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ABSTRACT
The current study aims to analyze the digital pathways that could be incorporated in the museum pedagogy, which could 
be useful as educational tools and practices for achieving sustainable development of the museum pedagogy as visual 
cultural practices in promoting cultural education in China. The researcher has chosen a research framework in which 
digital technologies, visual cultural practices, and cultural heritage could significantly enhance the sustainable development 
of museum pedagogy in China with pedagogical adaptation and cultural sustainability as primary objectives of museums 
in China. In addition, the investigation was qualitative in nature, where a small research sample of eight informants 
from among the management staff of the Chinese museums faced a semi-structured interview. According to research 
findings, digital technologies, visual cultural practices, cultural heritage, museum pedagogical adaptation, and cultural 
sustainability significantly promoted the sustainable development of the museum pedagogy in China. This study provides 
various theoretical and practical implications, which have been elaborated along with the research findings. However, 
it also has research limitations that will be advantageous for future researchers to modify their studies in the future. 
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RESUMEN
El presente trabajo trata de analizar las vías digitales que podrían incorporarse a la pedagogía museística, que podrían ser 
útiles como herramientas y prácticas educativas para lograr un desarrollo sostenible de la pedagogía museística como prácticas 
culturales visuales en la promoción de la educación cultural en China. El investigador ha elegido un marco de investigación 
en el que las tecnologías digitales, las prácticas culturales visuales y el patrimonio cultural podrían mejorar significativamente 
el desarrollo sostenible de la pedagogía museística en China, con la adaptación pedagógica y la sostenibilidad cultural 
como objetivos primordiales de los museos en China. Además, la investigación fue de naturaleza cualitativa, en la que 
una pequeña muestra de investigación de ocho informantes del personal directivo de los museos chinos se enfrentó a una 
entrevista semiestructurada. Según los resultados de la investigación, las tecnologías digitales, las prácticas culturales visuales, 
el patrimonio cultural, la adaptación pedagógica de los museos y la sostenibilidad cultural promovieron significativamente 
el desarrollo sostenible de la pedagogía museística en China. Este trabajo aporta diversas implicaciones teóricas y prácticas, 
que se han elaborado junto con los resultados de la investigación. Sin embargo, también tiene limitaciones de investigación 
que serán ventajosas para que futuros investigadores modifiquen sus estudios en el futuro.
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1. Introduction
Cultural heritage of any nation is a crucial aspect that represents historical culture of a population and 

the evolution of the nation throughout the history with the passage of time (Ricca et al., 2020). Moreover, 
the tourists and travelers who visit a destination for the first time prefer to study and search for its museums 
in order to attain some basic education and information about its culture and civilization. Contrary to this, 
individuals visiting numerous unknown places and searching for relevant museums and cultural heritage demand 
to incorporate innovative services to have a vast exposure to cultural heritage of the country (Bruno et al., 
2020). The fundamental task of museums is to preserve cultural heritage to pass on the cultural knowledge 
and skills to next generation.

In this modern era, the process of technology has provided miscellaneous methods to enhance the trends 
of the museum and pursue a sustainable development of pedagogy. These technological innovations, often 
termed as digital innovations, augment the interests of the visitors and also provide ways to convey information 
to the individuals, which is not possible to convey through traditional museum trends (Navarrete, 2019). 
Digital technologies such as VR and 3D printing are specifically crucial to ensure sustainable development 
of pedagogy in the Chinese museums. The technological exhibitions on the basis of virtual reality and 3D 
printing enable the world to have access to the renowned paintings and sculptures through a single click 
at their homes within their comfort zone (Gangi, 2021). This will not only allow a vast public to engage in 
the cultural exhibition of museums but also augment the sustainable revolution in the museum pedagogy. 

In addition, cultural sustainability could also be advantageous in promoting sustainable development of 
museum pedagogy in China. Cultural sustainability was defined by the World Commission on Culture and 
Development as the inter and intra-generational approach to cultural resources (Järvelä, 2008). Additionally, 
cultural sustainability also incorporates the fact that sustainable development is based on the respect of cultural 
capital and the values of the society (Mpofu, 2012). Furthermore, according to the principle of cultural 
sustainability, it has been elaborated that the cultural heritage should be used by the present generation to 
such an extent that it could not affect the future generations and they could also live and understand their 
culture. However, the current dimension of cultural sustainability is concerned to ensure the steadiness of 
the primary values, which will effectively associate to the past, present, and the future (Pop et al., 2019). 

