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Beyond the screen: enhancing ethnic cultural
representation and engagement through immersive
360° documentary experiences in museums
Xiaolin Sun1✉ & Eugene Ch’ng2

In this era of digital heritage, immersive media, such as 360° documentaries, have been

proposed to enrich engagement and learning. However, how immersive 360° media formats

influence the understanding of ethnic minority cultures remains underexplored. We con-

ducted a controlled laboratory experiment comparing traditional 2D and 360° documentary

presentations of the Miao community in Guizhou Province, using the same narration and

content, including village scenes, performances, and crafts, to isolate the effect of media

format. The results suggest that the 360° documentary may increase viewers’ enjoyment,

sense of presence, curiosity, and appreciation of cultural content relative to a comparable 2D

film. These exploratory findings indicate a potential for immersive media to deepen cultural

understanding. Our study underscores 360° documentaries as a promising tool for engaging

audiences with ethnic minority cultures, while noting that these conclusions are provisional

given the lab setting and should be tested in real-world museum contexts.
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Introduction

Rapid advances in digital technologies have transformed the
presentation of cultural heritage, with immersive 360°
documentaries drawing growing interest for their potential

to enhance audience engagement (Nagakura et al., 2017; Škola
et al., 2020). These media offer viewers a panoramic and inter-
active view of environments, which can support richer narrative
immersion. Despite their increasing adoption, the specific role of
360° documentaries in communicating ethnic minority heritage
remains underexplored. This question is particularly relevant in
contexts such as Chinese ethnic exhibitions, which aim to reflect
the country’s “unity in diversity” (Leung, 2023) but often rely on
static displays and informational digital screens (Sun & Ch’ng,
2024). Visitor feedback from the Guizhou Provincial Museum, for
instance, has revealed strong interest in more immersive and
interactive digital experiences to convey deeper cultural meaning
(Sun & Ch’ng, 2024).

In this context, our study investigates whether immersive 360°
documentaries offer advantages over traditional 2D formats in
fostering engagement with cultural content. We conducted a
controlled laboratory experiment comparing two versions of the
same short documentary about Miao village, presented either in
2D on a screen or in 360° via a head-mounted display. Our aim
was to isolate the effect of media format on four key engagement
dimensions, namely enjoyment, presence, curiosity, and appre-
ciation. These categories are well-established in engagement
theory (Csikszentmihalyi, 2008; Ryan & Deci, 2000; Witmer &
Singer, 1998) and are relevant to both museum experiences and
digital storytelling. The laboratory setting allowed us to minimise
contextual variables typically found in museums, such as exhi-
bition layout, ambient noise, distractions from visitors, and group
behaviour. While this design limits ecological validity, it provides
a necessary first step in understanding the impact of media for-
mat under controlled conditions. Subsequent research will be
needed to explore how such findings apply in actual museum
settings.

Our approach is inspired by a broader shift in museum practice
from object-centred to visitor-centred engagement (Dierking & Falk,
1998; Hein, 2000). Museums worldwide are increasingly incorpor-
ating interactive technologies to foster more meaningful connections
between visitors and exhibits. Extended reality (XR) is one promising
avenue for this transformation. Song and Evans (2024) note that
multisensory XR technologies can heighten presence, enabling
audiences to appreciate the “narrative dimension” of cultural artefacts
more fully. Related scholarship on technological embodiment sug-
gests that immersive experiences can foster a progressive integration
between user and medium, through stages of exploration, adaptation,
and eventual symbiosis (Ahmedien, 2024). We assume that 360°
documentaries may encourage this kind of embodied engagement by
surrounding viewers with a cultural environment in ways not pos-
sible in traditional formats.

By comparing 2D and 360° formats under same conditions, this
exploratory study offers preliminary insights into how immersive
media might influence cultural engagement. We combine quantita-
tive survey results with qualitative feedback to assess the immediate
effects on viewer experience. As a lab-based investigation, the find-
ings are necessarily tentative and should be interpreted as an initial
step toward understanding the role of immersive formats in cultural
communication. The following sections outline relevant literature on
immersive media and digital exhibitions, describe our methodology,
present the results, and discuss their implications and limitations.

Literature review
Museums have increasingly evolved from static, object-centric
institutions into dynamic, visitor-centred spaces (Samis &

Michaelson, 2016). This shift is reflected in the transition from
early anthropological display models to approaches that fore-
ground visitor experience. Falk and Dierking’s Interactive
Experience Model frames museum visits as shaped by over-
lapping personal, social, and physical contexts (Falk & Dierking,
2018). Simon (2010) further proposes that museums should not
treat visitors as passive observers but engage them as active cul-
tural participants. These frameworks collectively emphasise the
importance of multisensory, personalised, and interactive
encounters in cultural engagement.

This conceptual evolution aligns with technological develop-
ments that support participatory and immersive experiences.
Extended reality (XR), encompassing 360° media, AR, and VR,
has become central to these efforts. Song and Evans (2024) argue
that multisensory XR can redefine museum interactions by
creating “thingly” encounters, in which visitors form embodied
relationships with artefacts. This is echoed in Zhang et al., (2024)
bibliometric analysis, which highlights growing interest in the use
of immersive technologies such as VR and AR in Chinese
museums to enhance engagement and cultural representation.
The growing application of immersive technologies reflects a
broader move from information delivery to experiential learning,
offering audiences agency, emotion, and sensory richness in how
they connect with cultural material.

In psychological terms, immersive engagement is supported by
Flow Theory and Self-Determination Theory. Csikszentmihalyi
(2008) describes flow as a mental state of deep absorption, often
triggered when an activity balances challenge and skill. Ryan and
Deci’s (2000) Self-Determination Theory identifies autonomy,
competence, and relatedness as key drivers of intrinsic motiva-
tion, which are frequently cited in educational and museum
contexts. These dimensions are increasingly relevant in immer-
sive media, where freedom to explore and interpret cultural
content can foster emotional and cognitive investment. Presence,
defined as “the extent to which the unification of simulated
sensory data and perceptual processing produces a coherent
‘place’ that you are ‘in’”(Slater, 2003), plays a particularly
important role in shaping engagement. For instance, Choi and
Nam (2024) found that virtual reality experiences offering exis-
tential authenticity significantly enhanced visitor satisfaction and
motivation to revisit. Similarly, Liu and Sutunyarak (2024)
observed that presence and embodiment in VR positively influ-
enced behavioural intentions to engage with cultural heritage.

These theoretical models are reflected in international museum
practices. The Science Museum in London launched a VR exhibit
simulating astronaut Tim Peake’s descent from space, allowing
visitors to virtually experience re-entry aboard the Soyuz capsule
(Jones, 2021). The Smithsonian Renwick Gallery developed “No
Spectators: The Art of Burning Man,” a VR project that offers
virtual tours of large-scale participatory artworks from the
Burning Man festival, recreated digitally and accessible through a
social VR platform (Li et al., 2023). In Southeast Asia, the
National Museum of Singapore’s “Story of the Forest” uses
dynamic panoramic imaging to immerse visitors in a digital
forest, drawing attention to local biodiversity through an
experiential lens (Dong, 2024). In China, Peking University’s
Sackler Museum recreated the spatial context of 11th Century
Buddhist murals through VR, allowing visitors to explore a
reconstructed temple hall in which the artefacts originally
appeared (Zhang & Zuo, 2020). These cases illustrate how
immersive media extend narrative depth, presence, and access,
while offering new ways to spatially and emotionally situate
cultural material.

