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Abstract: The rapid integration of immersive digital technologies is fundamentally reshaping how 
cultural content is experienced, challenging museums to adapt to the expectations of digitally na-
tive audiences, particularly Generation Z. This study empirically examines whether digital, virtual, 
and multimedia content serves as a motivational factor for museum visitation and enhances the 
user experience among this generational cohort. An empirical, cross-sectional study was conducted 
using a structured, anonymous questionnaire administered to 97 undergraduate students (aged 
19–25) at the University of Zagreb, Faculty of Graphic Arts. The results indicate that 64% of re-
spondents perceive digitally enhanced museum content as a motivating factor for more frequent 
visits, while 76% believe such solutions foster a new form of experiential engagement. Concur-
rently, a notable proportion of respondents express caution toward technology-mediated interpre-
tation, underscoring generational heterogeneity and the importance of user autonomy. The find-
ings are interpreted through established theoretical frameworks, including the Technology Ac-
ceptance Model (TAM), Uses and Gratifications Theory (U&G), and Self-Determination Theory 
(SDT), and are contextualized by a systematic literature review. The study contributes to ongoing 
debates on digital transformation by providing empirically grounded insights into the motivational 
dynamics of Generation Z. It concludes that digital technologies are effective when thoughtfully 
aligned with user expectations, educational goals, and institutional values. 
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1. Introduction  

Day by day, technology is developing ex-

tremely fast and entering human lives. For to-

day's man, life without smart devices is com-

pletely unimaginable. Artificial Intelligence 

(AI) has become our reality and is everywhere 

around us. It is built into, more/less, all the 

smart devices that surround us. Accordingly, 

whether we are aware of it or not, the forms of 

human behaviour, communication, learning, 

and expectations are changing. New technolo-

gies are entering all aspects of our lives. Conse-

quently, they enter the museum sector too, af-

fecting the way people experience and perceive 

works of art. As new technologies become pre-

sent in our everyday life day by day, the number 

of various research in that field increases. 

Thanks to new technologies, augmented reality 

(AR) and mixed reality (MR), as well as new and 

innovative solutions, a completely new experi-

ence has been created in the interaction be-

tween humans and works of art. As time goes 

by, the museum audience is changing. Museums 

cannot be only places with exhibits/works of 

art on display. The new generation and mu-

seum audiences/visitors expect more, new ex-

periences, and museums have to respond to 

these demands if they want to be attractive to a 

new generation of visitors. 

The availability of powerful mobile devices 

that can run AR/MR/VR applications and con-

tent creates new expectations on user experi-

ence (UX) that do not affect just the virtual en-

vironment but also the physical world around 

us [1]. The current level of development of arti-

ficial intelligence (AI), mixed reality (MR), and 
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augmented reality (AR) gives an unlimited 

range of options and possibilities for various 

usage possibilities and scenarios [1]. 

In the last few years, there has been a con-

siderable increase in the use of new technolo-

gies in museum environments in an attempt by 

museums to embrace technological innova-

tions and adapt to the challenges of the digital 

era [2]. However, for museums, this adaptation 

to the digital era created “one of the most im-

portant challenges of their modern history” [3] 

since it created new dynamics in storytelling 

and content creation.  At the same time, the im-

plementation of new technologies affects not 

only museum visitors but also museum profes-

sionals (museum employees). They are respon-

sible for the museum’s collections and material 

(some of them available to the public, some of 

them preserved in vaults), and exhibitions. 

With the implementation of new technologies, 

they will be responsible for the creation of AR 

content for artifacts. This opens a new field to 

explore – are they willing to do so, and do they 

have the knowledge and capacity to do it?   

A new technology currently has some limi-

tations, but day by day they are improving. This 

is definitely the case for AR, which is at the in-

cipient stage of its development and has some 

limitations with regard to its implementation. 

The potential benefits of AR offer exciting re-

search possibilities. In spite of the comments of 

AR can provide a better understanding of mu-

seum exhibits because it enables the enhance-

ment of physical objects with additional exter-

nal information, as discussed by both [4]. 