The digitalization of cultural heritage is among the most appropriate solutions to preserve social values and 
cultural values and their efficient transformation to the public. The prime advantage of cultural digitalization 
for the museums is to keep the beliefs and cultural practices of the society alive and transmit them to the 
next generation along with the development of new values, and behaviors in the society (Härkönen et al., 
2018; Janhonen-Abruquah et al., 2018). This signifies the sustainability of museum pedagogy. Cultural 
heritage plays a role in sustainable development of various sectors (as explained in Figure 1).

Figure 1: Role of Cultural Heritage in Sustainable Development (Nocca, 2017).
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95

© ISSN: 1134-3478 • e-ISSN: 1988-3293 • Pages 93-104

C
om

un
ic

ar
, 7

8,
 X

X
X

II
, 2

02
4

In the context of China, cultural sustainability has been found incorporated in promoting a considerable 
relationship between the pedagogical adaptation of museum and sustainable development of museum 
pedagogy in the country. The Chinese cultural heritage promotes sustainability of museum pedagogy, 
which is critically based on digital inclusion, and visual cultural practices. There is a dearth of studies on 
museum pedagogy and visual cultural practices within the context of China, which is a research gap that has 
been addressed to in the current investigation. This research aimed to analyze the role of digital inclusion, 
cultural heritage, and visual cultural practices in promoting sustainable development of museum pedagogy, 
where cultural sustainability and museum pedagogical adaptation play a significant role in enhancing 
their association. In addition, the present investigation also focuses on including digital technologies and 
innovative pathways in Chinese museums for ensuring the sustainable development of museum pedagogy, 
and to allure and educate tourists about the Chinese cultural heritage. 

This research thoroughly explains the relationship between cultural heritage, digital inclusion, visual cultural 
practices, and sustainable development of museum pedagogy in the presence of museum pedagogical adaptation and 
cultural sustainability, supported by theoretical evidence in the literature review, and succeeded by the evaluation 
of the methodological choices, thus appropriate for analyzing the current research objectives. The undertaken 
study also strives to determine the influence of cultural heritage, digital inclusion, visual cultural practices, and 
sustainable development of museum pedagogy, which will significantly be stimulated by museum pedagogical 
adaptations and its association with museum pedagogy significantly moderated by the cultural sustainability. 

Additionally, the research being qualitative in nature, the data was analyzed through framework-based 
thematic analysis. The researcher discussed the research findings in the end with a precise conclusion. The 
current research also identified several theoretical and practical implications along with some limitations 
which will straighten the way for the future researchers to conduct their studies in the future.

2. Literature Review
2.1. Museum and Visual Culture

The main difference between humans and other creatures living on earth is the ability of the humans 
to communicate and conceptualise (Hatch, 2018). The scientific literature and cultural studies have seen 
culture as a system of symbols or signs (Mamur et al., 2020). According to Shome (2019), in the present 
world specifically cultural anthropologists have seen culture as the system of symbols or signs. It has been 
a particular part of the system of a culture the visual cultural combination of research in different fields 
including art, anthropology, sociology, and philosophy. According to Mateescu and Ahmed (2019), everything 
that a person can envisage and see in a fictitious way is a component of visual culture. Visual culture is 
not merely the contemporary research regarding culture; however, it covers a broader range of concepts 
including culture, arts and digital culture (Fajardo-Hill, 2023). It depicts the values and meanings that are 
developed and transmitted by the image characteristics of a culture. 

It is widely accepted that nowadays people are increasingly gaining experience of visual culture not only 
in museums or art galleries but broadly in every work of their daily life (Robb, 2020). Traditionally, people visit 
museums for studying any subject or any expertise. They visit the old historical building to observe it in detail for 
understanding or seeing any particular object in the museum (Huang et al., 2022). Though this trend has been 
observed to be changed in the modern world, the museums as educational tools are now one step forward from 
its already traditional tasks and roles. In today’s world, museums are shaped by changes occurred in educational 
system economy and society therefore now museums are providing prisoners, handicapped people, different 
ethnic groups, women, senior citizens, and children with the opportunities of socialisation, learning, acculturation 
and even rehabilitation (Agus et al., 2021). For the modern museums educational factor is very important 
because it helps them in meeting their sustainable development goals (Pop et al., 2019). Today the concept of 
visual culture is highly prevalent in terms of museum education (Hooper-Greenhill, 2020). According to Wang 
(2020), a general visit of a visitor to the museum for understanding and observing the objects laid in museum 
may be free from thoughts; however, these very objects incorporate visual cultural practices and experiences, 
which can be further expanded through the senses of smelling, hearing, or touching.