Despite these advances, the application of immersive technol-
ogies to represent ethnic minority cultures, particularly in China,
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remains underdeveloped. Many Chinese museums still rely on
traditional display strategies. Ethnic costumes are often exhibited
on mannequins or flat platforms behind glass, while accessories
and textiles are mounted as visual specimens (Varutti, 2014).
Though some institutions incorporate digital enhancements,
these are typically limited to informational screens or basic
interactives. For intangible cultural heritage, such as embroidery
or weaving, tools like looms or dye vats may be displayed, but
without demonstrating the processes or situating them in lived
cultural contexts. This static presentation style limits narrative
depth and emotional engagement.

Recent empirical work, however, suggests growing audience
interest in immersive alternatives. At the Guizhou Provincial
Museum, AR applications have begun to appear alongside tra-
ditional displays (Sun & Ch’ng, 2024). Sun and Ch’ng (2024) also
report that museum visitors expressed strong interest in further
immersive technologies, particularly to contextualize artefacts
within everyday cultural practices. This aligns with broader calls
to use XR in preserving and disseminating intangible cultural
heritage (ICH). Scholars such as Oladokun et al. (2024) and
Innocente et al. (2024) emphasise that digital environments can
preserve performance, ritual, and oral tradition in ways not
possible through static documentation alone.

Theoretical work on technological embodiment supports this
perspective. Ahmedien (2024) describes a process of
human–technology symbiosis in which users move through
stages of exploration, adaptation, and embodiment. This process
allows immersive media to reshape perception and interaction by
gradually integrating users into the medium. Such perspectives
are helpful when evaluating 360° documentaries, which, although
less interactive than full VR, still enable viewers to look freely
within a filmed environment and engage spatially with cultural
content. Studies comparing 2D and 360° formats indicate that
360° can enhance both affective responses and cognitive curiosity,
particularly in educational settings (Ausin-Azofra et al., 2021;
Lampropoulos et al., 2021; Škola et al., 2020).

In sum, the integration of immersive media into museum
practice reflects both theoretical and empirical insights about
engagement, presence, and learning. While several global insti-
tutions have demonstrated XR’s potential, there is a noticeable
gap in applying these methods to the representation of ethnic
minority cultures. This study aims to address that gap by evalu-
ating whether a 360° documentary featuring Miao cultural scenes
can improve engagement metrics relative to a traditional 2D
version. By combining theories of flow, presence, and embodi-
ment with museum-based motivations, the research contributes
to ongoing discussions about the role of immersive technologies
in cultural representation and audience experience.

Materials and methods
Materials. This study used two documentary formats, a tradi-
tional 2D version and an immersive 360° version, both presenting
the same narration and content focused on the Miao commu-
nities in less-touristed areas of the Qiandongnan Miao and Dong
Autonomous Prefecture. The 2D version showed a fixed view-
point, whereas the 360° version allowed viewers to explore the
environment from all angles. Both documentaries depict village
settings, performances, and traditional craftsmanship of the Miao
community. The Miao community was selected due to its dis-
tinctive cultural beliefs, festivals, and craftsmanship, which sym-
bolise the rich diversity of ethnic minority cultures in Chinese
museums (Varutti, 2014). Filming in less-touristed locations
aimed to preserve authenticity and cultural integrity.

Each documentary ran for 7 min and 5 s, ensuring that any
differences in viewer engagement could be attributed to the

format rather than the content. Table 1 provides an overview of
the documentary scenes.

Methods
Design. This study employed a between-subjects experimental
design to evaluate participants’ engagement with documentaries
about Miao culture presented in traditional 2D and immersive
360° formats. Participants were randomly assigned to one of these
formats, allowing a direct comparison of how each format
influences key engagement factors, including enjoyment, pre-
sence, curiosity, and cultural appreciation. We also recorded
participants’ prior familiarity with Miao communities to explore
whether existing cultural exposure affected their responses.

In line with Csikszentmihalyi’s (2008) Flow Theory, the
documentaries were designed to balance cognitive challenge with
participants’ comfort level, aiming to induce a state of flow and
thereby enhance engagement. The questionnaire design was
informed by Ryan and Deci’s (2000) Self-Determination Theory,
emphasising autonomy, competence, and relatedness to deepen
motivation and enrich learning.

All experiments were conducted in a controlled laboratory
setting to ensure internal validity and isolate the effect of the
media format from external variables, such as visitor flow and
social interactions. This approach provides a clear foundation for
comparing the impacts of the 2D and 360° formats. However, we
recognise that real museum contexts introduce additional factors
that can influence engagement. Future research should test these
formats in actual museum environments to validate and extend
our findings in dynamic, real-world contexts.

Materials preparation and equipment setup. In-depth con-
sultation with Miao community representatives preceded filming
to ensure an authentic portrayal of cultural traditions and daily
activities. This process enabled access to community events and
homes, allowing us to film intimate aspects of daily life. The
representatives advised excluding the silver jewellery production
process from the documentary due to its complexity, despite its
importance to Miao costume culture.

An Insta360 X3 camera captured over 500 GB of 360° video
footage of village settings, dance performances, and craftsman-
ship. In post-production, the most representative clips were
selected and refined using Insta360 Studio, Adobe Premiere Pro
2024, After Effects 2024, and Photoshop 2024. Key enhancements
included removing shadows from tripods and selfie sticks.
Narration was generated using WellSaid Labs’ AI voice synthesis,
employing a clear and engaging voice avatar. Several Miao
community members reviewed the final documentary for
authenticity and cultural accuracy before exporting it in both
formats for the experiment.

During the experiment, participants in the 2D condition
viewed the documentary on a 55-inch MAXHUB TV, while those
in the 360° condition viewed it using a Pico 4 VR headset.
Participants received guidance on how to use the VR equipment
comfortably. Figure 1 illustrates participants engaging with each
documentary format.

Participants. Participants were recruited via stratified random
sampling and snowball sampling, targeting approximately 80
individuals evenly distributed across the two documentary for-
mats and stratified by prior exposure to Miao communities.
Recruitment began through WeChat; however, due to a lower-
than-expected response from individuals who had visited Miao
communities, we supplemented with snowball sampling to
increase participation. From 138 applicants, 94 participants
(52 female, 42 male; aged 16–45) were selected based on self-

HUMANITIES AND SOCIAL SCIENCES COMMUNICATIONS | https://doi.org/10.1057/s41599-025-05429-z ARTICLE

HUMANITIES AND SOCIAL SCIENCES COMMUNICATIONS |         (2025) 12:1014 | https://doi.org/10.1057/s41599-025-05429-z 3



reported English proficiency, which was necessary to understand
the documentary narration.

Most respondents were younger individuals, a trend consistent
with earlier fieldwork at the Guizhou Provincial Museum, where
existing digital exhibits primarily attract a digitally proficient
younger audience (Sun & Ch’ng, 2024). As a result, our final
sample skewed toward this demographic rather than representing
all age groups. Future studies should include a broader age range
and varying levels of digital familiarity to provide a more
comprehensive view of how immersive technologies influence
diverse populations.

