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Abstract. This article describes a research project on digital media technologies 

in music museums to assist in narrating the content of spatial presentations. The 

project was conducted by researching with artists, managers, and visitors to the 

museum: how digital media presentations can be used well in music museums, 

and whether they can play a positive role in promoting them. Whether the inclu-

sion of innovative digital technologies in music museums can make the art form 

more appealing to visitors. Whether it can enhance visitors' understanding of the 

narrative content. The results of the study show that digital media technology has 

a positive impact on the museum's narrative exhibition. 
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1 INTRODUCTION 

Digital media technology focuses on the design and application development of digital 

media such as text, pictures, audio, and video, etc. It combines abstract numbers, media 

as physical objects, and computer technology. 

Nowadays, digital technology and museums interact and influence each other and 

bring very important development space for narrative presentation in museums. This 

article analyzes the application of digital media technology in narrative presentation in 

music museums and research studies.  

The article focuses on activity and innovative artistic expression in promoting the 

development of digital media and discusses the importance of innovative applications 

in music museums. There are different expressions used to describe applications within 

museums, the focus is usually on the structural form, narrative experience and mean-

ingful value of the thematic display. 

  

© The Author(s) 2024
P. Batista et al. (eds.), Proceedings of the 2024 International Conference on Humanities, Arts, Education and
Social Development (HAESD 2024), Advances in Social Science, Education and Humanities Research 892,
https://doi.org/10.2991/978-2-38476-344-3_26

https://doi.org/10.2991/978-2-38476-344-3_26
http://crossmark.crossref.org/dialog/?doi=10.2991/978-2-38476-344-3_26&domain=pdf


2 MUSEUM AND DIGITAL MEDIA DESIGN

In the exhibition space of a museum, the assistance of digital media technologies can
fill the museum with interesting, technological, and integrated visual and situational
experiences. This diversified technological experience enriches the immersive atmos-
phere in the museum's artifacts, areas and spaces, brings the audience a narrative artis-
tic experience, and enhances the dissemination efficiency of the museum's connota-
tion. For example, we extend the function of the museum to include interactive expe-
riences between the audience and the artifacts, body language in the art space and
other activities full of novelty [1].

2.1 Narrative Design in Music Museums

The narrative design of the museum is mainly reflected in the popularity of the audi-
ence's understanding of history and culture; the audience's positivity towards the
meaning of cultural relics; and the audience's feelings after the experience process.
The popularity of understanding history and culture refers to the fact that the audience
can receive the information more easily when they understand the culture or history
they don't know, and it is convenient for the audience to understand the content of the
expression quickly through the simple narrative language. Positivity to the meaning of
cultural relics refers to the process of publicizing cultural relics, so that the audience
is willing to take the initiative to understand the exhibits and the historical signifi-
cance thereof; the feeling after the experience process refers to whether the audience
is able to reap the results of a satisfactory experience after the overall activity, and
have a positive state of mind towards the overall museum culture. No matter which
part of the three research is crucial, maintaining a sense of mutual integration for the
narrative design of music museums can be more effective in analyzing and solving
problems [2].

2.2 The Art of Digital Narrative in Museums

There are many cultural design experiences in narrative space that can give the viewer
a good visual experience, but in life, we still need three-dimensional, three-
dimensional space, and even further cultural experiences with a sense of atmosphere
and realism. Therefore, we also have a set of efficient design methods in building
cultural exhibitions with digital narratives.

Utilizing Digital Technology for Narrative In-Space Design：
∂ Researching the digital technology with which a particular space works and the

various ways in which it might be used.
∂ Make sketches or renderings, i.e., display images on paper or on a computer to

better demonstrate the design concept.
∂ Analyze the situation in conjunction with the actual venue to assess whether

their design features meet unique needs at a reasonable cost.
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∂ Evaluate the universality, appearance and function of the display space to de-
termine if the design is practical.

∂ Showcase display products to communicate narrative design and enhance the
realism of the experience space.

From the perspective of the current development of museum art, the future of digi-
tal media design and the mature application of virtual experience technology has un-
limited development space. From the perspective of experience and promotion of
history and culture, the use of digital technology to develop the museum narrative
scene is a major development direction of innovative design, and with the help of this
technology, the museum culture will gain more far-reaching design inspirations and
can also realize a wider range of value significance.

