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Abstract

As digital transformation in the cultural tourism sector accelerates, augmented reality (AR) and virtual
reality (VR) have become established as primary technologies, while the application of mixed reality (MR)
remains relatively limited. In response, this study centers on MR technology to implement a tourism
experience that conveys the cultural characteristics of tourist destinations. It proposes a design framework
integrating key theories from user experience (UX) and human-computer interaction (HCI), including Flow,
Presence, Affordance, Self-Determination Theory, Usability, and Narrative Transportation. This framework is
applied as the basis for UX evaluation, and user experiences are systematically analyzed through
questionnaires and interviews. The results indicate that MR-based tourism experiences demonstrate clear
advantages in terms of immersion, engagement with cultural narratives, and interactive experience, with
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overall user feedback being positive. At the same time, areas for improvement were identified, particularly
<)

in beginner guidance, interaction structure, and audiovisual presentation. Despite limitations related to sample
composition and testing environments, this study exploratory verifies the application potential of MR

technology in the cultural tourism domain and aims to provide reference insights for future design and

practical research.
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[Fig. 1] Mixed Reality and the Reality-Virtuality Continuum Model
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[Fig. 2] Cultural Technology-Based Tourism Cases
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