Procedure. Informed consent was obtained from all participants,
who were briefed on the study’s purpose and procedures and

assured of their right to withdraw at any time. Participants first
completed a pre-viewing questionnaire collecting demographic
information, self-reported curiosity about Miao communities and
culture, and viewing habits. Based on self-reported medical
conditions (e.g., vertigo or claustrophobia) and comfort with VR,
participants were then assigned to view either the 2D or 360°
documentary.

After viewing the assigned documentary, participants com-
pleted a post-viewing questionnaire measuring enjoyment,
sense of presence, changes in curiosity, and appreciation of
cultural content. An open-ended question invited them to
describe any new insights or changes in perception about Miao
culture. All data were anonymized and securely stored to
protect participant privacy. We excluded 10 of the initial 94
participants due to unusually short completion times or

Table 1 Documentaries overview.

No 2D View 360° View
Equirectangular Panorama

Description

1 The documentary begins with the renowned Miao
architectural form, the lounge bridge.

2 The shot shows the third step of batik-making—boiling. A
practitioner boils dyed textiles in boiling water to dewax.

3 The shot captures an elderly Miao woman embroidering
skillfully.

4 The documentary ends with a scene of the Miao people
performing the Lusheng Dance in a plaza.

Fig. 1 Participant engagement with the 2D and 360° documentaries. This figure shows participants during the screenings of the 2D and 360°
documentaries in a controlled laboratory setting. It illustrates the different ways viewers interacted with the two formats, highlighting the contrast between
traditional screen-based viewing and immersive VR experiences.

ARTICLE HUMANITIES AND SOCIAL SCIENCES COMMUNICATIONS | https://doi.org/10.1057/s41599-025-05429-z

4 HUMANITIES AND SOCIAL SCIENCES COMMUNICATIONS |         (2025) 12:1014 | https://doi.org/10.1057/s41599-025-05429-z



inconsistent responses about prior visits to Miao communities,
leaving 84 participants (42 per format) in the final analysis.
These groups were balanced with respect to prior Miao
community experience.

Measure. Participants responded to a series of statements using
seven-point Likert scales, ranging from 1 (strongly disagree) to 7
(strongly agree). The questionnaires focused on four key
engagement factors, including enjoyment, presence, curiosity, and
cultural appreciation. Enjoyment was measured directly by asking
participants how much they enjoyed the documentary, which
serves as a critical indicator of whether the content successfully
captured their interest and sustained attention.

The sense of presence was evaluated using adapted scales from
Witmer and Singer (1998), Qin, Rau, and Salvendy (2009), and
Szita et al. (2024). Statements such as “I was so engrossed in the
documentary that I lost track of time” and “The documentary’s
details and portrayal made me feel immersed, as if I were
personally experiencing the Miao culture” assessed the degree to
which participants felt mentally and emotionally present in the
documentary environment. This factor is particularly relevant in
exploring how immersive formats support cultural engagement.

Curiosity was measured both before and after viewing to
capture any changes in interest stimulated by the documentaries.
Before watching, participants indicated their level of interest in
visiting Miao communities in the future. Following the viewing,
they responded to statements such as “The documentary sparked
my interest in visiting Miao communities in the future” to assess
whether the content successfully enhanced their curiosity.
Comparing pre- and post-viewing responses allowed us to
determine the documentaries’ effectiveness in fostering a desire
for further exploration of Miao culture.

Cultural appreciation was assessed through participants’
reflections on the artistic and cultural significance of the content.
Statements such as “The documentary heightened my appreciation
for the artistry and aesthetic value of the Miao people’s traditional
textiles and costumes” and “The documentary emphasised the
significance of preserving the Miao people’s intangible cultural
heritage, making me value its preservation more” captured how
effectively the documentaries deepened participants’ valuation of
ethnic minority cultures.

To complement these quantitative measures, the post-viewing
questionnaire also included an open-ended question inviting
participants to describe how their perception of Miao culture had
changed after watching the documentary and to share any new
insights. This qualitative feedback provided richer perspectives on
the documentaries’ impact, revealing personal reflections and
nuanced shifts in understanding that standard survey items may
not fully capture.

Note on laboratory vs. museum settings. We used a controlled
laboratory setting to compare the effects of the 2D and 360°
formats under consistent conditions. This setup isolated the
influence of media format from other factors present in a
museum, such as group dynamics, exhibit layout, and ambient
distractions (Falk & Dierking, 2018). In both the 2D and 360°
experiences, the viewer’s gaze was guided by the documentary
narrative, a factor independent of the setting. By isolating the
formats in this initial study, we provide a foundational
understanding of their effects. Future research should test
these formats in actual museum environments to validate and
extend our findings, offering deeper insight into how
immersive technologies like 360° documentaries enhance
museum experiences.

Results
Descriptive data. The questionnaires explored multiple aspects of
the viewing experience to assess how different documentary
formats influenced engagement. These aspects included enjoy-
ment, sense of presence, curiosity, and appreciation of cultural
content, with the descriptive statistics summarised in Table 2.

Data findings and visualisations. This study evaluated viewer
engagement among 84 participants (45 females and 39 males),
aged between 16 and 45 years, who viewed either a traditional 2D
or an immersive 360° documentary. Each format was presented to
42 participants, ensuring a balanced distribution of individuals
with and without prior exposure to Miao culture. This design
enabled a focused analysis of how documentary format influenced
engagement with Miao cultural content.

Figure 2 illustrates the enjoyment levels of participants grouped
by documentary format (2D or 360°) and prior visitation to Miao
communities. Among those without prior exposure, all partici-
pants who viewed the 360° format reported high enjoyment
(ratings of 5 to 7 on the Likert scale), while 81% (n= 17) of those
viewing the 2D format provided positive ratings; the remaining
offered neutral (n= 3) or negative feedback (n= 1). Among
participants who had previously visited Miao communities, 76%
(n= 16) of those in the 360° condition gave positive ratings,
compared to 67% (n= 14) in the 2D group, with the remainder
offering neutral (n= 5) or negative (n= 2) evaluations.

Statistical analysis using the Mann-Whitney U test, which is
appropriate for non-parametric ordinal data such as Likert-scale
responses, supports these observations. For participants without
prior exposure to Miao communities, a significant difference in
enjoyment was observed between the two formats (U= 130.5,
p < 0.05). In contrast, among participants who had previously
visited Miao communities, no statistically significant difference in
enjoyment was found between the formats (U= 153, p = 0.078).
We also examined whether prior visitation significantly influ-
enced enjoyment across both formats. The results indicate no
significant effect, as the p-values obtained from the Mann-
Whitney U test were not significant for either format (2D:
U= 197.5, p= 0.550; 360°: U= 189.5, p= 0.418). These findings
suggest that while the immersive 360° format is particularly
effective in enhancing enjoyment for participants unfamiliar with
the culture, the impact of direct cultural exposure may reduce the
relative advantage of the immersive format.