2.2. Importance of Digital Technologies in Museums in China
Advancement in technology has played a critical role and acted as a catalyst for digitisation in museums 

https://scholar.google.com/scholar?hl=en&as_sdt=0,5&as_ylo=2019&q=everything+that+a+person+can+envisage+and+see+in+a+fictitious+way+is+a+component+of+visual+culture
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(Wang et al., 2023). In today’s digital era, museums around the globe are improving their methods of 
representation, interpretation and management with digitalization. Thus, digital technologies in museums 
suggest them ways for moving towards a seamless delivery, presentation and integration of cultural heritage 
resources (Bratengeyer, 2019). Museums in China are rapidly adopting digital ways and highly advanced 
technologies through different platforms (Luo, 2023). Such as, Wang (2020) has indicated that Chinese 
museums are rapidly conversing from ‘digital’ to ‘smart’ museums. The digital museums in China have brought 
online exhibitions and on-site digital galleries into practice by integrating 3D imaging, virtual reality and other 
digital technologies. 

In a similar vein, China has launched its project of “China’s Smart Museum”, which was first proposed 
in 2014 (Hou et al., 2022). This project comprised a unique and advanced kind of dynamic perceptual 
system between and for objects (such as facilities, galleries, storage areas, and artifacts) and people (such 
as board, museum staff, off line visitors and online visitors) with the help of advanced technologies including 
artificial intelligence, big data, and cloud computing (Wang, 2020). For letting the visitors appreciate the 
treasures of knowledge at any place and any time, Chinese museums are rapidly adopting virtual reality 
technologies, augmented reality technologies, 3D modelling and digitization. Similarly, advancement 
in technologies such as artificial intelligence, 8K video and 5G Internet have also empowered off line 
museums (Xiaoyang, 2022). The National Museum of China has a huge stock of artifacts of about 1.4 
million, however, its staff is less than one hundred employees. This ratio indicates the use of technology 
in the preservation of relics and artifacts for today’s visitors of museums and for the future generations as 
well (Roy, 2019). Similarly, in the Wuhan Provincial Museum, for instance, China and Huawei mobile 
phones assist museum administrators and historians breathe new life into a bronze that is 2400 years older 
by using virtual reality and 5G technologies (Roy, 2019). 

2.3. Museum preserve Cultural Heritage
In modern world, the advancements in information and technology along with the impact of globalization 

has posed significant changes in the expectations of organizations and of societies, which has altered the 
perceptions of cultural heritage through the lens of an interactive era (Ferika & Nazli, 2018). The perception 
of the cultural heritage is redefined based on the commonalities occurring due to changes and the global 
culture. In order to understand the culture, individuals read the histories and look towards the cultural sites 
(Perez-Alvaro, 2022). According to Harrison et al. (2020), cultural heritage is an ongoing process and it 
presents itself in number of ways. It has become challenging for museums to preserve the cultural heritage 
after reaching along with providing the educational and performing other activities (Harrison et al., 2020). 

According to Petti et al. (2020), in comprehending the cultural heritage sustainability, museums play a 
critical role. Past studies have witnessed significant attention given to museums preserving cultural heritage 
by sustaining the development and getting their functions done. In the present world, the cultural heritage 
is present in bulk mount which is even beyond the capacity of a museum to store and preserve. There is 
also a significant rise in the demand from the visitors and public to make the cultural heritage available and 
accessible to them. Therefore, this rising concern has pushed the museums to adopt to digital practices and 
web based and Internet based solutions for exhibiting their antiquities and collections to the general public 
(Ferika & Nazli, 2018). 

In order to preserve the cultural heritage, several steps and measures have been taken by the museums’ 
management and any other relevant bodies. For instance, museums have designed websites with mobile 
guard applications to help visitors explore the sites effectively (Komianos, 2022). In the view of Ferika and 
Nazli (2018), despite all efforts that museums have made for the preservation of the cultural heritage, in 
the recent years, cultural heritage has seen gradual deterioration. This is due to a number of reasons such 
as mass tourism, climatic changes, environmental pollution, fast urbanization, industrialisation and so on. 
There is now increasing concern of convictions in terms of both types of cultural heritage i.e., intangible 
and tangible, being subjected to this concern (Ng et al., 2023). 

