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Proposed Research

	Current Proposed Title (20 / 30 words):

	Embodied Interaction and Transmedia Narratives: A Metadesign Perspective on the Digital Re-creation of the Cantonese Lion Dance

	 
Background & Context (approx. 500 words)


	In the digital age, the preservation and transmission of intangible cultural heritage (ICH) face not only unprecedented challenges but also new opportunities for transformation. Traditional practices such as the Guangdong Lion Dance, deeply rooted in regional identity and collective memory, are increasingly distanced from younger generations due to shifting lifestyles, fragmented attention spans, and evolving aesthetic preferences (Xu & Wei, 2022). While previous research has primarily focused on the static representation of heritage—through archival documentation, museum exhibitions, and visual reproduction (Smith & Akagawa, 2009)—there remains a significant gap in dynamic and participatory approaches that allow living traditions to adapt to contemporary social contexts.
This study addresses that gap by exploring how emerging digital technologies, particularly AI-assisted content generation and AR-based embodied interaction, can enable the digital re-creation of lion dance culture in ways that resonate with Gen Z audiences. As digital natives, Gen Z’s cultural participation is characterized by visual-driven communication, multisensory immersion, and participatory co-creation (Deloitte, 2022; UNESCO, 2023). To respond to these expectations, this research proposes a design framework that integrates embodied interaction and transmedia storytelling to create multi-layered, user-centered cultural experiences.
The framework combines embodied interaction, transmedia storytelling, and metadesign into a coherent system. Embodied interaction emphasizes the role of the body in shaping cultural understanding (Lakoff & Johnson, 1999; Varela, Thompson & Rosch, 1991) and informs the design of AR-based motion-tracking games and interactive gestures, enabling users to “dance” with the lion virtually (Hou & Kenderdine, 2022). Transmedia storytelling extends lion dance narratives across multiple digital channels, including AI-generated videos, AR emoji customization, digital red envelopes, and mini-games, allowing cultural meaning to unfold across interconnected platforms (Jenkins, 2006; Scolari, 2009). Metadesign shifts design from a top-down, designer-driven approach to an open, co-creative system where users can generate their own emojis, actions, and blessings, thereby actively contributing to cultural regeneration (Giaccardi, 2003; Fischer & Giaccardi, 2006). Together, these perspectives establish a systemic framework that balances embodied cultural experience, narrative expansion, and participatory co-creation.
By integrating these approaches, the study revitalizes the Guangdong Lion Dance within digital environments and redefines the way cultural heritage is understood and experienced—shifting from passive observation to active participation, and from one-way dissemination to multi-directional interaction and emotional resonance (Champion, 2015; Radianti et al., 2020). Furthermore, it proposes a scalable and theoretically grounded model for digital cultural re-creation that transforms traditional cultural symbols into playable, co-creatable, and shareable forms of digital cultural expression (Pietroni, 2025; Ribeiro et al., 2024). This model not only addresses Gen Z’s demand for diverse aesthetics and immersive experiences but also fosters the regeneration of lion dance heritage within digital environments. Ultimately, it contributes both practical strategies for ICH revitalization and theoretical insights into the intersection of design research, cultural regeneration, and digital heritage studies (Hall, 1997; Couldry, 2010).


	
Aims and Objectives (approx.. 250 – 500 words)

