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Abstract

Emerging technologies are fundamentally transforming cultural heritage landscapes by
accelerating the digital transition of art and cultural organizations throughout the world (Massi
et al., 2020). While the rapid diffusion of immersive technologies including VR, AR and XR has
fostered the development of novel cultural products and experience-centric business models in
the cultural and creative sectors (Bacete et al., 2024), scholarly inquiry on this transformation
remains fragmented and imbalanced (Colamatteo et al., 2024), with great concentration on
technology-enabled creativity and production processes from the supply side dynamics
meanwhile insufficient attention being paid to technology adoption of cultural consumers and
their experiential engagement from the demand side.

This proposal is focused on immersive exhibitions, which are one of the most plausible cultural
product innovations by cultural organizations in their digital transition processes. Different from
traditional arts exhibitions prioritizing authenticity, aesthetic contemplation and object-centered
appreciation, novel immersive exhibitions emphasize the visitor’'s experience, interactive
engagement, multisensory stimulation, and emotional involvement (Tcha-Tokey et al., 2018; Li
et al.,, 2023), This fundamental shift calls for a renewed understanding of the determinants
influencing the acceptance of digital exhibition formats and technologically mediated cultural



experiences, which different significantly from those associated with traditional exhibition
models.

To address this gap, this study aims to identify the key determinants of influencing immersive
technology adoption by consumers in the art and cultural sectors. Drawing on both technological
and psychological perspectives in the existing literature (Bacete et al., 2023), this study places
particular emphasis on examining the respective effectiveness of technical system quality (from
technological perspective) and creative content (from psychological perspective) in shaping
immersive technology acceptance. Specifically, technical system quality refers to attributes such
as functionality, interactivity, usability and system reliability (Petter et al., 2008; Jeyaraj, 2020),
whereas creative content quality encompasses aesthetic design, narrative richness, and
emotional engagement (Yang, 2023; Li et al., 2024). This analytical framework is further
integrated into the technology adoption model (i.e. UTAUT model) to systematically identify the
effects and influencing pathways through which technical and psychological factors influence
users’ acceptance and adoption of immersive exhibitions (Li et al., 2025).

The empirical analysis is conducted using Partial Least Squares Structural Equation Modeling
(PLS-SEM), based on data collected through an ongoing structured questionnaire survey
administered across several cultural centers in the city of Valencia since December 2025. The
expected results are to identify and validate a set of technical, psychological and social
determinants that influence immersive technology adoption in the field of cultural consumption
and experience. These results will generate significant scholar and managerial implications.
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