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                           Helen Cheung, Miyuki Takahashi, Takashi Shimada, Fumiko Kohama  

Cultural Heritage Informatics: From Scrolls to Gadgets and Multimodal Learning 

Cultural heritage, AI, digital transformation, and multimodal learning are hot topics in the library 

and education sectors worldwide. 

Since 2024, HKSKH Ming Hua Theological College Library (香港聖公會明華神學院) and 

Rissho University Library, Japan (立正大學) have been running a joint library learning project 

titled “From Scrolls to Gadgets: Collaborative Library Initiatives for Refreshing Learning 

Experiences”. Both libraries share a common interest in exploring user education to help students 

and other users develop multiple skills such as digital and AI literacy, while also increasing the 

visibility of library resources through leisure activities. 

The project is based on cultural heritage topics related to paper and bookmaking—such as washi 

paper, movable type printing and stitched bookbinding—and incorporates experiential learning, 

library resources, technology, study trips and international partnerships. 

To support multimodal learning through the integration of various approaches, including text, 

audio, video, images and hands-on activities, the team—comprising librarians, faculty members, 

and student library assistants from Ming Hua and Rissho— collaborates to develop a set of “gadget” 

prototypes (educational materials) and learning activities. These include mini-AI games, an AI 

LLM assistant, AI agents, immersive online exhibitions/databases, and a makerspace (featuring a 

3D printer, laser cutter, and mini-drones) and study trips.  
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Outcomes of the project to date: 

1. The project has been presented in Japan, Hong Kong, and Macau, as well as the United States, 
and will be showcased in South Korea. It has engaged diverse user groups including 
universities/colleges, schools and archives.  

2. The background, design and outcome phases of the project are detailed in two academic papers, 
which will soon be available for open access via the IFLA repository and the Journal of the ALIA.   

● About phase two of the project: Cheung, S. C., Shimada, T., Kohama, F., & Takahashi, M. 
(2026). Exploring a collaborative model: Engaging library resources through study trips and 
technology. IFLA Symposium, University of Macau. 
 

● About phase one of the project:  Cheung, S. C. H., Shimada, T., Kohama, F., & Sasaki, A. 
(2026). From Scrolls to Gadgets: Co-Library Initiatives Bridging Cultural Heritage 
Informatics and Leisure Learning. Journal of the Australian Library and Information 
Association, 1–10. https://doi.org/10.1080/24750158.2026.2622133 

3. Demo links for the learning materials: The following examples use cultural heritage themes. 

Movable-type mini-AI games using mBlock include four 
games: 
● Library services Q&A 
● Movable type printing game 
● Emotion-based activity recommendations 
● AI-assisted language learning game 

https://library.minghua.edu.hk/video20260306 

Washi mini-AI games using mBlock include four games: 
● Washi paper making game  
● Leisure activity recommendations based on facial 

expressions (with keyboard-controlled virtual drone)  
● Book recommendation game  
● Book preservation game using a weather forecast API 

https://library.minghua.edu.hk/video20260302/ 

AI LLM Assistant using Open WebUI, Ollama & Docker:  
● In this example, we deployed a study-trip–based AI 

chatbot for report summarization and drafting, as well as 
image analysis.  

● Students learned AI literacy skills such as selecting and 
using models, designing prompts, integrating knowledge 
bases, understanding hallucinations, and evaluating AI-
generated results 

 
https://library.minghua.edu.hk/video20260304/ 

AI agent using n8n:  
● To further demonstrate and visualize how AI works.  
● Students practiced AI workflows, model selection, API 

setup, vector databases, RAG, and evaluation. 

https://library.minghua.edu.hk/video20260422/ 
 

An online exhibition using Spatial: 
● Virtual study tour experiences 
● If users use VR headsets, they can enjoy a more 

immersive experience 

https://library.minghua.edu.hk/video20260303/ 

An online exhibition and database using Omeka: 
● Students gained skills in digital collections, cataloguing, 

and online exhibitions 

https://library.minghua.edu.hk/video20260305/ 

Japanese Stitched bookbinding:  
● Demo by a Rissho librarian, with Japanese, English, and 

Chinese subtitles by student interns from Rissho and Ming 
Hua 

https://youtu.be/GyUV-
5i1usY?si=0o7R79vukvEj2EOM  
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Project Team: Ming Hua and Rissho  

Project Leads: 

Dr. Helen Cheung, Library Director & Faculty at Ming Hua College.  

Professor Miyuki Takahashi, Library Director and a Professor in the Faculty of Economics at 

Rissho University.   

Professor Fumiko Kohama, a Research Fellow at the Institute for the Humanities, Rissho 

University.  

Mr. Takashi Shimada, the Director of the Academic Information Department and a member of the 

Board of Trustees at Rissho University.  

Student interns at Ming Hua and Rissho Library: master’s and bachelor’s students from diverse 

majors (e.g., computer science, engineering, humanities, LIS). 

Mr. Alex Chan, Mr. James Ng, Ms. Jessica Tam, Mr. Anthony Kwan, Mr. Karson Chu, Mr. 

Thomas Chan, Ms. Haidee Chow.  

Ms. Maki Hori, Ms. Kiko Okaze, Ms. Hinata Shimamura, Ms. Hinata Higashi, Ms. Nanami Kii, 

Mr. Kota Kimoto, Ms. Yuna Nakamura, and Ms. Rio Yonezawa. 

 

Thank you to all participants in the project! 


