned questionnaire serves merely as a template, and it is 

permissible for you to customise and tailor it according to your specific requirements. When 

crafting the questionnaire, it is imperative to guarantee that the questions are unambiguous, 

succinct, and accompanied by pertinent choices, thereby enabling the collection of pertinent 

feedback and observations. 

So more and more people want to know about Dongba culture and want to visit the Dongba 
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Culture Museum, this study also hope to interact online and combine online and offline with 

each other to provide more entertainment. 

Ql. Do you know anything aboutDongba culture? 

A.Yes B.No 

YlS 

HO """' 
531~ 

Figure A.I. Consequence of Ql 

Q2. Have you ever visited a traditional Dongba culture museum or related exhibition? 

A.Yes B.No 

HO 

30~ 

YES 

650ft 

Figure A.2. Consequence of Q2 

Q3. Do you support the digitisation of the Dongba Culture Museum? 

A.Yes B.No C.Not sure 
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Not sure 

7.94% 

~ .35% 
NO 

FigureA.3. Consequence of Q3 

Q4. What do you think are the advantages of digitising the Museum of Dongba Culture? 

(Please select all that apply) 

A. Allows easy access and browsing of artefacts and exhibition 

B. Provides more information and interpretation of exhibition 

C. the ability to communicate and share with other users 

D. Can provide more educational resources and learning opportunities 

Other (please specify): _____ _ 

4.76% Ot!Mr C9le1J1t lP"(lfy). __ _ 

Can pio~ldt mott t411~-
UONI tUOUl(H and le11n· 69.D5, 

in9 opporturlllil's 

the ability to communicate and 65,08% 
shll'e v,1th othcr uun 

Figure A. 4. Consequence of Q4 

92.86% 
Allows easy acc~s and bro1nin9 

of artcf.cts ;and exhibits 

85.71% 
Provld" mort lnlorm,llon •nd lnlt1prttat1on o l tllh b1lt 
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Q5. What features or experiences do you expect to have in the Digital Museum of Dongba 

Culture? (Please select all that apply) 

A. Virtual Reality (VR) or Augmented Reality (AR) experiences 

B. Interactive exhibition and games 

C. Multilingual support 

D. Personalised recommendations and guided tours 

E. Opportunities for user engagement and content contribution 

Other (please specify): _____ _ 

Other (please spe.:ify); __ _ 

Opportunities for user Gl.ll % 
engagement and con• 

tent contribution 

Personalised recommen-
dations and guided tours 60.32% 

2.38% 

Muldlingual support 

69.05% 

Figure A. 5. Consequence of Q5 

84.92% 
Virtual Reality (VR) or 

Augmented Reality (AR) 
experiences 

Interactive exhibits an 
76.98% games 

Q6. What educational resources do you think should be provided 1n a digital museum of 

Dongba culture? (Please select all that apply) 

A. Text narration and introduction 

B. Audio narration and guided tours 

C. Video presentations and lectures 

D. Interactive learning activities and games 

E. Online learning courses or resources 

Other (please specify): _____ _ 
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D 
76.19% 

51.59% 
E 

Others 
2.38% 

C 
63.49% 

Figure A. 6. Consequence of Q6 

84.92% 

A 

A 
79.37% 

Q7. How do you think digital Dongba cultural museums should be integrated with social 

media and online communities? 

A. Allow users to share museum content and exhibitions on social media 

B. Provide a platform for online community discussion and exchange 

C. Integrate social media elements such as liking, commenting and sharing 

Other (please specify): _____ _ 

lntegr.1te social media ele-
ments such as liking, com- 1.59% 

menting and sharing 

Other (please specify): 33.33% 

Provide a platform for online 
community discussion and ex-

change 20.63% 

Figure A. 7. Consequence of Q7 
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Q8. Any other suggestions or comments you would like to make about the Digital Museum of 

Dongba Culture? 

