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Al-Driven Real-Virtual Responsive User Interface and Technology
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Abstract

To effectively experience cultural content through augmented reality (AR) glasses, it is crucial to integrate digital content with
real-world information, minimizing sensory conflicts and discomfort while enhancing user satisfaction through immersive
experiences. This study investigates how Al (artificial intelligence) and sensor data integration algorithms facilitate the delivery of
information in dynamic environments via an interface overlay. It focuses on how these technologies can reflect user needs and
contextually link real and virtual content for an immersive fusion experience. The research identifies emerging technical
requirements and proposes an automated live interface where real and virtual screens interact as a key solution. By analyzing
literature and user experience data, the study pinpoints essential technologies needed to enhance interactions with AR-based
real-virtual fusion cultural content. It also develops a conceptual model for a responsive Ul platform, aimed at advancing future
immersive content technologies in a user-centric manner. This research is intended to contribute to the innovative development of
AR technologies that prioritize user experience and adaptability.
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