3 RESEARCH METHOD

In this study, article was examined through content analysis digital media applications
in music museums and conducted unstructured interviews with users.

Subsequently, displays designed using digital media in music museums were ana-
lyzed. The data was collected through interviews based on the literature review and
verified through case studies. The methodology was applied to participating artists,
managers and audiences. The questionnaire consisted of the following parts:

Section 1 – Participants' characteristics in terms of gender, age, interests, and
tastes; knowledge of preferred music genres and music cultures; focus of attention in
the music museum; and desired length of visit.

Section 2 – The artist's direction for integrating digital media into the narrative
scenario of the museum: the types of digital media technologies that are of interest to
the audience; the design approach that the artist sees as apt for the presentation of the
musical content; and the expressive aesthetics of the final display space as a combina-
tion of art and technology.

Section 3 – Whether managers accept the digital construction of the museum;
whether it can bring good benefits to the museum, whether it attracts more visitors.

Section 4 –From the viewer's point of view: does the digital media provide a good
experiential experience and interaction; does the narrative design of the museum facil-
itate the understanding of the presentation of the art space; and does it feel meaningful
in the overall museum visit.

4 RESEARCH RESULT ANALYSIS AND DISCUSSION

This section was divided into four sections. The first part briefly analyzes basic in-
formation on the content of the study, the second part analyzes the results of the
artist's perspective, and the third part is a summary of the managers the second part
analyzes viewer's point of view.
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4.1 Basic Information About the Study

This article is based on the narrative design of the Dalian Museum of Music and Cul-
ture as a content analysis of the overall display of the content analysis.

Dalian Music Museum has a three-layer display space: the first floor is the Chinese
and Western classical musical instrument culture display space; the second floor is the
Chinese and Western time flow display space; the third floor is the music culture
activity site and open-air viewing platform details can be found in Figure 1 to Figure
2.

Fig. 1. Exhibition area on the first floor of the museum

Fig. 2. Exhibition area on the second floor of the museum

The table1 shows the basic survey information of the research population, and the
overall personnel research has credibility and is feasible.

Table 1. Basic information of researchers.

Quantities Valid data Stance

Artists 10 8 Proactively

Managers 15 12 Normal

Viewer 300 278 Proactively
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4.2 Artist's Perspective of the Digital Media in Museum

From the results of the survey, we can distinguish between different interaction sys-
tems: virtual reality, situational interaction, human sensors, and fun activities. De-
pending on the type of system used, the application has different aims and objectives,
as shown in Table 2. The design of museum spaces can be used for virtual reality-
assisted design. This implies interoperability between digital and virtual models,
pointing out one of the technical complexities of the usability of interactive environ-
ments in this context. Designing in immersive virtual environments is not common in
cultural experiences, but it is quite developed in the fields of industrial design, auto-
motive and aviation. In this case, the specific attributes of music museums can bring
better play to the presentation of digital technologies, and the two have complemen-
tary roles [3].

Table 2. Types of Narrative Presentation in Digital Media Art.

Display Prevalent topics Uses Examples

HMD (Head
Mounted Display)

>Design
>Sens/Cognition
>Education
>Representation

>Immersive scenario
framing and design
>Responsive experience
>Flexible interactions
>Spatial experientiality

Virtual Reality Fun
Activities

CAVE （  Audio
Visual Experience
Automatic Virtual
Environment）

>System
>Design
>Representation

>Scale Design
>Narrative Space
>Visual Scenarios

Virtual Reality, Situa-
tional Interaction,
Body Sensors, Fun
Activities

Immersive screen

>Design
>Sens/Cognition
>Education
>Representation

> Instant interaction and
design
>Personalized presenta-
tion of artifacts
> Spatial functionality

Situational Interaction,
Body Sensors, Fun
Activities

Based on the above research information, Figure 3 Artist's expected horizons for
digital media applications is summarized to further analyze the design elements that
need to be focused on in the application of digital media technology in the music mu-
seum space. From the data can know the audience's expectations mainly followed by
a balanced relationship between the artist and the manager for the user's needs, in
which the exhibits display space of digital immersive interaction of all three will be
concerned about the content.
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Fig. 3. Artist's Expected Horizons for Digital Media Applications

4.3 Manager’s Attitude of the Digital Media in Museum

In the study, the manager's attitude determines the overall planning and expected out-
look of the museum. Therefore, the analysis of managers can advance the comprehen-
sive construction of the characteristics and needs of display design.