As illustrated in Fig. 3, participants who experienced the 360°
documentary consistently reported higher levels of presence
compared to those who viewed the 2D format. Specifically,
participants in the 360° condition more frequently lost track of
time, with an average score of 5.429, compared to 4.048 for the
2D format, indicating that the immersive experience captured
attention more effectively. Emotional connection to the subjects
was also stronger in the 360° condition, with an average score of
5.238 versus 3.714 for the 2D format. Similarly, participants
reported a greater sense of being present in the 360° environment
(M= 5.357) compared to the 2D condition (M= 3.381). The
depth of immersion was also enhanced, with the 360° format
achieving a mean score of 5.857, significantly higher than the 2D
format’s 3.690.

These patterns were supported by statistical analysis, as shown
in Fig. 4. Mann-Whitney U tests confirmed significant differences
between the two formats across all presence measures. Partici-
pants in the 360° condition more frequently lost track of time
(U= 461, p < 0.05), felt a stronger emotional connection to the
subjects (U= 411, p < 0.05), experienced a greater sense of being
present in the depicted scenarios (U= 324, p < 0.05), and
reported deeper immersion in Miao culture (U= 217, p < 0.05).
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These results demonstrate that the 360° format significantly
enhanced viewer engagement across multiple dimensions of
presence, from emotional resonance to the illusion of physical
placement within the narrative.

Further Spearman correlation analysis indicated significant
positive relationships between enjoyment and all measures of
presence. Enjoyment was moderately correlated with the
experience of losing track of time (r(84)= 0.400, p < 0.05),
suggesting that higher enjoyment was associated with becoming
more deeply engrossed in the documentary. Stronger correlations
were observed between enjoyment and emotional connection
(r(84)= 0.548, p < 0.05), as well as the sense of physical presence
in the depicted scenarios (r(84)= 0.545, p < 0.05). The depth of
immersion was also significantly related to enjoyment
(r(84)= 0.499, p < 0.05). These findings indicate that participants
experienced heightened enjoyment and a profound sense of
presence when viewing the 360° documentary. This outcome
aligns with Csikszentmihalyi’s Theory of Flow, which suggests
that deep immersion and satisfaction occur when individuals are
fully engaged in challenging yet attainable experiences. The
strong correlations between enjoyment and presence measures
suggest that the immersive documentary format effectively
facilitated a flow state, enhancing both psychological engagement
and satisfaction with the viewing experience.

As shown in Fig. 5, participants’ curiosity about visiting the
Miao community increased after viewing the documentary, with
results grouped by documentary format and prior visitation
status. Participants without prior exposure demonstrated a
significant increase in curiosity after watching the 360° format,
as indicated by the Wilcoxon Signed-Rank Test (p < 0.05). This
suggests that the immersive format effectively captured and
sustained their interest, potentially inspiring a desire to explore
Miao culture further. In contrast, participants who had previously
visited Miao communities did not show a significant change in
curiosity (p= 0.338). For the 2D format, changes in curiosity
were not statistically significant for either group (visited:
p= 0.501; not visited: p= 0.801), indicating that the traditional
format was less effective in stimulating curiosity to the same
extent.

Figure 6 further illustrates changes in curiosity related to
specific cultural aspects of Miao life before and after viewing the
documentary. While increases in curiosity were observed across
all groups, statistical significance was again found only among
participants who had not visited Miao communities and
experienced the 360° format (p < 0.05). This indicates that the
immersive documentary successfully engaged these viewers and
motivated them to explore specific cultural aspects more deeply.
Participants who had visited Miao communities did not show a
significant change (p= 0.790), nor did participants who viewed
the 2D documentary, regardless of their visitation status (visited:
p= 0.376; not visited: p= 0.360). These findings suggest that the
immersive 360° format is particularly effective for audiences
without prior cultural exposure, underscoring its potential value
in museum contexts to promote curiosity and learning.

To further explore the factors influencing post-viewing
curiosity, Spearman’s correlation analysis examined the relation-
ships between enjoyment, presence, and curiosity outcomes.
Enjoyment was moderately and significantly correlated with post-
viewing interest in visiting the Miao community (r(84)= 0.517,
p < 0.05) and in exploring cultural aspects (r(84)= 0.386,
p < 0.05). Presence factors also demonstrated significant positive
correlations with curiosity. Specifically, the experience of losing
track of time was moderately correlated with both curiosity about
visiting the Miao community (r(84)= 0.426) and exploring
cultural aspects (r(84)= 0.391). Emotional connection showed
similar correlations (r(84)= 0.412 and r(84)= 0.410), as did theT
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sense of physically being there (r(84)= 0.453 and r(84)= 0.424),
and the feeling of immersion (r(84)= 0.501 and r(84)= 0.400),
all with p-values less than 0.05. These results suggest that higher
enjoyment and a stronger sense of presence significantly enhance
viewers’ curiosity and engagement with the cultural content
presented in the documentary.

Regarding appreciation of cultural content, Mann-Whitney U
tests were conducted to compare the two documentary formats.
Among participants who had previously visited the Miao
community, the 360° format significantly enhanced appreciation
for craftsmanship compared to the 2D format (U= 303, p < 0.05).
However, no statistically significant differences were observed in
other appreciation measures, including the artistry and value of
costumes (U= 257, p = 0.341), respect for practitioners

(U= 237.5, p = 0.659), and the preservation of intangible
cultural heritage (U= 198, p = 0.562).

For participants who had not visited the Miao community, the
Mann-Whitney U tests did not reveal significant differences
between the 2D and 360° formats across any of the appreciation
measures. This included respect for craftsmanship (U= 150,
p= 0.066), respect for practitioners (U= 146, p= 0.053), appre-
ciation for the artistry and value of costumes (U= 156.5,
p= 0.096), and the significance of preserving intangible cultural
heritage (U= 196, p= 0.536). These findings, illustrated in Fig. 7,
suggest that while immersive media may enrich museum
experiences and deepen cultural appreciation, its impact is
particularly notable in enhancing perceptions of traditional
craftsmanship among those already familiar with the culture.

Fig. 2 Enjoyment levels by documentary format and prior visitation. This figure presents box plots comparing participants’ enjoyment levels based on
their prior visitation to the Miao community and the documentary format viewed (2D or 360°). Enjoyment was rated on a Likert scale from 1 (Did Not
Enjoy at All) to 7 (Extremely Enjoyed), with ratings of 5–7 considered positive, 4 neutral, and 1–3 negative. The figure was generated using R Studio.

Fig. 3 Presence levels by documentary format. This figure compares presence ratings between the 2D and 360° formats across four aspects: attention
absorption (losing track of time), emotional connection, perceived presence in the environment, and overall immersion. Participants rated each aspect on a
7-point Likert scale from 1 (Strongly Disagree) to 7 (Strongly Agree). The figure was generated using R Studio.

Fig. 4 Box plots of presence measures by documentary format. This figure includes four box plots visualizing the distribution of scores for ‘Lost in Time,’
‘Emotional Connection,’ ‘Feeling of Being There,’ and ‘Feeling of Immersion’ across the 2D and 360° formats. The plots show how the 360° format
generally enhanced the sense of presence. The figure was generated using R Studio.
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Open-ended responses thematic analysis. A thematic analysis
of responses to the open-ended question identified three core
themes: Cultural Practices, Cultural Understanding, and
Tourism and Authenticity. Subthemes within each category
captured participants’ observations on traditional crafts such
as batik, weaving, embroidery, and daily village life. Many
participants noted the authentic portrayal of the Miao com-
munity’s environment, highlighting the emotional connection
formed with an elderly textile practitioner and the detailed,
step-by-step depiction of batik-making. This perceived
authenticity stands in contrast to typical tourist-oriented
displays, which often reduce cultural arts and performances to
superficial spectacles.