Please note that the above is only a sample questionnaire and you may modify and adapt it to 

suit your needs. When designing the questionnaire, ensure that the questions are clear, concise 

and provide appropriate options in order to gather useful feedback and comments. 

So more and more people want to know about Dongba culture and want to visit the Dongba 

Culture Museum, this study also hope to interact online and combine online and offline with 

each other to provide more entertainment. 

::, 

Dongba culture ~ 
promotion increa,es Provide narrators .. 

"' "' th• ••nse of ,to,y 

Getting better j: No tickets 
Visualizing ·,si,1erin1egra1,on 

Share museum content 

o More publicity 
A° 

Digital 

Disinterest 

,, 
C 
::l 

Show ftatures 

Set up multiple fun sessions 

Figure A. 9. Consequence of Q8 
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• language 
1 input method 
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So more and more people want to know about Dongba culture and want to visit the Dongba 

Culture Museum, this study also hope to interact online and combine online and offline with 

each other to provide more entertainment. 
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Appendix B 

CONSENT FORM 
A conceptual model of museum interactive exhibition for intangible 

Dongba cultural heritage. 

This experiment will serve to validate the effectiveness of the conceptual model of museum 
interactive exhibition for intangible Dongba cultural heritage. During this study, you will be 
asked to complete some tasks as to discover how you learn using museum interactive 
exhibition. This experiment was designed to be approximately 35 minutes in length. However, 
if there are any tasks or questions you would rather not to answer or that you do not feel 
comfortable answering, please say so and we will stop the interview or move on to the next 
question, whichever you prefer. 
This study employs 126 participants to undertake this experiment. The participants include 
college students in LiJiang province who are selected by purposive sampling. 
All the information will be treated in the strictest confidence and the date will only be used for 
academic purposes. 

Principal Investigator: ________ _ 

Participant's Agreement: 
I am aware fhat my participation in this experiment and interview is voluntary. I understand 
the objectives of this research. If, for any reason, at any time, I wish to stop the experiment 
and interview, I may do so without having to give an explanation. 
The researcher has reviewed the individual and social benefits of this project with me 
The data gathered in this study are confidential with respect to my personal identity unless I 
specify otherwise. I understand if I say anything that I believe may incriminate myself the 
interviewer will immediately rewind the tape and record over the potentially incriminating 
information. If I have any questions about the study or this questionnaire, I am free to contact 
the researchers. 
I have read this consent form and, with the understanding that I can withdraw at any time and 
for whatever reason, I agree to take part in this study. 

Participant's Name 

Participant's Signature Date 
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Museum Interactive Exhibition for Intangible 
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I)ongba Cultural Heritage 
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Offline Online 

Online and offline 
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exhibition 

VR interaction 

AR interaction 

Al navigation 
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HS application 

Panoramic Cloud 
Tourism 

Cloud Exhibition 
Ha 11 

Continuous 
innovation 

Museum Functions 
exhibition education socia I interact ion 
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Increase tourism reven u ed 

Realizing cultural inheritance 

261 



Improvement in the definition 
A. Online + offline (State if there are any) 

Interactive exhibition 

Definition 
Enhancing the visitor experience of 
interactive exhibitions through online 
and offline offers a new approach 
(Haugstvedt & Ludvigsen, 2022). 

Slightly Not 
Components Definition Essential essential 

essential 

I Offl ine 

1 Offline Offline interactive multimedia 
technology can increase the fun 
and engagement of cultural 
displays through gamified 

6 1 elements and interactive 
exoeriences (Liu, 2020). 

Immersive exhibition Enhancing visitor engagement 
2 and experience through 6 1 

/, 
technology and design (Johnson 

..A -~ & Lee, 2022). 

VR I { 7" Emotional responses and 
3 immersive experiences in virtual 

l~~ 
reality, especially in games and 5 2 simulations (Parsons & Rizzo, \., --~\ .. '')),,, 2021). 

4 AR ~~,~ AR technology is able to combine 
virtual information with the real 
environment to make cultural 5 1 1 presentations more vivid and 
interactive (Wang, 2021). 