In this regard, many steps are being taken by authorities at national and international levels. For instance, 
it has been among priorities of UNESCO to protect and preserve intangible cultural heritage which is 
strongly influenced due to globalisation (Cosovic & Brkic, 2019). In addition, a number of projects have 
been developed by European Union which are relevant to virtual museums; for example, “MU.S.EU.M, 

https://doi.org/10.58262/V32I78.8


97

© ISSN: 1134-3478 • e-ISSN: 1988-3293 • Pages 93-104

C
om

un
ic

ar
, 7

8,
 X

X
X

II
, 2

02
4

V-MUST.NET, i-MARECULTURE, ViMM (http://www.vi-mm.eu)” and many others similar to these. 
These programs and projects aim to develop a strong network of virtual museums which are easy to 
maintain, which are long-lasting, enjoyable and educational (Cosovic & Brkic, 2019). 

2.4. Museum Pedagogical Adaptation
Odinokaya et al. (2020) refer to pedagogical adaptations as ever evolving and changing techniques, 

approaches and methods of providing instructions and teaching to sustain existing circumstances. For providing 
education in an effective way, it is crucial to select the best pedagogical approach and then adapt to it. 
Museums have gone a number of transitions and undergone a lot of changes. Now, museums are not only 
mere repositories of authority and artifacts but they have become “a place for somebody”, as once described 
by the Smithsonian’s Stephen E. Weil (TGC, 2023). The museums have become more visitor centric 
and they have also reshaped their pedagogical approaches, professionalized their education departments 
and also developed a number of approaches which help the visitors in attaining their attention, spurring 
interaction, enhancing their engagement and sparking their retention and revisit intentions (Lucchi, 2023). 

Recently, TGC (2023) has conducted a research investigation through implementing experimental 
research design. In this experimental research, over the period of four months, classroom instructors and 
museum educators have worked in collaboration with an “interdisciplinary Focused Inquiry Group.” The 
Teaching and Learning Centre supported this focus group, and it aimed to design best lesson plans, practices 
and tasks for the students and museum visitors. Similarly, it has also been brainstormed by scholars how 
they can incorporate museum educators’ tools and approaches for classroom settings. According to Choi 
and Kim (2021), to meet the public needs, museums have changed their roles, functions and the ways they 
perform. According to Sharma (2021), however, the only function of museums is to collect, store and display 
culture, art and antiquities or other repositories, for the purpose of creating awareness of the general public. 

However, in the present century this trend has been altered and now museums are incorporating 
digital and comprehensive strategies for providing an excellent experience to the visitors and increasing 
their engagement (Shehade & Stylianou-Lambert, 2020). Museums are using different pedagogical 
approaches for the incorporation of visual cultural practices and arts display in stylish manner (Hettinga, 
2021; Lee, 2023). Therefore, in order to do so it is important for the museum management and the other 
relevant individual groups to select and incorporate the most appropriate pedagogical approach into the 
museum’s routine tasks and activities (Okvuran & Karadeniz, 2022). This would commence a new journey 
of pedagogical adaptation of museums for the purpose of educating and enlightening the general public. 

2.5. Sustainable Development of Museum Pedagogy
Sustainability is a critical rising issue it must be addressed in effective manner (Kumar et al., 2019; 

Nizetic et al., 2019). Due to rising awareness and concerns of people about the issue of sustainability now 
businesses are incorporating the sustainability strategy into their core business operations and also for 
developing sustainable development plans commonly known as sustainable development goals (SDGs) (Tien, 
Anh, & Ngoc, 2020; Tien, Hiep, et al., 2020). According to Brown (2019), museums have the potential to 
become primary public pedagogies for the sustainability development, therefore, they play a critical role 
in encouraging its visitors to play their role in the society in a sustainable and effective manner and get 
engaged in the issues regarding sustainability. The United Nations organization has provided guideline to 
museums in the year 1970 for achieving their sustainability development goals (Brown, 2019). According 
to Pop et al. (2019), sustainable development practices helps the museum in continuing their existence for 
long run in the future. Sustainability incorporate three primary factors which includes the economy, the 
society, and the environment (Neitzert & Petras, 2022). By considering all these three factors, museums 
can gain competitive advantage and achieve its sustainable development goals. 