The documentary also challenged common stereotypes about
Miao culture by connecting specific cultural practices to broader
aspects of Miao identity and tradition, emphasizing the commu-
nity’s commitment to preserving its heritage. While typical
tourism experiences may provide only cursory glimpses into such
practices, the detailed and immersive portrayal in the documen-
tary encouraged deeper cultural reflection and inspired partici-
pants to adopt a more engaged and respectful approach to
cultural exploration (see Table 3).

In summary, the results indicate that immersive 360°
documentaries significantly enhance viewer engagement and
cultural appreciation in the context of Miao culture.
Quantitative findings demonstrate increased enjoyment, pre-
sence, curiosity, and appreciation, particularly among parti-
cipants without prior exposure to Miao culture. The
qualitative analysis further reinforces the documentary’s
capacity to deliver authentic, in-depth insights into the
community’s crafts and way of life. Together, these findings
highlight the transformative potential of immersive technol-
ogies to improve visitor experiences and foster greater interest
in ethnic minority cultures.

Discussion
Our controlled laboratory experiment compared two doc-
umentary formats, a traditional 2D video and an immersive 360°
video, both presenting same content about Miao village life. By
keeping narration and scenes constant, we directly assessed the
effect of medium on viewer engagement. The 360° documentary
significantly enhanced multiple dimensions of engagement, as
participants reported notably higher enjoyment and a stronger
sense of presence in the immersive condition. This format also
evoked greater curiosity and cultural appreciation, particularly
among participants without prior exposure to Miao culture.
These results align with emerging research in cultural heritage,
which suggests that immersive, human-centric experiences dee-
pen engagement (Argyriou et al., 2020; Škola et al., 2020).
Although 360° video technology itself is not novel, its use as an
immersive documentary format for representing ethnic minority
cultures remains underexplored. By focusing on the Miao com-
munity, this study provides new evidence that affordable
immersive storytelling can meaningfully engage audiences with
diverse cultural traditions. In China, where museums often
emphasise the “unity in diversity” principle of national culture
(Leung, 2023), such storytelling tools could play an important
role in enriching visitors’ understanding of ethnic minority
heritage.

These findings can be further understood through established
theories of engagement. Enjoyment is a critical driver of media
engagement, sustaining viewer interest and facilitating deeper
learning (Sherry, 2004; Vorderer et al., 2004). The sensory-rich
environment of the 360° documentary contributed to significantly
higher enjoyment than the 2D format, which likely created a
positive feedback loop. According to Flow Theory
(Csikszentmihalyi, 2008), when viewers experience high enjoy-
ment and a close match between content challenge and personal
interest, they become deeply absorbed in the experience.

Fig. 5 Curiosity about visiting the Miao community before and after viewing. This figure presents box plots comparing changes in participants’ curiosity
about visiting the Miao community before and after watching the documentaries. The data are divided by prior visitation status and documentary format,
resulting in four comparison groups. The figure was generated using R Studio.
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Consistent with this theory, participants in the immersive con-
dition reported a stronger sense of presence, suggesting that the
emotional impact of enjoyment strengthened their feeling of
being “there.” This finding aligns with Witmer and Singer’s
(1998) research showing that higher involvement amplifies the
sense of presence in virtual environments. Further, emotional
engagement was confirmed to play a critical role, as Baños et al.
(Baños et al., 2004) demonstrated that emotional responses sig-
nificantly enhance the immersive quality of media experiences.

Curiosity and intrinsic motivation also contribute significantly
to engagement in immersive environments. As Berlyne (1954)
theorised, curiosity is activated in environments that invite
exploration and discovery. The 360° format in our study enabled
viewers to freely explore visual scenes, offering greater autonomy
and fostering curiosity about Miao cultural practices and sur-
roundings. Self-Determination Theory further supports this
finding. When media experiences satisfy psychological needs for
autonomy, competence, and relatedness, they increase intrinsic
motivation (Ryan & Deci, 2000). In this case, the immersive
environment enabled viewers to explore content at their own
pace, develop a deeper understanding of unfamiliar cultural
practices, and feel more connected to the people and stories
presented. This finding also resonates with Cuno’s (2014) argu-
ment that encyclopedic museums stimulate global curiosity by
exposing visitors to diverse cultures and histories. Integrating
immersive technologies into cultural institutions may further
enhance visitors’ desire to explore and deeply engage with cul-
tural content, aligning with the mission of museums to provide
dynamic and meaningful learning experiences.

Our quantitative analysis confirmed these theoretical inter-
pretations. Participants reported higher enjoyment and stronger
presence in the immersive condition, and Spearman correlation
analysis revealed that those who enjoyed the documentary more
also experienced a heightened sense of presence. This relationship

underscores how emotional engagement can amplify cognitive
and perceptual immersion. The immersive documentary also had
a clear impact on curiosity, particularly among participants
unfamiliar with Miao culture. Their desire to learn more about
Miao traditions increased significantly after viewing the 360°
documentary, while those who viewed the 2D version did not
exhibit similar changes. Qualitative responses to open-ended
questions reinforced this finding, as participants described how
the immersive experience allowed them to notice previously
unseen details and inspired further exploration. These personal
reflections offer valuable insights beyond quantitative measures
and address the concern that questionnaires alone may not fully
capture tacit or embodied experiences.

Cultural appreciation presented a more complex pattern. Par-
ticipants who had previously visited Miao communities naturally
reported high appreciation regardless of the documentary format.
However, among those without such exposure, the immersive
format generated higher appreciation scores compared to the
traditional 2D experience. This suggests that while direct cultural
experiences remain the most effective means of fostering appre-
ciation, immersive media can help bridge that gap for audiences
unfamiliar with minority cultures. These findings highlight the
potential of 360° documentaries to enhance understanding and
appreciation of cultural heritage among broader audiences.

From a practical perspective, our findings demonstrate that
immersive 360° documentaries can serve as powerful tools for
making cultural heritage more accessible and engaging in
museum settings. Museums interested in presenting ethnic
minority cultures could integrate 360° documentaries alongside
traditional displays to enrich visitor experiences. Rather than
relying solely on physical exhibits, museums might offer visitors
opportunities to engage with cultural narratives through
immersive visual media that provide rich contextual environ-
ments. This approach allows visitors to experience cultural

Fig. 6 Curiosity about aspects of Miao culture before and after viewing. This figure shows box plots comparing changes in participants’ curiosity about
specific aspects of Miao culture before and after viewing the documentaries. Data are grouped by prior visitation status and documentary format. The
figure was generated using R Studio.
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practices in ways that static displays cannot achieve, potentially
inspiring deeper reflection and learning.