5 AI The AI navigation system can 
provide personalised guided tours 
to enhance visitors' experience 5 2 and satisfaction (Li, 2020). 

Online 
D 

1 Online Online museums can break 
through time and geographical 
limitations, enabling global 
audiences to access and learn 

5 2 about cultural heritage anytime 
(Li, 2020). 

2 H5 H5 often referred to as HTML5, 
introduces a number of new 
features and APis designed to 
improve the functionality and 
performance ofweb applications 

4 3 while providing richer multimedi~ 
support and more powerful 
interactive capabilities (Liu & 
Wu, 2020). 

3 Panoramic cloud tourism The potential of panoramic cloud 
tourism in remote cultural sites, 
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its role in cultural preservation 5 2 
and promotion, and its 
revolutionary impact on the 
tourist experience (Chen & Li, 
2021). 

4 Cloud exhibition Expanding the functionality and 
reach oftraditional museums by 
enabling the presentation and 
management of virtual museums 
through cloud computing, The 

5 2 museum experience has been 
transformed through digital 
technology (Wang & Liu, 2022). 

In what other ways do you think technology can enhance the user experience at the Dongba Culture Museum? 

AI 
Rich and easy to understand the Dongba culture content. 
Some more participatory and experiential content 
Make more rituals. 
AIi technologies need to be simple and operable, and the operation process should not be too complex, 
increasing the difficulty of experience and the cost oflater personnel maintenance. 
The deep excavation of folk culture can realize the cognitive promotion of folk culture. Publish applicable books 
and videos related to folk culture, animation, and divination. Cooperate with remote intangible cultural heritage, 
museums and other institutions to achieve communication exposure. 
Different sacrificial activity scenes are designed to give online users different experiences, so as to 
systematically display the atmosphere of the Dongba sacrificial ceremony and enrich the experience. 

' 
if 'r--, 

) , I 
~ I 

-}) 
_../ Improvement in the definition J 

B. Museum functions 
(State if there are any) I --,-,r,lt,.r, .. ~ . -·- .. -~ , . -

Definition 
Museums can fulfil their educational, 
community engagement and economic 
development functions. The function of 
museums as a platform for cultural exchange in 
the process of globalisation, analysing their 
role in promoting cross-cultural understanding 
(Zhang& Chen, 2021). 

Slightly essential Not essential 
Components Essential 

I Exhibit ion 

Definition An activity or place where something is organised, planned 
and systematically displayed for public viewing and 
leamingHow interactive exhibitions can engage audiences and 
improve exhibition effectiveness through participatory design 
(Martin & Gonzalez, 2021). 

Interactive exhibitions provide me with a 5 2 
1 lively learning environment. 

2 Exhibit help to appreciate cultural 6 1 
exchange. 

3 Use the exhibition increases my 
engagement and helps to deepen my 
understanding and feelings about the 

5 2 

content of the disnlav. 
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Use exhibition can help me understand 6 1 
4 the Dongba culture. 

5 Use exhibition makes it easy for me to 
know the historv of the culture. 

5 2 

6 Use exhibition can urge me to repeat my 4 3 
visit. 

7 The exhibition can stimulate my and 2 5 
imagination about the Dongba culture. 

II Education 

Definition The Role of Museum Education in Community Engagement, 
Promoting Community Inclusion and Social Interaction 
through Educational Activities (Carter & Davis, 2020). 

1 The museum enables me to accomplish 
my Dongba culture learning greatly. 4 3 
The museum increases my understanding 

2 and learning in the areas of Dongba 4 2 1 
history, culture, and technology. 

3 
The museum ftromotes my participation 
in Dongba cu tural activities through 
educational programmes and community 3 4 events. 

4 
The museum Deepen m

11 
emotional 

connection to art and cu ture through 4 3 
first-hand experience and feelings. 

5 
The museum provides me with thf 

4 i 3 l opftortunity to learn and experience thf 
cu ture in depth. 