Augmented reality (AR) and mixed reality 

(MR), in museums, can be used for reconstruct-

ing historical environments [5], for interpreta-

tion and experience enhancement for increased 

visitor engagement and education [6], and for 

creating interactive, engaging, and immersive 

experiences in museum environments [7, 2]. 

Augmented reality (AR) adds multimedia 

content (elements: 3D, sound, video, text, ani-

mation, photo, and link to content) to the real-

world environment in real-time and can be 

used/experienced on various devices such as 

smartphones, tablets, and AR glasses. 

This study aims to examine whether digital, 

virtual, and multimedia content can influence 

museum-related attitudes and motivate mem-

bers of Generation Z to visit museums more fre-

quently. Given that this generation has grown 

up immersed in digital technologies, the re-

search focuses on understanding how technol-

ogy-mediated interpretation affects user expe-

rience, perceived proximity to artworks, and 

overall engagement with museum content. By 

addressing these issues, the study seeks to con-

tribute empirically grounded insights into the 

role of immersive technologies in contempo-

rary museum environments. 

Grounded in established theoretical frame-

works of technology acceptance and media use, 

the study assumes that digital technologies can 

function as facilitators of cultural engagement 

when they are perceived as useful, engaging, 

and supportive of user autonomy. Accordingly, 

it is hypothesized that digitally enriched mu-

seum content positively influences visitation 

motivation and user experience among Gener-

ation Z, while also acknowledging the presence 

of diverse and sometimes cautious attitudes to-

ward technological mediation within this co-

hort. These assumptions are empirically exam-

ined through a quantitative survey and further 

interpreted through a critical review of relevant 

interdisciplinary literature. 

2. Experimental Part 

2.1. Research Design and Empirical  

Data Collection 

The empirical part of the research was con-

ducted at the University of Zagreb, Faculty of 

Graphic Arts, during the period from 2 to 7 June 

2023. The study adopted a quantitative, cross-

sectional research design, using a structured 

questionnaire as the primary data collection in-

strument. A cross-sectional approach was se-

lected because it enables the examination of at-

titudes, perceptions, and behavioural inten-

tions at a specific point in time and is particu-

larly suitable for exploratory research in the 

fields of user experience, technology ac-

ceptance, and cultural participation. 

The questionnaire was administered on-site 

in a written, paper-based format and com-

pleted anonymously. This mode of administra-

tion was intentionally chosen to reduce social 

desirability bias and to encourage honest and 

reflective responses, particularly given the nor-

mative expectations often associated with tech-

nology use among younger generations. Alt-

hough this approach was more time-intensive 
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than online data collection, it enhanced re-

sponse reliability and reduced the likelihood of 

respondents providing answers perceived as 

socially expected rather than personally held. 

The questionnaire focused on three core di-

mensions directly related to the research ques-

tions: 

(1) motivation for museum visitation, 

(2) acceptability and trust in digital and  
immersive technologies, and 

(3) perceived impact of digital solutions on 
user experience (UX) and engagement with  
exhibits. 

Sampling was conducted using a conven-

ience sampling method, drawing from the un-

dergraduate student population of the Faculty 

of Graphic Arts. This approach is commonly 

employed in early-stage and exploratory re-

search on emerging technologies, particularly 

when the aim is to examine perceptual and at-

titudinal patterns within a theoretically rele-

vant user group rather than to achieve popula-

tion-level generalization. 

The target population consisted of under-

graduate students belonging to Generation Z, 

defined as individuals born between 1995 and 

2010. A total of 97 valid questionnaires were 

collected from students aged between 19 and 

25. The gender distribution of the sample was 

31% male and 69% female (Figure 1). While 

this gender imbalance reflects the demographic 

structure of the study program, it is also analyt-

ically relevant and is therefore explicitly con-

sidered in the interpretation of results in the 

discussion section.

 

Figure 1. The gender distribution. 

2.2. Role of the Literature Review in  

the Research Design 

In addition to the empirical survey, the re-

search incorporates a systematic and theory-

driven literature review, which plays a central 

role in contextualizing, interpreting, and criti-

cally discussing the empirical findings. Im-

portantly, not all conceptual dimensions exam-

ined in the literature were operationalized 

through the questionnaire. This methodologi-

cal decision was intentional and grounded in 

the recognition that certain phenomena—such 

as long-term behavioural change, institutional 

readiness, ethical implications, and curatorial 

practices—cannot be adequately captured 

through short-form survey instruments. 