At the same time, it is important for museums to ensure that
immersive technologies remain accessible to a wide range of
visitors. Older audiences and those with lower digital literacy may
face challenges in using head-mounted displays or interacting
with unfamiliar technologies (Feng, 2024). To address these
challenges, museums can offer alternative viewing options, such
as high-definition 360° videos on large screens, and provide
assistance through trained staff who can guide visitors in using
immersive equipment. Designing user-friendly interfaces also
plays a crucial role in making immersive technologies
approachable and inclusive (Komianos et al., 2024). Additionally,
ensuring that these technologies are accessible to visitors with
disabilities requires collaborative efforts to develop more inclusive
AR and VR experiences (Creed et al., 2024). Integrating these
strategies into exhibition design helps museums avoid reinforcing
digital divides and ensures that innovative technologies con-
tribute to more equitable and representative cultural experiences.

Although this study provides valuable insights, it also presents
several limitations. Our participant sample primarily consisted of
younger, digitally proficient individuals, limiting the gen-
eralisability of the findings across different age groups and
backgrounds. Future research should engage more diverse

participants to assess whether the benefits of immersive media
extend to older visitors and those less familiar with digital tech-
nologies. Additionally, the study relied on self-report ques-
tionnaires, which capture conscious perceptions but may
overlook more subtle behavioural or embodied experiences. Our
research was focused on conscious perception and reactions from
being within the media formats, which include enjoyment, sense
of presence, curiosity, and appreciation of cultural content. These
perceptions are best captured from direct answers to our ques-
tionnaires. There may be other behavioural and physiological
measures that may be latent and could be captured by physio-
logical devices in the future. Our future research will attempt to
incorporate behavioural and physiological measures for ‘ground
truthing’, and these may include eye-tracking or motion analysis,
to better capture subtle immersive responses.

The laboratory setting of this study further limits its ecological
validity. Although this controlled environment allowed us to
isolate the effects of media format, it excluded important con-
textual factors found in real museum environments, such as
exhibit layout, social interactions, and ambient distractions from
visitors, interior climate, etc. Future studies should conduct on-
site evaluations to explore how immersive technologies function
within actual museum contexts. Finally, our research assessed
only immediate engagement outcomes, leaving questions about

Fig. 7 Appreciation of cultural content by prior visitation and documentary format. This figure compares participants’ appreciation of cultural content
based on prior visitation and the documentary format viewed. Appreciation was measured across four aspects: the artistic and aesthetic value of Miao
textiles and costumes, respect for craftsmanship, recognition of artisans’ dedication, and the importance of preserving intangible cultural heritage. Ratings
were provided on a 7-point Likert scale from 1 (Strongly Disagree) to 7 (Strongly Agree). The figure was generated using R Studio.
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long-term effects unanswered. Future studies should investigate
whether the enhanced engagement observed through immersive
media leads to sustained interest, knowledge retention, and
continued exploration of cultural content over time.

In conclusion, this research contributes new evidence that
immersive 360° documentaries can significantly improve viewer
engagement, stimulate curiosity, and foster appreciation of ethnic
minority cultures. While the technology itself is well-established,
its application to representing underrepresented cultural narra-
tives remains a valuable area of exploration. Addressing the
current limitations through expanded participant demographics,
behavioural measurement approaches, and on-site museum stu-
dies will offer deeper insights into how immersive media can
support more inclusive and meaningful cultural heritage
experiences.

Conclusion
This study examined the use of immersive 360° documentaries
to support cultural representation and enhance viewer
engagement, with a particular focus on ethnic minority cul-
tures. By comparing a traditional 2D format with an

immersive 360° documentary under controlled laboratory
conditions, the results demonstrated that the 360° format
enhanced enjoyment, presence, curiosity, and cultural appre-
ciation, especially among participants without prior exposure
to Miao culture. These findings suggest that immersive doc-
umentaries can create more engaging cultural experiences by
offering viewers a stronger sense of connection and presence
within the narratives presented.

While these results provide initial insights into the potential
of 360° media for cultural engagement, they should be inter-
preted within the limitations of the experimental context. The
controlled laboratory setting allowed for a focused comparison
of media formats but did not account for the complex social,
spatial, and environmental factors present in actual museum
environments. Therefore, further research conducted in real-
world exhibition contexts is necessary to validate these find-
ings and explore how immersive technologies interact with
broader curatorial strategies. As digital technologies continue
to evolve, their thoughtful and inclusive integration into cul-
tural heritage practices offers promising opportunities to
broaden public engagement and support the meaningful
representation of diverse cultures.

Table 3 Open-ended question thematic analysis.

Keywords Subsection Summary Responses

Cultural Practices Traditional Crafts—Batik
Making

The documentary provides a detailed view of
the batik-making process.

I was most impressed by the batik-making process.
Instead of simple narratives, this documentary
engages more with the Miao group and shows more
detailed processes and information, such as the
whole batik-making process.
I know better the process of making batik.

Traditional Crafts -
Weaving and Embroidery

Shows the craftsmanship involved in
weaving and embroidery.

Seeing the old grandma weaving and making
embroidery thread by thread and stitch by stitch,
which brings me closer to their everyday life.
Embroidery technology is spread from generation to
generation rather than education.

Art and Performance—
Dance

Reflects the cultural significance of Miao
dance, showing how they contribute to the
cultural narrative.

Folk dance ritual has its own meaning rather than a
simple dance for pleasure.
I knew Miao ethnic groups before but didn’t know the
dance.

Art and Performance—
Music

Highlights the Miao music, emphasising its
narrative role in preserving cultural
traditions.

The meaning of folk music is more profound than I
thought.

Cultural
Understanding

New Perceptions The documentary provides new information
and insights, challenging stereotypes and
shifting perceptions of Miao culture.

I did not know much at all about the Miao culture
before. Now I understand it.
Everything in the video was completely new
information to me.

Identity and Continuity Shows how cultural practices preserve and
maintain Miao identity.

I was shocked that they keep the traditional lifestyle
so well, like the daily outfits are special with their
own culture identity.
The presentation and performance contribute to
cultural and ethnic identity construction.

Tourism and
Authenticity

Documentary vs.
Tourism

Compares the documentary’s portrayal to
tourism experiences, highlighting its
authenticity and depth.

It is good to see a specific process of certain
technology, in general tourism, we often see the
products, but hardly ever fully observe the process in
detail.
As a tourist, I experienced the Miao culture more
commercialised. It’s more attractive in the
documentary as it shows more cultural background,
history, and local lifestyle.
Although there were no significant changes as I went
to Miao community before, the documentary gave
me a thorough introduction of Miao culture.

Cultural Immersion Shows how the documentary offers an
immersive view of Miao culture, sparking
interest in exploring further.

It is a quite good documentary with high quality and
immersive experiences.

HUMANITIES AND SOCIAL SCIENCES COMMUNICATIONS | https://doi.org/10.1057/s41599-025-05429-z ARTICLE

HUMANITIES AND SOCIAL SCIENCES COMMUNICATIONS |         (2025) 12:1014 | https://doi.org/10.1057/s41599-025-05429-z 11



Data availability
The data generated and analysed during this study are available
from the corresponding author upon reasonable request.