11111 I Social interaction I 

III 
' 

' ,_)J..l\_, 
,, 

\ Museums serve as social spaces that promote interaction and Definition 

l~Jj 
communication between visitors, Promote audience learning 
and engagement through a combination of digital and physical 
(White& Brown, 2022). 

Using museum exhibition allows me to 4 3 I ~ IS 
1 better interact and exchange culture with 

others. 

The museum exhibition taught me that it is 4 3 
2 important to preserve cultural heritage. 

The museum enhances my sense of 3 4 
3 identity and pride in Dongba culture by 

sharing with my friends online. 

Online and offline events help me to 3 4 
4 engage other visitors. 

Online and offline activities make me 3 4 
5 curious to communicate with others. 

Please provide suggestion(s) in describing the museum functions. 

The digital function of the museum can cross the boundaries of time, place and space, and help the audience tc 
establish complete and equal viewing conditions. 
Educational research and exchange 
not have 
Science science, products need to be excavated 
In the Internet era, in addition to online and offline museums, there should also be substantial museums 
Let more future generations know the contributions of their predecessors 
In addition to the cultural exhibition, we should also strengthen the research and development and sales o 
cultural and creative products, coordinate the "organic combination of exhibition and sales", to maximise thf 
development interests of museums. 
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C. Museum goals 

Slightly essential Not essential 
Components Essential 

I Increase tourism revenue 

Definition The contribution of museums to regional tourism development 
explores how museums can contribute to the local economy by 
increasing visitor traffic (Nguyen& Lee, 2020). 

The exhibition design and interactive 2 5 
1 experience made me want to go back 

multiole times. 

2 The different technology can be 3 4 
worthwhile for me to experience multiple 
times. 

3 I love buying museum after encountered 1 5 
interactive exhibition. 

The museum exhibition is also a big 3 4 
4 

draw for me to go there. 

5 The smart service made my experience 4 3 
better. 

6 The museum hosts online and offline 4 3 
exhibitions that I enjoy attendinJ:t. 

II Realising Cultural Inheritance 

I"/ ~,1~- \ Museums achieve the preservation and transmission of cultural Definition 
heritage through exhibitions, storytelling and presentation, 
exploring the multiple layers of museum display and cultural 
expression (Macdonald, 2020). 

1 The museum effectively showed me the 4 3 
intangible heritage of the Dongba culture -
through interactive exhibitions and 

I I )f • I a collections. 

The museum taught me and studied 5 2 
2 Dongba culture through interactive 

exhibitions, lectures, seminars and 
other educational activities. 
Local communities and cultural 4 3 

3 organisations show me the lifestyle and 
values of the Dongba culture through 
interactive exhibitions. 
Dongba culture is presented to us, 5 2 

4 extending the influence and sustainability 
of the heritage, using state-of-the-art 
technology for interactive exhibition. 
It made me feel proud, when I see a lot o 4 3 

5 people using interactive exhibition to 
learn about Dongba culture. 

If there are any missing items describing the museum goals, please give a suggestion. 

In the original exhibition design, and then superimposed 5D holographic projection equipment, the experience 
will be more immersive. 
In the display of content, culture and art are combined, and pictures and pictures complement each other. 
The construction of the site needs to be spent heavily to ensure the throughput and adaptation space of the 
museum 
Add content that is acceptable to the young, and get more young generation involved. 
Early to ask our eldest brother and lonJ:t red to build uo the DonJ:tba shoo! 
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Appendix C 

SECTION I: PARTICIPANTS' BACKGROUND 

Please tick ( ✓) in the appropriate box. 

