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reality (AR) technologies in graphic art exhibitions, focusing on Spatial.io and
Adobe Aero. It aims to evaluate their individual and combined impact on
curatorial practice, viewer engagement, and exhibition aesthetics. As graphic
art exhibitions increasingly transition from physical spaces into immersive
digital environments, platforms like Spatial.io and Adobe Aero have emerged
as pivotal tools. However, a comprehensive understanding of how these
technologies function in tandem, particularly in shaping hybrid exhibitions,
remains underdeveloped. A comprehensive literature search was conducted
across Scopus, Web of Science, Google Scholar, ACM Digital Library, and
IEEE Xplore, targeting publications from 2015 to 2025. Keywords related to
metaverse, AR, graphic art, and exhibition design guided the search. Peer-
reviewed articles, white papers, and case studies were synthesized by using
Prisma framework. Spatial.io facilitates immersive, multi-user virtual galleries,
while Adobe Aero enhances site-specific, mobile-based AR interaction.
Though each platform presents unique strengths, their combined use in
curatorial workflows is rare and underexplored. Key challenges include
technical integration, user accessibility, and long-term sustainability. The
review identifies a gap in cross-platform strategies and calls for
interdisciplinary frameworks that support hybrid exhibition design. This
review contributes a conceptual framework for understanding and applying
Spatial.io and Adobe Aero in graphic art exhibitions. It advocates for empirical
research, cross-platform design models, and institutional support to advance
equitable, immersive, and sustainable digital art curation.
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Introduction

In an era marked by the convergence of physical and digital experiences, the integration of
metaverse and augmented reality (AR) technologies is reshaping how graphic art is created,
exhibited, and experienced (Spais & Jain, 2025). Graphic art exhibitions once limited to
physical galleries are now expanding into immersive digital realms, catalysed by platforms
such as Spatial.io and Adobe Aero, Cao, N. (2025). Spatial.io offers a metaverse-based space
where artists and viewers can interact within 3D environments, (Arief et al., 2025), while
Adobe Aero enables dynamic, location-based AR content that blends physical surroundings
with digital overlays, (Thi Vo, 2025). Despite growing interest, critical analysis of these tools
in the context of graphic art curation and viewer engagement remains limited, (Darda et al.,
2025). Existing literature tends to explore either technical capabilities or isolated case studies,
lacking a comprehensive synthesis of how these technologies collectively influence exhibition
aesthetics, accessibility, and interaction (Christou et al., 2025). This narrative review focuses
on the synthesis of Spatial.io and Adobe Aero in graphic art exhibitions, aiming to evaluate
their complementary roles, design frameworks, and experiential outcomes. “Metaverse” refers
to interconnected virtual spaces where users engage via digital avatars, and “AR” denotes
technology that overlays virtual elements onto real-world environments. This review will
examine their integration from curatorial, technological, and experiential perspectives. It offers
timely insight into a rapidly evolving field, providing a conceptual framework for artists,
curators, and researchers.

To support the integration of its theory, this study employs the Virtuality Continuum
framework by Milgram and Kishino (1994) and Skarbez et al. (2021) as the basis for analysis.
This framework allows a clear mapping of the positions of Spatial.io and Adobe Aero within
the mixed reality spectrum and assists in structuring the relationships between technical,
curatorial, and audience experience dimensions systematically. This approach is not only
relevant to current developments but also provides a methodological foundation for future
research in digital art exhibitions.

Methods

To conduct this narrative review on the synthesis of metaverse and augmented reality (AR)
technologies in graphic art exhibitions through Spatial.io and Adobe Aero, a comprehensive
literature search was performed across several academic and gray literature sources. The
primary databases searched included Scopus, Web of Science, and Google Scholar, along
with supplementary exploration of relevant articles and reports found on ACM Digital
Library, IEEE Xplore, and ResearchGate. Additional references were identified through
backward citation tracking of key studies.

