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Abstract

With the development of immersive interaction technologies, museum experiences are transitioning from
traditional static viewing to dynamic interaction and immersive engagement. Embodied interaction utilizing
the body as a medium and emphasizing multisensory coordination has emerged as a pivotal paradigm for
enhancing cultural dissemination and deepening audience engagement. However, current research
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user-centered ~ experience

systematic,

implementation while the

technical
optimization frameworks remain underexplored. This study first established a hierarchical requirement system

comprising 22 indicators across five dimensions through the Delphi method. Subsequently, a bilateral
questionnaire based on the Kano model was conducted, employing the Satisfaction Index and Sensitivity

Ratio to quantify the differential effects of requirement attributes on user satisfaction and to determine

on

predominantly  focuses

indicator prioritization. On this basis, this research constructed a user-centered optimization framework and
proposed optimization strategies. The findings suggest that priority should be given to must-be qualities to
establish an experience baseline, while one-dimensional qualities should be enhanced to increase satisfaction,
and attractive qualities should be strategically developed to generate experiential delight or novelty.
design should permeate the entire optimization process. This research provides a systematic requirement

Furthermore, the study highlights the latent value of indifferent qualities and emphasizes that inclusive
analysis method for the user experience optimization of museum embodied interaction.

Keyword : Embodied Interaction, User Experience, Museums, User-Centered Design
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[E 5] 84 21t
[Table 5] Statistical Results
XKEZ|/A|O/M| I |R|Q |&M| s1 DSI XIE|A|O|M|I|R|Q|&JA| s1 | DSI
Al [ 1812|5227 1101 6 M | 028 |-059| C3 |44 |5 3126136 A | 046 | -0.34
A2 |28 3518130 | 8| 6 0 057 | -048 | C4 | 12 135|148 |20| 6 | 4 M | 041 | -0.72
A3 (24 1342428 |11 4 0 053 |-053 ] C5 (1627|149 (20| 9| 4 M | 0.38 | -0.68
A4 | 1738|1037 (17| 6 (0] 054 |-047 | D1 |26 | 7 | 8 |68|11| 5 I 0.30 | -0.14
A5 |51 (16| 14|20 |18 6 A | 066 |-030| D2 [30|5]|5|63,16| 6 I 0.34 | -0.10
Bl |43 7 |21 (32|14 8 A 1049 | -027 | D3 (179 [18|71| 6 | 4 1 0.23 | -0.23
B2 | 172313736 5| 7 M | 035]-053| D4 |[21|5|13]69| 7 |10 1 0.24 | -0.17
B3 27120150 | 15| 9 | 4 M | 042 | -063| D5 |36| 2 243421 8 A | 040 | -0.27
B4 [ 1026169 | 12| 5| 3 M | 031 |-081| E1 |32]5|29(28|26]| 5 A | 039 ]-0.36
Cl 17136213210 9 (0] 050 | -054 | E2 |42 4 |27130]16]| 6 A | 045 1-0.30
C2 924 6815|613 M | 028 |-079 | E3 | 36| 5 |13|50|15| 6 1 0.39 | -0.17
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