The literature review, therefore, supports 

the discussion by addressing several thematic 

areas that extend beyond the scope of the ques-

tionnaire, including: 

• Theoretical models of technology acceptance 
and media use (e.g., Technology Acceptance 
Model, Uses and Gratifications Theory, Self-
Determination Theory), which provide 

explanatory frameworks for interpreting re-
spondents’ attitudes and motivational pat-
terns. 

• Museum studies and cultural participation re-
search, focusing on generational differences 
in museum engagement, evolving audience 
expectations, and the transformation of mu-
seums from object-centred to experience-ori-
ented institutions. 

• Human–computer interaction (HCI) and user 
experience (UX) research, particularly studies 
examining how immersive and interactive 
technologies influence attention, learning, 
emotional engagement, and perceived au-
thenticity. 

• Institutional and professional perspectives, 
including the impact of digital transformation 
on museum professionals, curatorial author-
ity, and content authorship—issues that are 
critical for implementation but not directly 
accessible through visitor surveys. 

• Ethical and societal considerations, such as 
algorithmic mediation, autonomy of interpre-
tation, accessibility, and inclusivity in digitally 
augmented cultural environments. 
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By integrating these thematic strands, the 

discussion moves beyond descriptive reporting 

of survey results and situates the empirical 

findings within broader academic and profes-

sional debates. 

2.3. Literature Review Strategy and  

Reduction of Bias 

To ensure methodological rigor and mini-

mize selection bias, the literature review fol-

lowed a structured and transparent search 

strategy. Relevant academic publications were 

identified through systematic searches con-

ducted in established scientific databases, in-

cluding Scopus, Web of Science, Google Scholar, 

IEEE Xplore (for technology-focused studies), 

and ScienceDirect. 

Searches were conducted using combina-

tions of predefined keywords and Boolean op-

erators, including but not limited to: aug-

mented reality, mixed reality, virtual reality, 

museums, cultural heritage, user experience, 

technology acceptance, Generation Z, digital 

storytelling, and immersive technologies. 

To reduce thematic and methodological 

bias, the review included studies from multiple 

disciplinary perspectives, including media 

studies, museum studies, psychology, educa-

tion, and computer science. Preference was 

given to peer-reviewed journal articles, confer-

ence proceedings, and authoritative academic 

books published within the last ten years, while 

seminal earlier works were included when the-

oretically foundational. 

The literature was analysed comparatively 

rather than selectively, allowing convergent 

and divergent findings to inform the discussion. 

This approach ensures that the empirical re-

sults are not interpreted in isolation but are 

critically examined in relation to existing evi-

dence, theoretical assumptions, and practical 

implications. 

3. Results and Discussion 

3.1. Interpretation of Empirical Findings 

The results of this study indicate a generally 

positive orientation of Generation Z toward the 

integration of digital, virtual, and multimedia 

content in museum environments. However, 

these findings gain deeper analytical value 

when interpreted in relation to the characteris-

tics of the respondents, particularly their gen-

der distribution and educational background. 

The finding that 64% of respondents re-

ported that digital and multimedia content 

would motivate them to visit museums more 

frequently (Figure 2) can be partially under-

stood through the lens of both generational and 

disciplinary factors. As members of Generation 

Z, respondents have grown up in digitally satu-

rated environments in which visual, interactive, 

and multimedia formats dominate everyday 

communication. Consequently, museums that 

adopt similar modes of engagement may ap-

pear more relevant, accessible, and aligned 

with their habitual ways of consuming  

information.

 

Figure 2. Would new digital/virtual/multimedia content motivate you to visit museums more often? 

The relatively high proportion of female re-

spondents in the sample may also contribute to 

this positive evaluation. Prior research in mu-

seum studies and cultural consumption sug-

gests that female visitors often demonstrate 

higher levels of emotional engagement, narra-

tive sensitivity, and openness to interpretative 

mediation. Digital and multimedia content—

particularly when designed to provide 

contextual storytelling, visual explanation, or 

immersive interpretation—may therefore res-

onate more strongly with female audiences, in-

creasing their perceived motivational value. 