2.6. Digital Learning in Museums in the Context of Visual Culture
Several factors of visual culture practices provide a metaphoric richness which allows referring to visitors’ 

experiences in a museum (Mason, 2020). Such experiences incorporate feelings of visitors regarding ideas and 
concepts about life and how they can experience their routine lives emotionally. The visual culture practices 
involve that dimension of cultures which provides meaning and values to the message after culture with the 
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help of image characteristics (Yılmaz et al., 2019). According to Paglen (2019), all cultures of the world must 
have a visual aspect; thus, this topic is increasingly getting the attention of significant researchers and scholars; 
therefore an increasing number of research studies are being conducting in this regard. In the context of visual 
culture practices incorporated into museums, the visual images are the component of the practices it focuses 
on how to see a particular object by making all the required arrangements (Serafini, 2022). 

According to Robb (2020), the forms of visual cultures can be expressed through different ideas 
of individuals. Kelly and Kortegast (2023) observe that the point of view of an educator is critical to 
understand since the importance of representation of culture and arts through visual expression assists in 
the development and delivery of information and provides students with enriching experience. The authors 
further state that education is crucial in order to understand what a visual is trying to say and to interpret 
it is extremely important for valuing an art piece as well as creating an art piece. In this context, Kedra 
and Zakeviciute (2019) have stated that education is the only means for understanding the real meaning 
enriching in depth meaning of a particular visual culture in any region of the world. Therefore, by making 
the use of technological advancements and innovations provide museums with new ways of doing their 
activities, performing their functions, interacting with their visitors (Choi & Kim, 2021). Moreover, digital 
technologies and particularly visual cultural practices also alter positively in the interaction between visitors 
and the objects in the museum (Giannini & Bowen, 2022).

3. Methodology
3.1. Research Design

The current research study utilized a qualitative research design on the fact with the aim to determine 
the inf luence of digital technology, cultural heritage, and visual cultural practices on the sustainable 
development of museum pedagogy in the presence of museum pedagogical adaptation and cultural 
sustainability in China. A qualitative research methodology is an appropriate research method to proceed 
with the current research framework because it is helpful to understand the research subject and the 
reason behind conducting the research along with its scope. Additionally, a qualitative research design is 
beneficial to delve deep into the research framework and analyze the data gathered from the participants.

3.2. Recruitment and Sampling
Since the current study utilized a qualitative research design, it required the assessment of a small 

population to attain generalized research findings. Hence, purposive sampling was adopted as an appropriate 
technique (Campbell et al., 2020; Kelly, 2010). By utilizing the purposive sampling technique, the objective 
was to target the employees working in the Chinese museums. The sample size was restricted to eight 
(08) informants as the interviews with these research participants would lead to early saturation in their 
responses. The management staff of museums was chosen because they could provide authentic and 
appropriate data regarding the sustainability of the museum pedagogy in China and the factors associated 
with its sustainable development.

3.3. Data Collection
The current investigation within the context of the sustainable development of museum pedagogy in 

China required collecting the first-hand data. Hence, semi-structured interviews were conducted with all 
the eight informants sampled form different Chinese museums. Each interview lasted for 20 to 30 minutes 
and was held in English to overcome any inconvenience during the interviews regarding the language. The 
interviews questions dealt with the importance of cultural heritage, digital inclusion, and visual cultural 
practices. These interviews were conducted in a specific room of a building where only the researcher and 
the informants were present. This was done to ensure the confidentiality of the data thus gathered and to 
protect the privacy of the informants. In addition, before conducting the interviews, an invitation mail was 
sent to all informants to participate in this study. The mail comprised a detailed description of the purpose, 
scope, importance, and application of the research within the context of sustainable development of Chinese 
museums. Each interview was conducted face-to-face and also voice recorded by taking prior permission 
from each informant, in confidence and to prevent any misconduct. After the interview, the recordings were 
transcribed verbatim for a thematic content analysis and to mitigate the risks of biasedness within the responses.

https://doi.org/10.58262/V32I78.8
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3.4. Data Analysis
The interview transcripts of the 8 informants working as the management staff of the Chinese museums 

were subjected to a thematic analysis, using the triangulation process, where the data incorporated the 
iterative process of reading and generating the themes from the interview transcripts. The interview 
transcripts were manually coded during the iteration process, in order to generate themes, and formulate 
these themes into categories and groups until a saturated thematic map is obtained. Every effort was made to 
mitigate the risk of any biases in the responses during the transcription process. This ensured generalization 
of the insights of the researchers as well as the informants. Finally, the themes and categories were refined 
by the researchers to attain a consensus. 