1. Gender: 

Male □ 

Female D 
2. Age: 

<20years D 
21-29 years D 
30-39 years D 
40-49 years D 
over 50 years D 
3. Your Experience with Mobile Applications: 

One year or less D 
More than one year D 
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SECTION II: ELEMENTS OF ENGAGEMENT 

1 

Please indicate your degree of agreement on the following statement by circling the most 

appropriate choice using the scale below: 

2 3 4 5 
Strongly 

Dtiagree 

Disagree Neutral Agree Strongly 

Agree 

AESTHETICS 
Aesthetics refers to visual beauty or the study of natural and appealing mobile 

environments. This section aims to understand the aesthetics of the Dongba IME. 

Items Scale 

1. The Dongba IME is attractive. 1 2 

2. The Dongba IME is appealing to my visual senses. 1 2 

3. The Dongba IME screen layout is suitable. 1 2 

USABILITY 

3 4 5 

3 4 5 

3 4 5 

This step validates the application of selected technologies (e.g., YR AR H5) in real scenarios, 
assessing their stability and response speed. It helps identify potential technical issues, allowing for 
adjustments and optimisations before formal implementation. 

Items Scale 

1. The Dongba IME was easy to use. 1 2 3 4 5 

2. The Dongba IME overall effect of these technologies in the 1 2 3 4 5 

exhibition was very good. 

3. The Dongba IME can be easily updated. 1 2 3 4 5 

INTERACTIVE 

By involving actual users in the pilot test, feedback on exhibition content, layout design, and interactive 
methods is collected. This helps evaluate audience engagement and satisfaction and allows for 
improvements based on the feedback 

Items Scale 

1. The Dongba IME content of this exhibition is better. 1 2 3 4 5 

2. 'Ifie Dongba !ME layout design is reasonable. 1 2 3 4 5 

3. The Dongba IME interactive methods are easy to use. 1 2 3 4 5 
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EDUCATION 
This evaluates whether the exhibition content can effectively convey cultural information, 

capture the audience's attention, and achieve the exhibition's educational goals. 

Items Scale 
1. The Dongba IME exhibition content effectively convey 

cultural information. 1 2 3 4 

2. The Dongba IME exhibition captures your 1 2 3 4 

attention. 

3. The Dongba IME exhibition achieves its 1 2 3 4 
educational goals 

SATISFACTION 

Satisfaction refers to th e act of being content and fond with an app. This 

section aims to understand the satisfaction after using the IME app. 

Items Scale 
1. Generally, I am satisfied with the Dongba IME. 1 2 3 4 

2. The Dongba IME provided me with enough information 1 2 3 4 
to understand the exhibition content. 

3. I will recommend the Dongba IME to others. 1 2 3 4 

ENJOYMENT 

Enjoyment refers to the user experiencing fun, enjoy, and entertainment with 

the usage of the app. This section aims to understand the enjoyment while using 

the Dongba IME. 

Items Scale 

1. I enjoyed visit the DongbaIME. 1 2 3 4 

2. The atmosphere of the Dongba IME enhances my 1 2 3 4 
entertainment experience. 

3. It was fun using the Dongba IME. 1 2 3 4 

4. I did not feel the time has passed Dongba IME while 1 2 3 4 

using. 
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Appendix D 

There are some H5 cases of Dongba culture that were created in the preliminary stage 

of this study. 

-- ~t1i:iHirn ~E liii = m ~ i'iJ 
W!Uilm 

011"'-·-- MUSIUI IMcn..nl - Ritu.l 

~ Rill•..._.~ 
,.. _____ 

"''""""'.:. ... ,_ .. ,... ... laytl --...., 
~--i--.......... , ................ 
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I 
Scan the QR code and 
experience "Baisha Xile" right 
away! See what kind of ending 
awaits you as the protagonist! -

(For moble devk:ts, please scan this ... ) 

- -@ --- - ~ - ■ - - - -- -- -- - -- : =-=-= - --- ---- - --
-- -- --- - - -

h1tw~w,,._,p1,to1s.tunthh-) 

ff=~ =!tWui!i 
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HS I "The Naxi People Who Work Under the Stars and over the Moon" 

Play Dream 2021·12·3111:56 

• 

• 
QR code of H5 works related to Dongba culture 
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