At the same time, the presence of 36% of re-

spondents who reported no motivational effect 

underscores the diversity of attitudes within 

Generation Z. This group may include individu-

als who prefer traditional, object-centred 
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museum experiences or who perceive digital 

interventions as unnecessary or distracting. 

This internal variation reinforces the argument 

that technological enhancement should remain 

optional and adaptable rather than prescrip-

tive. 

The results further show that 60% of re-

spondents consider it acceptable for new tech-

nologies to define content for them, while 37% 

reject this notion (Figure 3). 

This division reflects a broader tension 

characteristic of digitally native generations. 

On one hand, the acceptance of algorithmically 

curated content aligns with everyday practices 

shaped by social media, recommendation sys-

tems, and digital learning platforms. For stu-

dents educated in graphic arts and visual com-

munication, such systems may be perceived not 

as restrictive but as tools that efficiently struc-

ture information and enhance the user  

experience. 

On the other hand, the substantial propor-

tion of respondents who reject technologically 

defined content indicates a critical awareness 

of algorithmic mediation. This response may be 

particularly influenced by the respondents’ ed-

ucational background. As students trained in 

visual culture, design, and communication, they 

are likely sensitized to issues of authorship, in-

terpretation, and meaning-making. From this 

perspective, resistance to technologically de-

fined content can be understood as a desire to 

preserve interpretative autonomy and personal 

engagement with artworks, a principle central 

to museum ethics and curatorial practice. 

 

Figure 3. Is it acceptable for you to let new technologies define content for you? 

 

Figure 4. Contribution of solutions. 

The experiential dimension of digital tech-

nologies is most clearly reflected in respond-

ents’ evaluations of their impact on enjoyment 

and engagement with exhibits. The findings 

show that 76% of respondents believe that dig-

ital solutions bring users closer to exhibits and 

provide a new user experience, while 22% per-

ceive them as hindering enjoyment (Figure 4). 

The strong positive response supports the 

assumption that digitally mediated experiences 

can enhance perceived proximity to artworks 

by offering layered interpretation, visual recon-

struction, or interactive exploration. For visu-

ally trained students, such enhancements may 

align particularly well with their cognitive and 

perceptual preferences, allowing them to 
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engage with artworks not only aesthetically but 

also analytically and experientially. 

However, the critical responses should not 

be overlooked. The perception that digital solu-

tions hinder enjoyment may reflect concerns 

about sensory overload, fragmentation of at-

tention, or the disruption of contemplative 

viewing. These concerns are consistent with 

previous research emphasizing that immersive 

technologies must be carefully integrated to 

avoid overshadowing the physical artwork or 

reducing the authenticity of the museum expe-

rience (Jung et al., 2020). 

Importantly, these findings suggest that ed-

ucational background does not lead to uncriti-

cal acceptance of technology. On the contrary, 

respondents’ disciplinary knowledge may fos-

ter both appreciation and critique. This dual re-

sponse strengthens the scientific value of the 

results, as it demonstrates that positive atti-

tudes toward digital museums coexist with re-

flective scepticism. 

Rather than positioning digital technologies 

as inherently beneficial or detrimental, the re-

sults indicate that their effectiveness depends 

on contextual, experiential, and user-specific 

factors. Gender, educational orientation, and 

generational identity all appear to shape how 

digital interventions are perceived and evalu-

ated. This nuanced understanding aligns with 

recent studies by Bosman et al. (2024) [8] and 

Popova et. al., which emphasize that immersive 

technologies achieve their greatest impact 

when they support learning, interpretation, 

and user agency rather than functioning as 

standalone attractions [9]. 

In this sense, the findings contribute to a 

more differentiated understanding of technol-

ogy-enhanced museum experiences, highlight-

ing the importance of audience-aware design 

and theoretically informed implementation 

strategies. 

3.2. Theoretical Framework and  

Contribution 

From a theoretical perspective, the results 

of this study can be interpreted through several 

established frameworks in media, technology 

adoption, and cultural consumption research. 