Search terms and Boolean combinations included:

("metaverse" OR "virtual reality" OR "digital environment" OR "immersive space") AND
("augmented reality" OR "AR" OR "mixed reality" OR "enhanced reality") AND ("graphic art"
OR "visual art" OR "art exhibition" OR "art display") AND ("synthesis" OR "integration" OR
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"combination" OR "fusion") AND ("interaction" OR "engagement" OR "experience" OR
"participation")

Filters were applied to limit results to English-language publications from 2015 to 2025,
ensuring focus on current technological developments and applications. Peer-reviewed journal
articles, conference proceedings, industry white papers, and practice-based case studies were
all considered.

Inclusion criteria focused on studies and documents that: (1) examined the use of Spatial.io
and/or Adobe Aero in the context of graphic art or exhibition design; (2) discussed user
experience, curatorial practice, or technological integration; and (3) provided conceptual or
applied insights. Exclusion criteria included sources unrelated to graphic arts, those focused
solely on gaming or unrelated AR/VR applications, and non-English documents without
translation.

Result

Figures 1 and 2 present visual examples of how digital exhibition environments are realized
through the use of Spatial.io and Adobe Aero technologies. In Figure 1, the Spatial.io interface
displays a virtual gallery environment that houses graphic exhibition materials and QR codes,
allowing visitors to access additional experiences through an augmented reality (AR)
application. This 3D environment feature provides navigation and interaction capabilities
resembling physical experiences within a digital space. Meanwhile, Figure 2 illustrates the AR
experience generated via Adobe Aero when visitors scan the QR codes. The exhibition’s
graphic elements are directly mapped onto the real-world environment, producing interactions
that integrate virtual elements into physical space. This application supports the concept of
presence in mixed reality, where visitors are actively engaged through 3D visuals, multimedia
content, and real-space interactions. Visual analysis of both figures demonstrates how the
combination of metaverse exhibition platforms and AR enhances user engagement not only
visually but also through the integration of virtual and physical worlds, supporting a more
immersive learning and appreciation experience of graphic arts.
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Figure 1: Spatial io Graphical User Interface (GUI), Actions Setup [Screenshot]
Source: (Adilah, 2025)
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Figure 2: Adobe Aero Augmented Reality Display Using QR Code Attachment from

Spatial.io Metaverse with Action Setup, Applied to Real-world [Screenshot]
Source: (Adilah, 2025)

Figure 3 presents the multisensory experience generated through the integration of augmented
reality (AR) technology and the metaverse environment. This display illustrates how virtual
visual elements, such as 3D objects, exhibition graphics, and user avatars, are directly mapped
onto the real physical space. This interactivity allows visitors to move freely between the virtual
and real worlds without losing the continuity of the exhibition experience. From a visual
pedagogy perspective, such a display supports immersive learning by providing visitors the
opportunity to explore, observe, and actively engage with exhibition content through a more
experimental and contextual learning approach. Additionally, the spatial integration highlights
the potential of using AR as a content delivery medium that is not only more engaging but also
capable of enhancing the overall depth of the exhibition experience holistically.

Figure 3: Adobe Aero Augmented Reality Display Using QR Code Attachment from
Spatial.io Metaverse with Action Setup, Applied to Real-world [Screenshot]
Source: (Adilah, 2025)

Discussion
Synthesis Analysis

Conceptual Foundations: Defining the Metaverse and AR in Exhibition Contexts
The metaverse, as a digitally persistent, immersive environment, allows users to navigate and
interact with virtual spaces through avatars (Herath et al., 2024). Spatial.io exemplifies this by
enabling real-time social interaction and spatialized content within three-dimensional
environments (Obae et al., 2024). Augmented reality (AR), on the other hand, overlays digital
elements onto the physical world, (Dargan et al., 2023), enabling hybrid experiences as
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demonstrated by Adobe Aero’s intuitive, mobile-accessible interface for visualizing and
interacting with 3D graphic art (Gudikandula et al., 2025).