4. Results
4.1. Thematic Analysis

After conducting the interviews, the researcher prepared interview transcripts for the purpose of 
conducting a qualitative thematic analysis. For this purpose, the data was coded manually to identify 
themes. Consistent with the research objectives, four main themes that reflected the experience of the 
informants as museum personnel in China were generated. Figure 1 by using thematic analysis technique 
are presented in figure 4.1 below.

Figure 2: Themes Developed From the Interview Transcripts.

Digital Technologies

Visual Cultural Practices

Perseverance of 
Cultural Heritage

Sustainable Development 
of Museum Pedagogy

Experience of Management 
Personnel of Museums in China

4.1.1. Theme I: Digital Technologies
A large majority of respondents of this study expressed that digital technologies were important in 

museums because with the help of advanced technologies visitors can engage with and explore the museum 
exhibits in such a way that cannot even be imagined before. These technologies provide a number of 
benefits to museum staff as well as visitors. As according to one informant of the study “Digital technologies 

allow the users to assess the services by digital means by setting at the comfort of their homes or offices 

or anywhere.” All informants of the study unanimously expressed that digitisation brings advantages to the 
museum administration. The benefits of digital technologies include increased efficiency and productivity in 
the management and administration. It makes transfer of knowledge interactive through various multimedia 
integration, reachability and accessibility of huge collections

One of the informants stated: “In a particular museum, the Internet enabled devices help the users in 

collaboration and participation, and it also encourages them to be self-sufficient so that they can have 

access to the required material online by using digital platforms and applications.” The informants were 
asked a direct question whether a museum can have an effective strategy for the integration of digital 
technologies or not. Five out of eight informants responded with ‘yes’ and stated that their museum have a 
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well-defined digital strategy for the digital technology’s integration into the museum activities and pedagogical 
approaches as well. However, two of the informants reported that their museum did not have any well-
defined strategy for the integration of digital technologies; though this aspect was included in the overall 
digital strategy and/or the core business strategy. Let’s look at what was articulated about the non-presence 
of a well-defined strategy for the integration of digital technologies: “museums use digital technologies but 

only for its operation purposes; there does not exist any specific strategy that could integrate any external 

factors or any sort of pedagogical adaptation, with the view to educate the public.”(Informant 7) 
The Informant 4 was among those who believed that their museums practised the integration of digital 

technologies: “Yes, the museum has a well-defined strategy for the integration of digital technologies which 

allows it to use these technologies into museum’s activities, services and pedagogical adaptation. This strategy 

helps in managing and preserving the content and specifically the data related to the culture; so that it ensures 

cultural preservation as well.” Furthermore, when informants were asked about the purpose of utilisation of 
digital technologies, majority of them said that these technologies were included for the cultural humility, self-
agency, choice, voice, peer support, mutuality and collaboration, transparency, trust and safety. As stated by 
Informant 3, “The digital technologies are integrated in order to provide visitors with the sense of transparency 

trust and safety in addition to creation of the sense of collaboration and cultural preservation. In my point 

of view, when a person thinks about a particular museum or any individual relevant to it such as staff of the 

museum, its management, visitors and any other, the above stated principles make perfect sense to a person.”

4.1.2. Theme II: Visual Cultural Practices
The informants were explained about interactive practices regarding visual culture that are followed in 

museums, with the usage of technology. Informants were asked whether their museums followed those visual 
cultural practices. The question was also linked with the activities regarding the Chinese visual arts, most 
dominant of which included carving, jade, bronzes, sculptures, pottery, architecture, calligraphy, painting 
or any other decorative and fine form of arts which have been produced in China over the number of past 
centuries. Informant 2 replied: “Different museums are incorporating these visual cultural practices in different 

forms; for instance, some are incorporating visual arts in the form of calligraphy while some in the form of 

painting.” Informant 1 expressed: “Our museum represents Chinese arts and cultural geography by integrating 

visual cultural practices for providing mental tour of different places to our visitors.” However, Informant 4 
stated: “Visual cultural practices in my museum include thematic galleries to provide visitor with knowledge 

regarding the rich Chinese culture and art with the help of visual images which are specifically important for 

internalising, motivating, and persuading the visitors about themes regarding visual cultural arts.”