Firstly, the findings strongly align with the 

Technology Acceptance Model (TAM), which 

posits that users’ acceptance of new 

technologies is primarily determined by per-

ceived usefulness and perceived ease of use 

[10]. In this context, the affirmative responses 

of 64% of participants suggest that digital, vir-

tual, and multimedia museum content is per-

ceived as useful in enhancing the museum ex-

perience. This perceived usefulness likely 

stems from the ability of such technologies to 

provide richer contextual information, multi-

sensory engagement, and more personalized 

modes of interaction with artworks and  

exhibits. 

Secondly, the results support principles de-

rived from Uses and Gratifications Theory, 

which emphasizes that audiences actively se-

lect media technologies to satisfy specific psy-

chological and social needs [11]. For Genera-

tion Z, these needs often include interactivity, 

immediacy, visual stimulation, and autonomy 

in information consumption [12]. Digital and 

immersive museum technologies directly ad-

dress these gratifications by transforming pas-

sive viewing into a participatory experience, 

thereby aligning museum visits with contem-

porary media consumption habits. 

Furthermore, the findings can be situated 

within Self-Determination Theory (SDT), par-

ticularly its emphasis on autonomy, compe-

tence, and relatedness [13]. Interactive digital 

content allows visitors to control the pace and 

depth of their engagement (autonomy), en-

hances understanding through visual and expe-

riential learning (competence), and may foster 

social sharing and collective experiences (relat-

edness). The positive responses observed in the 

study suggest that such technologies can sup-

port intrinsic motivation to engage with cul-

tural heritage, rather than relying solely on ex-

ternal incentives. 

3.3. Relation to Existing Research 

The present findings extend and comple-

ment existing empirical research on immersive 

technologies in cultural institutions. As demon-

strated by Gong et al. (2022), AR-assisted expe-

riences increase visitors’ curiosity and interest 

[14], particularly when visual augmentation re-

places or supplements extensive textual expla-

nations. This is especially relevant for Genera-

tion Z, whose media consumption patterns fa-

vour visual and interactive content over tradi-

tional text-heavy formats. The current study 
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reinforces this observation by empirically 

demonstrating a generational readiness to  

accept digitally mediated cultural experiences. 

Similarly, Jung et al. (2020) showed that in-

tentions to visit physical art galleries are medi-

ated by intentions to use wearable AR technol-

ogies [15]. This mediation effect is crucial, as it 

suggests that technology does not replace the 

physical museum visit but rather functions as a 

gateway or catalyst that reshapes visitors’ ex-

pectations and emotional connections to cul-

tural spaces. The results of the present study 

provide further evidence for this indirect moti-

vational mechanism, indicating that digital con-

tent may lower psychological barriers to mu-

seum visitation among younger audiences. 

Studies by Paulauskas et al. (2023) and 

Kleftodimos et al. (2023) further contextualize 

these findings by emphasizing the educational 

and experiential value of AR and VR in situa-

tions where physical access, historical recon-

struction, or contextual understanding is lim-

ited [16, 17]. Taken together, these studies sup-

port the notion that immersive technologies 

are most effective when they are purposefully 

integrated into interpretive strategies rather 

than deployed as novelty-driven additions. 

Prior research establishes the possibilities 

of immersive technology in museums; it over-

looks differences among generations, motiva-

tional dynamics, and behavioural insights. This 

paper addresses these gaps by providing a the-

oretically framed, statistically interpretable, 

and empirically grounded examination of how 

Generation Z perceives technologies that are in-

creasingly shaping contemporary museum ex-

periences. This positions this paper as a signif-

icant contribution to a field that is still in the 

process of defining its methodological stand-

ards and conceptual boundaries. 

3.4. Implications for Museums and  

Cultural Policy 

From a practical standpoint, the findings 

have significant implications for museum prac-

tice, exhibition design, and cultural policy. The 

demonstrated motivational potential of digital 

content suggests that museums seeking to en-

gage younger audiences should invest in well-

designed, user-centred digital experiences that 

complement rather than overshadow physical  

Importantly, the results indicate that digital 

technologies should not be implemented uni-

formly across all audiences. Instead, museums 

should adopt a segmented engagement strat-

egy that recognizes generational differences in 

media preferences and cultural expectations 

[18]. For Generation Z, digital layers can func-

tion as entry points that foster initial interest, 

which may later develop into a deeper appreci-

ation for traditional curatorial narratives [19]. 