	Aims
This research aims to explore how emerging digital technologies can enable the re-creation and re-presentation of the Guangdong Lion Dance within the context of the digital age. By integrating metadesign, embodied interaction, and transmedia storytelling, the study seeks to develop an innovative design framework that not only revitalizes the cultural vitality of the lion dance but also redefines how intangible cultural heritage (ICH) is experienced, disseminated, and co-created.
The research aspires to contribute both practical strategies and theoretical insights to the fields of design research, digital heritage, and cultural regeneration by addressing three pressing challenges in ICH dissemination:
1. Superficial Symbolization – Many digital heritage projects remain at the level of visual replication or symbolic display, neglecting the embodied and ritual dimensions that are essential to ICH practices (Radianti et al., 2020; Pietroni, 2025).
2. Fragmented Narratives – Cross-platform dissemination often lacks narrative coherence, leading to fragmented meanings and contextual drift that weaken cultural continuity (Jenkins, 2006; Papagiannakis et al., 2024).
3. Limited Embodied Engagement – Most projects adopt presentation-driven models with passive audiences, overlooking co-creation and embodied participation that could strengthen intergenerational connection (Hou & Kenderdine, 2022).
According to Deloitte (2022), more than 70% of Gen Z audiences prefer interactive, co-created digital experiences, while a UNESCO (2023) report emphasizes the growing demand among digital natives for immersive technologies such as AR and VR in accessing heritage. These findings highlight the urgency of adapting ICH dissemination to contemporary expectations. Through the design of an AI- and AR-driven digital IP system, this study envisions a participatory cultural ecosystem that resonates with Gen Z users while supporting the sustainable transmission and innovative regeneration of traditional culture.
Objectives
To achieve these aims, the research will pursue the following objectives:
· Develop a metadesign-driven framework: Shift from a top-down, designer-centered model to an open, co-creative platform where users contribute to cultural regeneration through interaction and content creation.
· Integrate embodied interaction into cultural experiences: Design AR-based motion-tracking activities and dynamic emoji systems that allow users to “dance” with digital lions, enabling bodily engagement and multi-sensory immersion.
· Apply transmedia storytelling for narrative expansion: Create interconnected digital outputs—including AI-generated zodiac-inspired lion IP characters, dynamic video content, AR-customized emojis, digital red envelopes, and interactive mini-games—to extend lion dance narratives across platforms.
· Engage Gen Z users through participatory co-creation: Conduct user research to understand Gen Z’s aesthetic preferences and interaction habits, designing opportunities for user-generated cultural expressions.
· Evaluate cultural and experiential impact: Investigate how the proposed system enhances emotional resonance, fosters cultural identity, and supports the sustainable transmission of ICH.
Through the integration of these objectives, the study not only establishes a scalable model for the digital re-creation of the Guangdong Lion Dance but also generates new theoretical insights into how design research, cultural regeneration, and digital heritage can be systematically connected. This dual contribution demonstrates originality at the level of methodology as well as practice, positioning the research as a significant step toward rethinking how intangible cultural heritage can be sustained and innovated in the digital era.


	
Proposed plan of work including timetable 

	
	Planned Development (e.g. submission of form, completion of chapter, submission of thesis)
	Target Date

	Submit full research proposal; confirm title and research framework.
	Sep 2025

	Conduct first-stage literature review: metadesign, embodied interaction, transmedia storytelling, Gen Z cultural participation, and AI/AR in ICH dissemination.
	Oct 2024 – Jun 2025

	Conduct Gen Z preference survey; collect data on interactive habits and emotional expectations for cultural content.
	Oct – Dec 2025

	Design Guangdong Lion Dance IP system: zodiac-inspired lion characters, dynamic emojis, AR custom expressions, interactive narratives.
	Jan – Jun 2026

	Integrate AI-generated animation + AR motion-tracking; develop AR red envelopes, emoji customization, mini-games.
	Jul – Dec 2026

	Build cross-platform storytelling structure connecting IP, videos, AR experiences, social media engagement, and UGC.
	Jan – Mar 2027

	Conduct Gen Z user testing; evaluate usability, immersion, and emotional resonance; refine prototypes. Start preliminary data analysis in parallel.
	Apr – Jun 2027

	Continue qualitative/quantitative data analysis; evaluate cultural engagement, participation, and identity reinforcement.
	Apr – Jul 2027

	Write chapters in parallel with research: Literature Review (2025–26), Methodology (2026), Findings & Discussion (Apr–Jul 2027).
	Jan 2026 – Jul 2027

	Finalize thesis, appendices, bibliography, and submit for viva.
	Aug – Sep 2027

	Prepare viva presentation; finalize creative practice portfolio.
	Sep 2027





	Proposed methodology (approx. 500 words):