4.1.3. Theme III: Perseverance of Cultural Heritage
A rapid technological transformation and revolution is currently happening in museums in China. They 

are not just the centres of storage of artifacts, but also places to display the Chinese cultural heritage to the 
rest of the world; and to educate the whole world about the greatest Chinese arts. The informants were 
asked about their views on this transformation. Informant 7 states: “In the contemporary world, museums 

are no longer considered as merely the depositors of antiquities, but they are now seen as highly interactives 

civic spaces, centres for education, social spaces, and cultural spaces.” This indicated that the Chinese 
museums play a significant role in the enrichment of the community in which they operate, and also for 
preservation of the culture of the region. Informant 8 adds: “In my point of view, the museum where I 

work and any museum in China or any other region of the world not only spreads culture, but also helps in 

preservation of the cultural heritage with the help of artifacts and any other approaches in order to spread 

knowledge regarding culture practices and histories. Such as, in our museum visual cultural practices, and 

digital technologies are used for the preservation of rich Chinese culture and arts.”

It was also believed by most informants that museums help in learning about the events occurred in 
past and also provide knowledge where cultures come from and what are their true practices. Informant 
2 stated: “We often held cultural events and exhibitions for the preservation of our cultural heritage. By 

conducting these events, we helped in creating a sense of unity and community among our visitors and 

encouraged them to revisit so that they can explore Chinese cultural history and heritage. It is specifically 

important for the people of newer generations.”
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4.1.4. Theme IV: Sustainable Development of Museum Pedagogy
All informants accepted the impact of technology usage and digital inclusion in museums for providing 

sustainable development. According to them, technology usage and digital inclusion helped in providing 
a sustainable learning and visiting experience to visitors. With the increasing concerns of people about 
sustainability in the present era, technology and digitalization is now incorporated into every occupation and 
thus every organization is including it into its management and practices. Informant 4 said, “The concept of 

sustainability is prevailing into every area of community therefore it encourages museums to really think about 

their strategies and choices in terms of education and society.” Interestingly, it was a unanimous opinion of all 
the eight informants of Chinese museums that museums had the potential to adopt pedagogical approaches 
for the sustainability development. They agreed that museums can potentially become public pedagogies for 
sustainability development, and play a critical role in encouraging visitors and other relevant individuals (such 
as staff, management, and others) to play a definite role to promote issues regarding sustainability. 

Informant 7 unambiguously stated: “We focus on providing an outstanding education and learning 

experience to our visitors by integrating digital technologies and sustainability so that the users can enjoy 

the experience for long term.” Similarly, Informant 8 expressed: “We encourage a framework for the proper 

incorporation of sustainability by including different factors like educational situation, number of visitors, 

exhibition and others for making informed decisions about sustainability and pedagogical discussion 

and decisions into our museum.” Thus, it was clear that the museum staff and personnel associated 
with museums in China were aware about sustainable development of museum pedagogy and strongly 
advocated for its implementation. 

5. Discussion
The current research generated four themes by coding the transcriptions after conducting semi-

structured interviews in a qualitative research design. The first theme was based on digital technologies; 
the second theme dealt with visual cultural practices, the third theme hinted at the perseverance of the 
cultural heritage, and the fourth theme advocated the sustainable development of museum pedagogy. 
These themes are discussed in the section below:

The first theme raised the issue of incorporating digital technologies in the Chinese museums to ensure 
their sustainable pedagogical development. A similar study has supported the use of information and 
communication technology training programs at the governmental level to conduct e-government services 
(Chohan & Hu, 2022). However, the current study focused on digital technologies such as virtual reality and 
3D printing utilized in improving the sustainability of Chinese museums. The research findings revealed that 
digital technologies and pathways were feasible for the audience to have easy access from their homes. In 
addition, the interview informants also highlighted the fact that digital technologies in the Chinese museums 
enabled the visitors and tourists to develop a sense of trust and to perfectly sense the culture and pedagogy 
portrayed in museums. Consequently, Chinese museums should implement 3D printing and virtual reality to 
meet the consumers’ needs and obtain the sustainable development of the museum pedagogy.

