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Analysis of Causes and Countermeasures for Examination Fraud
LIU Chao

(The Education Examination Authority of Hebei Province, Shijiazhuang 050091, China)

Abstract: The fraud is a chronic illness in examination and a unique social phenomenon. As a sec
ondary social system, examination system takes up important social activities of examinations and
bears significant social relationships. If we want to find out the cause, harm and the countermeasure
for examination fraud, we should realize the relationships between the people, the society and the sys-
tem. The fraud is a chronic illness in examination and a unique social phenomenon. As a secondary so-
cial system, examination system takes up important social activities of examinations and bears signifi
cant social relationships. If we want to find out the cause, harm and the countermeasure for examina-
tion fraud, we should realize the relationships between the people, the society and the system.

Key words: Fraud; Cause; Countermeasure; Analysis

(L#EF 74 M)

Application of Thematic Digital Museum in Communications

of Culture and History

CHANG Ying, DUAN Shurfeng
(School of Information Science and T echnology, Shijiazhuang Tiedao University, Shijiazhuang 050043, China)

Abstract: Digital museum has become an important mode in culture communication with the great
development of information technology. At the same time, the digital museum depending on physical
articles is restricted by communication subjects in terms of collection and integration of original mate-
rials. In view of this fact, a thematic digital museum mode is proposed based on the digital museum in
this paper, which has great advantages in propagation of culture. Moreover, this mode would develop
the resources and the educational functions of digital museum. As an example, “Ding kiln” thematic
digital museum is introduced to describe the structure, content and realization of the present mode.
This mode presented in this paper offers some new idea for the innovation and development of digital
museum.

Key words: digital museum; thematic digital museum; culture communication; Ding Kiln