On a broader societal level, increased en-

gagement of younger generations with muse-

ums has implications for cultural sustainability 

and intergenerational knowledge transfer. By 

aligning museum experiences with contempo-

rary digital practices, cultural institutions can 

help prevent the marginalization of heritage in 

an increasingly digitized society [20]. 

3.5. Societal and Behavioural Impact 

The study also contributes to understand-

ing how digital technologies may influence hu-

man behaviour in cultural contexts. The posi-

tive reception of digital content among Genera-

tion Z suggests a shift from passive consump-

tion toward experiential and participatory cul-

tural engagement. This shift has the potential to 

redefine the role of museums—from reposito-

ries of objects to interactive spaces of learning, 

dialogue, and identity formation [21]. 

Moreover, by enhancing accessibility and 

lowering cognitive and emotional entry barri-

ers, digital technologies may contribute to 

more inclusive cultural participation. This is 

particularly relevant for individuals who per-

ceive traditional museum environments as in-

timidating, irrelevant, or disconnected from 

their everyday experiences [22]. 

3.6. Limitations and Directions for  

Future Research 

While the findings provide valuable in-

sights, they are based on a convenience sample 

drawn from a single academic institution, 

which limits their generalizability. Future re-

search should incorporate larger and more di-

verse samples, include comparative analyses 

across generations, and examine specific types 

of digital content (e.g., AR, VR, mobile applica-

tions) to identify which modalities are most ef-

fective in different contexts. 
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Additionally, longitudinal studies could ex-

plore whether digitally motivated museum vis-

its lead to sustained cultural engagement over 

time, thereby addressing the question of long-

term behavioural change [23]. 

3.7. Scientific Contribution 

In summary, this study contributes to the 

growing body of research on digital transfor-

mation in cultural institutions by providing em-

pirical evidence of Generation Z’s motivational 

responses to digital museum content. It sup-

ports established theories of technology ac-

ceptance and media use while extending their 

application to the domain of museum studies 

[24]. By bridging empirical findings with theo-

retical frameworks and practical implications, 

the study offers a robust foundation for future 

interdisciplinary research at the intersection of 

technology, culture, and human behaviour. 

4. Conclusions 

Recent developments in augmented reality 

(AR), artificial intelligence (AI), and mixed real-

ity (MR) are reshaping how cultural content is 

experienced and interpreted. Museums, as hy-

brid spaces of education and cultural commu-

nication, provide a critical context for examin-

ing these changes. This study explored the mo-

tivational and experiential impact of digital and 

multimedia content on museum engagement 

among members of Generation Z. 

The results indicate that digital technolo-

gies have a clear, though not universal, positive 

effect. A majority of respondents (64%) re-

ported increased motivation to visit museums 

when digital content is present, while 76% per-

ceived such solutions as enhancing user experi-

ence and bringing them closer to exhibits. At 

the same time, a substantial proportion ex-

pressed reservations regarding technology-me-

diated interpretation, highlighting the hetero-

geneity of attitudes within Generation Z. 

Theoretically, the findings support estab-

lished models of technology acceptance, media 

use, and intrinsic motivation, demonstrating 

that immersive technologies function as effec-

tive facilitators of engagement primarily when 

they are perceived as useful, autonomy-sup-

portive, and aligned with user expectations. 

The scientific contribution of this study lies in 

its empirical, theory-driven examination of 

generational responses to digital museum tech-

nologies. 

Practically, the results suggest that muse-

ums should implement digital solutions as op-

tional, user-centred interpretive layers rather 

than universal replacements for traditional ex-

hibition practices. Overall, the study under-

scores the importance of human-centred and 

generationally sensitive approaches in the digi-

tal transformation of cultural institutions and 

identifies a promising direction for future inter-

disciplinary research. 
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