The second theme talked about the visual cultural practices where the informants entailed that by 
implementing visual cultural practices such as sculptures, potteries, architecture, and calligraphy, the museums 
are able to depict the Chinese culture and heritage that has been evolved from the past and museums were 
entrusted to carry them in the future. A similar research has elaborated that by employing visually friendly 
cultural articles and icons in museums, the sustainability and prosperity of the museum can be enhanced, which 
signifies that visually friendly icons are beneficial for promoting the sustainability of museums (Vardopoulos, 
2019). The current research has ideally focused on implementing visual cultural practices in the Chinese 
museums to ensure their sustainable development. The informants highlighted the importance of visual cultural 
practices and elaborated that museums in China have portrayed the Chinese culture with the help of art and 
cultural geography, along with thematic galleries, which enabled visitors to educate themselves about the 
Chinese culture and ensures the sustainable development of museum pedagogy within the context of China.

The third theme elaborated the role of museums to preserve the cultural heritage. It was observed that 
the Chinese museums were more depicted as representation of antiques and artifacts rather than being 
centers of information and education for the people. The informants, however, believed that the Chinese 
museums performed both the jobs very well. The Chinese museums not only preserved the Chinese culture 
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and its cultural heritage but also educated people, thus playing the role of an institutional that believed 
in sustainable pedagogical development. This is consistent with a recent research which elaborated that 
the cultural heritage was the reason behind sustainable development and that that to achieve sustainable 
pedagogical development, Chinese museums also preserved cultural heritage (Xiao et al., 2018).

The last theme discussed the sustainable development of the museum pedagogy, which elaborates that 
the Chinese museums have incorporated numerous factors to enhance the sustainability of the museum 
pedagogy such as educational factors to achieve sustainability and making abrupt decisions regarding the 
sustainability of the museum pedagogy. This is also evident in a research study which has elaborated that 
education is quite important for achieving sustainable development goals (Molderez & Ceulemans, 2018). 
All the contemporary studies, including the current one, therefore have supported the fact that the Chinese 
museums incorporate sustainable education programs to improve the chances of sustainable pedagogical 
development, within the context of China.

6. Conclusions
The present study has thus suggested that cultural heritage perseverance, visual cultural practices, and 

digital technologies such as virtual reality and 3D printing are crucial factors which should be incorporated by 
the Chinese museums in order to achieve cultural sustainability and pedagogical adaptation of museums. In 
addition, the current research has also highlighted the importance of the Chinese museums focusing on the 
development of digital innovations to provide visual practices and graphics for the visitors and to educate them 
about the cultural heritage of the country, thus ensuring the sustainability of the pedagogy of the Chinese museums.

The current research theoretically contributes to the domain by modifying the concept of the museum 
pedagogy in China, highlighting the importance of cultural heritage and digital technologies in the process 
of the sustainable development of the Chinese museums. The objective was to educate Chinese individuals 
about their cultural heritage and also devise such an educational framework that could recognize museum 
pedagogy as a mainstream sustainable methodology. On practical grounds, the current research provides 
useful insights to managing staff and policymakers of Chinese museums to incorporate such practices 
that will open new digital pathways for sustainable development of museum pedagogy as visual cultural 
practices and enhance their sustainability. The findings of this study would also motivate the museum staff 
to make abrupt decisions and sharp choices by implementing sustainability frameworks within the museums 
of the country, and to adopt digital technologies and visual arts and graphics as cultural practices for the 
sustainability of museum pedagogy. These implications would incredibly ensure the perseverance of the 
Chinese cultural heritage and sustainability of the museum pedagogy. Lastly, this research would also act 
as a benchmark for the sustainable development of museums in other countries of the world.

The study faced a few limitations as well which prove to be a call for the future researchers to perform 
and modify their studies by innovating the current research framework. First, the current research utilized 
a qualitative research design, which was restricted to primary data collected from research informants. 
The absence of secondary data made it difficult to generate themes comprehensively. Future investigators 
could incorporate a quantitative research methodology, to collect numerical data from the respondents or a 
mixed method (qualitative and quantitative) study, along with inclusion of secondary data, to avoid any bias 
that could occur by using a single method. Second, this study had a very small sample of only 8 informants 
from Chinese museums, thus both the sample size and the institutional choice was very limited. Though 
it was an ideal technique for a qualitative research design as it helped avoiding any saturation, but at the 
same time, such a small sample size limited the generalizability of the research findings. In future, a larger 
sample could be targeted from multiple institutions for getting more generalized results. Last, but not the 
least, this study was based on one single country like China, which was a geographical constraint of this 
study. Future investigators can conduct their studies in miscellaneous countries across the globe, where 
there is a greater requirement of sustainable development of museum pedagogy.
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