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Figure 1. System Architecture
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Figure 2: Patron Engagement
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Figure 3: Virtual Realm Details
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Figure 4: Tracking Technology
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Figure 5: Exhibit Selection
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Figure 6: Thematic Settings Selection
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Figure 8: Pre-recorded Musical Library Integration
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Figure 9: Touch Interaction
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Figure 10: Dynamic Settings Adjustment
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Figure 11: Artifact Preservation Strategies
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Figure 12

: Comparative Narratives
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