Fig. 4. Manager’s attitudes toward applying results

In the research manager's presentation of digital technology within music muse-
ums, the focus was on whether digital technology could be of good benefit to the
museums and whether it could attract more visitors to the music content and interest-
ed in innovative uses of digital technology. Figure 4 shows that “interesting” is the
most prominent attitude in the overall data, followed by “interaction” and “visitation”
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attitudes, analyzing digital technology from the managers' point of view. Analyzing
the attitudes towards the use of digital media technology from the managers' point of
view and the good effects brought by the micro-music museum are the above men-
tioned. In the next study, it is necessary to consider the vision and attitude of each
group of people in a more comprehensive and systematic design [4].

4.4 Viewer's Point of View of the Digital Media in Museum

In the research and analysis of museum design applications in interactive experience,
this paper uses methods such as user interviews to assess user needs and optimize
innovation points. In the research, we have a certain grasp of the basic information,
views and feelings of cultural experience, and expectations and suggestions for future
cultural experience. Then the collected research data and questionnaire answers are
organized and analyzed for our data support. From these, we selected representative
users and conducted qualitative research through in-depth interviews to reveal the
deep-seated challenges and needs that users encounter when using music and cultural
products such as online exhibitions. We recorded and organized these interview sam-
ples and analyzed the interviewees' responses in detail to gain a deeper understanding
of their perspectives. Ultimately, the data derived from the overall research is summa-
rized and analyzed to transform user needs into design optimization and innovation
points, and further empathize with the users' experiences and views in depth from
three different stages: pre-experience, experience, and post-experience, and humanize
the design of the specific aspects of the interactive experience and the visual effects of
the digital presentation of the museum's music and art space from the perspective of
the researched users.

In the process of researching visitors' attitudes towards digital technology in music
museums, the focus is on whether digital technology can bring a good tour experience
for the audience, and whether they can experience a more interesting and rich music
experience through the narrative presentation of digital technology. Through Figure 5,
we can understand that the overall data is a relatively average attitude, “interesting”,
“interaction”, “immersion” attention is basically the same, the” visual” experience is
not more prominent. From the audience's point of view to carry out the integration of
digital media technology and museums, it is necessary to carry out a rigorous user
experience, systematic analysis of user behavior, zoom in on the pain points of the
audience to conduct detailed research, to realize the good construction of digital tech-
nology and music museums.
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Fig. 5. Manager’s attitudes toward applying results

With the continuous development of digital technology, interactive experience and
emotional value have been more and more concerned by people, and digital interac-
tive activities have gradually been popularized and developed in all aspects of peo-
ple's lives. In colleges and universities in the design of cultural communication and
cultural and creative products, it is characterized by the transformation of design prac-
tice from traditional one-way output to two-way communication with interactive at-
tributes, and combined with the design concepts and development direction of the
new era.

This paper summarizes the flow chart of the overall design ideas in Figure 6 based
on the comprehensive research on artists, managers, and audiences as well as the
analysis of various functions in digital media technology, which focuses on the analy-
sis and research on the innovation opportunity points and sorts out the direction of the
next planning and design in the museum. In the current exhibition process of digital
technology-assisted museum presentation, it has been in a positive state of good de-
velopment, constantly increasing awareness, analyzing the pain points from a com-
prehensive perspective, and the digital presentation of the museum has gradually
formed a complete system, ushering in a more comprehensive upgrading and devel-
opment [5].

232             J. Xu



Fig. 6. Manager’s attitudes toward applying results

5 CONCLUSIONS

Based on the survey and research data, this paper affirms that the use of digital media
technologies to support artistic presentations in music museums is positive and can be
beneficial to museums at the right time, place and context. Through the comprehen-
sive analysis of pre-experience, experience, and post-experience, the digital activities
that artists, managers, and audiences are more concerned about are immersive experi-
ence, interactive experience, visualization experience, and fun experience. Digitaliza-
tion is the road to future development, in the museum art construction and digital
technology to combine can bring more development space for its development, for the
development of digital technology also brings more development paths, the study of
digital narrative style and the link between the museum, in order to achieve the digital
technology museum and art design of the construction of the systematization of the
digital experience to continuously strengthen the development of the development of
the application of a complete museum space development .
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