Received: 4 November 2024; Accepted: 23 June 2025;

References
Ahmedien DAM (2024) A drop of light: an interactive new media art investigation

of human-technology symbiosis. Humanit Soc Sci Commun 11(1):721.
https://doi.org/10.1057/s41599-024-03206-y

Argyriou L, Economou D, Bouki V (2020) Design methodology for 360° immersive
video applications: the case study of a cultural heritage virtual tour. Personal
Ubiquitous Comput 24(6):843–859. https://doi.org/10.1007/s00779-020-
01373-8

Ausin-Azofra JM, Bigne E, Ruiz C, Marín-Morales J, Guixeres J, Alcañiz M (2021)
Do you see what i see? Effectiveness of 360-degree vs. 2D video ads using a
neuroscience approach. Front Psychol 12:612717. https://doi.org/10.3389/
fpsyg.2021.612717

Baños RM, Botella C, Raya MLA, Liaño V, Guerrero B, Rey B (2004) Immersion
and emotion: their impact on the sense of presence. CyberPsychol Behav
7(6):734–741. https://doi.org/10.1089/cpb.2004.7.734

Berlyne D (1954) A theory of human curiosity. Br J Psychol 45(3):180–191. https://
doi.org/10.1111/j.2044-8295.1954.tb01243.x

Choi K, Nam Y (2024) Do presence and authenticity in VR experience enhance
visitor satisfaction and museum re‐visitation intentions? Int J Tour Res
26(4):e2737. https://doi.org/10.1002/jtr.2737

Creed C, Al-Kalbani M, Theil A, Sarcar S, Williams I (2024) Inclusive AR/VR:
accessibility barriers for immersive technologies. Univers Access Inf Soc
23(1):59–73. https://doi.org/10.1007/s10209-023-00969-0

Csikszentmihalyi M (2008) Flow: the psychology of optimal experience. Harper
Perennial Modern Classics

Cuno J (2014) Culture war: the case against repatriating museum artifacts. Foreign
Aff 93(6):119–124. 126–129

Dierking LD, Falk JH (1998) Audience and accessibility. In S. Thomas & A. Mintz
(Eds.), The Virtual and the Real: Media in the Museum (pp. 57–70).
American Association of Museums

Dong S (2024) Research on the Application of Digital Media Technology in
Museum Exhibition Design: A Case Study of the National Museum of Sin-
gapore. SHS Web Conf 181(04031):1–8. https://doi.org/10.1051/shsconf/
202418104031

Falk JH, Dierking LD (2018) Learning from Museums. Rowman & Littlefield
Feng A-A (2024) The Intersection of Equity & XR in Museums. Arts Management

& Technology Laboratory. https://amt-lab.org/blog/2024/2/the-intersection-
of-equity-amp-xr-in-museums

Hein HS (2000) The Museum in Transition: A Philosophical Perspective. Smith-
sonian Institution Press

Innocente C, Nonis F, Lo Faro A, Ruggieri R, Ulrich L, Vezzetti E (2024) A
metaverse platform for preserving and promoting intangible cultural heritage.
Appl Sci 14(8). https://doi.org/10.3390/app14083426

Jones L (2021) Virtual Reality in (Finnish and British) Museums: A Study into
Its Use, Role, Effectiveness and Potential [Master Thesis]. University of
Turku

Komianos V, Tsipis A, Kontopanagou K (2024) Introducing digitized cultural
heritage to wider audiences by employing virtual and augmented reality
experiences: the case of the v-Corfu Project. Technologies, 12(10). https://doi.
org/10.3390/technologies12100196

Lampropoulos G, Barkoukis V, Burden K, Anastasiadis T (2021) 360-degree video
in education: an overview and a comparative social media data analysis of the
last decade. Smart Learn Environ 8(1):20. https://doi.org/10.1186/s40561-
021-00165-8

Leung HBI (2023) Power and knowledge: the Birth of Museums in China. Mus
Anthropol 46(1):26–34. https://doi.org/10.1111/muan.12269

Li J, Wider W, Ochiai Y, Fauzi MA (2023) A bibliometric analysis of immersive
technology in museum exhibitions: exploring user experience. Front Virtual
Real 4:1–16. https://doi.org/10.3389/frvir.2023.1240562

Liu Q, Sutunyarak C (2024) The impact of immersive technology in museums on
visitors’ behavioral intention. Sustainability 16(22):1–17. https://doi.org/10.
3390/su16229714

Nagakura T, Tsai D, Choi J (2017) Panoramic video: recording and representing
the digital heritage experience. Stud Digit Herit 1(2):310–325. https://doi.org/
10.14434/sdh.v1i2.23269

Oladokun BD, Ajani YA, Ukaegbu BCN, Oloniruha EA (2024) Cultural pre-
servation through immersive technology: the metaverse as a pathway to the

past. Preserv Digit Technol Cult 53(3):157–164. https://doi.org/10.1515/pdtc-
2024-0015

Qin H, Rau P-LP, Salvendy G (2009) Measuring player immersion in the computer
game narrative. Int J Hum Comput Interact 25(2):107–133. https://doi.org/
10.1080/10447310802546732

Ryan RM, Deci EL (2000) Self-determination theory and the facilitation of intrinsic
motivation, social development, and well-being. Am Psychol 55(1):68–78.
https://doi.org/10.1037/0003-066X.55.1.68

Samis P, Michaelson M (2016) Creating the Visitor-centered Museum (First Edi-
tion). Routledge

Sherry JL (2004) Flow and Media Enjoyment. Commun Theory 14(4):328–347.
https://doi.org/10.1111/j.1468-2885.2004.tb00318.x

Simon N (2010) The Participatory Museum. Museum 2.0
Škola F, Rizvić S, Cozza M, Barbieri L, Bruno F, Skarlatos D, Liarokapis F (2020)

Virtual reality with 360-video storytelling in cultural heritage: study of pre-
sence, engagement, and immersion. Sensors 20(20):1–17. https://doi.org/10.
3390/s20205851

Slater M (2003) A note on presence terminology. Presence Connect 3(3):1–5
Song Z, Evans L (2024) The museum of digital things: extended reality and

museum practices. Front Virtual Real 5:1396280. https://doi.org/10.3389/
frvir.2024.1396280

Sun X, Ch’ng E (2024) Evaluating the management of ethnic minority heritage and
the use of digital technologies for learning. J Cult Herit Manag Sustain Dev.
https://doi.org/10.1108/JCHMSD-03-2023-0024

Szita K, Moss-Wellington W, Sun X, Ch’ng E (2024) Going to the movies in VR:
virtual reality cinemas as alternatives to in-person co-viewing. Int J Hum
Comput Stud 181(103150):1–11. https://doi.org/10.1016/j.ijhcs.2023.103150

Varutti M (2014) Museums in China: the politics of representation after Mao.
Boydell & Brewer

Vorderer P, Klimmt C, Ritterfeld U (2004) Enjoyment: at the heart of media
entertainment. Commun Theory 14(4):388–408. https://doi.org/10.1111/j.
1468-2885.2004.tb00321.x

Witmer BG, Singer MJ (1998) Measuring presence in virtual environments: a
presence questionnaire. Presence Teleoperators Virtual Environ
7(3):225–240. https://doi.org/10.1162/105474698565686

Zhang J, Wan Yahaya WAJ, Sanmugam M (2024) The impact of immersive
technologies on cultural heritage: a bibliometric study of VR, AR, and MR
applications. Sustainability 16(15):6446. https://doi.org/10.3390/su16156446

Zhang J, Zuo L (2020) VR-heritage: Chinese cultural heritage in the digital age. Ars
Orientalis 50:1–9

Acknowledgements
The authors wish to extend gratitude towards the ethnic dance practitioners at the
Ayangsha Farm Stay, Ms Manli Ning, the founder of Ninghang Batik Training School,
and the batik practitioners there, as well as Ms Ana Gu, a Miao Textiles Practitioner and
her granddaughter. Their assistance enriched our fieldwork in Guizhou. Thanks to
Technician Jianing Zhao from the University of Nottingham Ningbo China’s Audio-
visual Lab for his indispensable video editing expertise. We are also thankful for the
efforts of our undergraduate assistants, Jiaxuan Wang, Zihan Xu, and Yue Guo, whose
contributions were crucial to our experimental process. Lastly, our gratitude extends to
all the study participants, whose involvement was integral to the success of our research.
This research is funded by the Shaping the Connected Museum II AHRC (Arts and
Humanities Research Council, Grant number: AH/T011246/1) project.