	This study adopts a qualitative, practice-informed research design situated within a constructivist–pragmatist paradigm. The methodology integrates interpretive phenomenology, narrative inquiry, visual ethnography, multi-case comparative research, embodied ethnography, and participatory observation. This multi-layered design enables the study to explore how Guangdong Lion Dance, as intangible cultural heritage (ICH), is digitally re-created, narrated, and experienced by Gen Z audiences across platforms.
Disciplinary Orientation
The study is design-led and interdisciplinary, drawing from cultural studies, design research, and digital heritage. Interpretive phenomenology provides a foundation for analysing embodied, lived experiences and their interpretation in digital contexts. Narrative inquiry treats stories as the unit of analysis, enabling investigation of how lion dance and related ICH are “re-told” across media, shaping identity and cultural regeneration.
Methods of Inquiry
The research combines several methods to achieve its aims:
· Literature and online research: A systematic review of scholarship and policy documents will map debates on ICH digitalisation, embodied interaction, and transmedia storytelling, identifying theoretical and practical gaps.
· Multi-case and cross-platform comparison: Guangdong Lion Dance projects (e.g., digital lion dance prototypes, Cantonese opera AR installations) will serve as core cases, supplemented by additional ICH digital projects from other regions in China or internationally. This comparative approach enhances representativeness and highlights similarities and divergences in narrative design and user participation.
· Visual ethnography: Short videos, livestreams, digital artefacts, and user-generated content will be collected and coded to trace symbolic motifs, narrative migration, and multimodal storytelling across platforms.
· Interpretive phenomenological inquiry: Prototype testing sessions will include phenomenological interviews, focusing on immersion, bodily resonance, and how participants interpret experiences in relation to cultural authenticity.
· Embodied ethnography and participatory observation: The researcher will participate alongside users during AR/AI trials, documenting gestures, rhythms, and spatial behaviours to understand how meaning is enacted through bodily practice.
Data Analysis
Data will be analysed using a mixed qualitative strategy. Narrative and phenomenological accounts will undergo thematic and narrative analysis (Riessman, 2008). Embodied experiences will be interpreted through hermeneutic reduction, highlighting meaning attributed to bodily interaction. Visual data and user-generated content will be coded in NVivo, focusing on multimodality and cross-platform coherence. Comparative analysis across multiple cases will generate transferable insights. Triangulation across narratives, visuals, and embodied observations, together with reflexive memos, will ensure validity and research rigor.
Summary
By combining interpretive phenomenology, narrative inquiry, visual ethnography, multi-case comparison, embodied ethnography, and participatory observation, this methodology provides a robust yet flexible framework. Guangdong projects remain central, while comparative cases expand representativeness. This integrated approach addresses experiential, narrative, and visual dimensions of ICH transformation while embedding iterative cycles of interpretation and refinement.
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	Facilities and resources available for the investigation: please indicate if you expect to need any special resources

	The research will draw primarily on facilities provided by the university, including library collections, academic databases (JSTOR, Scopus, Web of Science), and software for qualitative and visual analysis such as NVivo (thematic and narrative coding), EndNote/Zotero (reference management), and Adobe Creative Suite (visual ethnography and video analysis). Computing resources with AI/ML capacity (e.g., GPU workstations) will support AI-assisted content generation and multimodal data processing.
For practice-based components, access to digital media laboratories and design studios will be required to develop and test prototypes. Occasional use of AR/VR equipment (e.g., Oculus, HoloLens) and motion-tracking devices will support embodied ethnography and user testing of immersive experiences.
In addition, the project anticipates conducting regional fieldwork in Guangdong, engaging with lion dance practitioners, cultural institutions, and local communities. This will require limited support for travel, field access, and recording equipment, providing qualitative data and contextual insights that complement the digital ethnography and ensure cultural authenticity of the prototypes.






Intellectual Property IP
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	I understand that:
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