Author contributions
XS designed and conducted the experiment and handled the investigation, formal ana-
lysis, data curation, visualisation, and software aspects of the research. XS also devised the
project's conceptualisation, methodology, and administration, and wrote the original
draft of the manuscript. EC contributed to the conceptualisation and methodology,
supervised the project, acquired funding, and reviewed & edited the manuscript. Both
authors reviewed the manuscript before submission.

Funding
Xiaolin Sun declares that they received no specific funding for this research. Professor
Eugene Ch’ng acknowledges support from the Arts and Humanities Research Council
(grant number AH/T011246/1).

Competing interests
The authors declare no competing interests.

Ethical approval
This study was reviewed and approved by the Research Ethics Committee of the Uni-
versity of Nottingham Ningbo China in accordance with the University’s Code of
Research Conduct and Research Ethics and the Declaration of Helsinki. Ethical approval

ARTICLE HUMANITIES AND SOCIAL SCIENCES COMMUNICATIONS | https://doi.org/10.1057/s41599-025-05429-z

12 HUMANITIES AND SOCIAL SCIENCES COMMUNICATIONS |         (2025) 12:1014 | https://doi.org/10.1057/s41599-025-05429-z

https://doi.org/10.1057/s41599-024-03206-y
https://doi.org/10.1007/s00779-020-01373-8
https://doi.org/10.1007/s00779-020-01373-8
https://doi.org/10.3389/fpsyg.2021.612717
https://doi.org/10.3389/fpsyg.2021.612717
https://doi.org/10.1089/cpb.2004.7.734
https://doi.org/10.1111/j.2044-8295.1954.tb01243.x
https://doi.org/10.1111/j.2044-8295.1954.tb01243.x
https://doi.org/10.1002/jtr.2737
https://doi.org/10.1007/s10209-023-00969-0
https://doi.org/10.1051/shsconf/202418104031
https://doi.org/10.1051/shsconf/202418104031
https://amt-lab.org/blog/2024/2/the-intersection-of-equity-amp-xr-in-museums
https://amt-lab.org/blog/2024/2/the-intersection-of-equity-amp-xr-in-museums
https://doi.org/10.3390/app14083426
https://doi.org/10.3390/technologies12100196
https://doi.org/10.3390/technologies12100196
https://doi.org/10.1186/s40561-021-00165-8
https://doi.org/10.1186/s40561-021-00165-8
https://doi.org/10.1111/muan.12269
https://doi.org/10.3389/frvir.2023.1240562
https://doi.org/10.3390/su16229714
https://doi.org/10.3390/su16229714
https://doi.org/10.14434/sdh.v1i2.23269
https://doi.org/10.14434/sdh.v1i2.23269
https://doi.org/10.1515/pdtc-2024-0015
https://doi.org/10.1515/pdtc-2024-0015
https://doi.org/10.1080/10447310802546732
https://doi.org/10.1080/10447310802546732
https://doi.org/10.1037/0003-066X.55.1.68
https://doi.org/10.1111/j.1468-2885.2004.tb00318.x
https://doi.org/10.3390/s20205851
https://doi.org/10.3390/s20205851
https://doi.org/10.3389/frvir.2024.1396280
https://doi.org/10.3389/frvir.2024.1396280
https://doi.org/10.1108/JCHMSD-03-2023-0024
https://doi.org/10.1016/j.ijhcs.2023.103150
https://doi.org/10.1111/j.1468-2885.2004.tb00321.x
https://doi.org/10.1111/j.1468-2885.2004.tb00321.x
https://doi.org/10.1162/105474698565686
https://doi.org/10.3390/su16156446


was granted on 26 October 2023. The approval covers all procedures related to parti-
cipant recruitment, data collection, and data handling described in the study.

Informed consent
All participants received a detailed Participant Information Sheet explaining the nature,
purpose, and procedures of the study. Written informed consent was obtained by the
lead researcher from each participant between 26 November and 15 December 2023,
prior to participation in the experiment. All participants signed the consent form in the
NVIDIA Joint-Lab on Mixed Reality (Innovation and Enterprise Building, Room 360-1)
at the University of Nottingham Ningbo China, where the experiment was conducted.
The consent confirmed participants’ voluntary agreement to participate in the study,
covered the use of anonymised data and quotes for research purposes, and assured
confidentiality and the right to withdraw at any time without consequence.

Additional information
Correspondence and requests for materials should be addressed to Xiaolin Sun.

Reprints and permission information is available at http://www.nature.com/reprints

Publisher’s note Springer Nature remains neutral with regard to jurisdictional claims in
published maps and institutional affiliations.

Open Access This article is licensed under a Creative Commons
Attribution 4.0 International License, which permits use, sharing,

adaptation, distribution and reproduction in any medium or format, as long as you give
appropriate credit to the original author(s) and the source, provide a link to the Creative
Commons licence, and indicate if changes were made. The images or other third party
material in this article are included in the article’s Creative Commons licence, unless
indicated otherwise in a credit line to the material. If material is not included in the
article’s Creative Commons licence and your intended use is not permitted by statutory
regulation or exceeds the permitted use, you will need to obtain permission directly from
the copyright holder. To view a copy of this licence, visit http://creativecommons.org/
licenses/by/4.0/.

© The Author(s) 2025

HUMANITIES AND SOCIAL SCIENCES COMMUNICATIONS | https://doi.org/10.1057/s41599-025-05429-z ARTICLE

HUMANITIES AND SOCIAL SCIENCES COMMUNICATIONS |         (2025) 12:1014 | https://doi.org/10.1057/s41599-025-05429-z 13

http://www.nature.com/reprints
http://creativecommons.org/licenses/by/4.0/
http://creativecommons.org/licenses/by/4.0/

	Beyond the screen: enhancing ethnic cultural representation and engagement through immersive 360&#x000B0; documentary experiences in museums
	Introduction
	Literature review
	Materials and methods
	Materials

	Methods
	Design
	Materials preparation and equipment setup
	Participants
	Procedure
	Measure
	Note on laboratory vs. museum settings

	Results
	Descriptive data
	Data findings and visualisations
	Open-ended responses thematic analysis

	Discussion
	Conclusion
	Data availability
	References
	Acknowledgements
	Author contributions
	Funding
	Competing interests
	Additional information