Scholars consistently emphasize that while both technologies promote immersion, their
ontological basis differs: metaverse environments are fully synthetic, while AR enhances,
rather than replaces, physical reality (Steinhoff, 2025). This distinction affects curatorial
design, audience reach, and the perceived authenticity of the artwork, introducing important
curatorial decisions in graphic art exhibitions (Zhao & Wu, 2025).

Conceptual Foundations: Defining the Metaverse and AR in Exhibition Contexts

The metaverse, as a digitally persistent, immersive environment, allows users to navigate and
interact with virtual spaces through avatars (Herath et al., 2024). Spatial.io exemplifies this by
enabling real-time social interaction and spatialized content within three-dimensional
environments (Obae et al., 2024). Augmented reality (AR), on the other hand, overlays digital
elements onto the physical world, (Dargan et al., 2023), enabling hybrid experiences as
demonstrated by Adobe Aero’s intuitive, mobile-accessible interface for visualizing and
interacting with 3D graphic art (Gudikandula et al., 2025).

Technological affordances and artistic possibilities

The literature reveals a consensus on the potential of Spatial.io and Adobe Aero to expand
spatial narrative, interactivity, and multisensory engagement in art exhibitions (Pietroni, 2025).
Spatial.io enables artists to create room-scale, persistent digital galleries accessible from
anywhere, supporting collaborative curation and real-time critique (Muioz et al., 2025).
Adobe Aero, in contrast, lends itself to site-specific AR experiences, allowing art to inhabit
real-world environments and provoke context-sensitive interactions, (Rissanen, 2025).
However, divergent views emerge around accessibility and learning curves. Some practitioners
highlight Spatial.io’s relatively steep setup process and higher hardware demands, (Zhang et
al., 2025) compared to Aero’s mobile-first deployment and intuitive authoring tool (Yadav et
al., 2025). This raises questions of democratization whether these tools equally empower
emerging artists or replicate existing inequalities in access to technology.

Curatorial Practices and Audience Experience
A key strength of these platforms lies in their ability to reshape audience engagement. Studies
note that exhibitions in Spatial.io often emphasize social co-presence, facilitating discussion
and shared exploration among geographically dispersed visitors, (Kareem et al., 2025). Adobe
Aero, conversely, personalizes the experience users encounter artwork through their own
device lenses, blurring the line between viewer and participant (Fuchs, 2025).

From a curatorial perspective, technologies such as 3D interactivity in Spatial.io and AR layers
in Adobe Aero have a direct impact on exhibition organization strategies. For instance, the
interactive points provided in Spatial.io allow curators to structure the exhibition visit flow
more systematically while promoting collective visitor engagement. In the context of Adobe
Aero, digital content displayed directly within the user’s physical space offers a more
personalized and immersive experience, thereby enriching the appreciation and interpretation
of art. Thus, the relationship between technology and curation can be viewed as a strategic
unity that enhances the understanding of hybrid experiences in contemporary art exhibitions.
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While curators report increased engagement metrics in both contexts, some critics caution
against the novelty effect: the excitement of interactivity may overshadow deeper aesthetic or
conceptual engagement (Sun, 2025). Further, concerns persist regarding the impermanence of
digital platforms and the potential alienation of audiences uncomfortable with immersive tech.

Integration Challenges and Interoperability
Integrating Spatial.io and Adobe Aero in a single exhibition poses logistical and conceptual
challenges (Zhang et al., 2025). These include technical incompatibilities, inconsistent user
interfaces, and fragmented audience experiences. Few studies currently explore cross-platform
storytelling or interoperable workflows, signalling a gap in both research and practice.

Moreover, platform dependency remains a concern: artists and curators are vulnerable to
sudden shifts in proprietary software policies or shutdowns (Fisher, 2020). The lack of open
standards for immersive exhibition design complicates long-term preservation and
documentation of digital works, (Qi & Wang, 2025).

Implications and Future Directions
The literature suggests that combining Spatial.io and Adobe Aero can yield complementary
strengths macro-level immersion with micro-level interactivity but such synthesis demands
new models of curatorial planning, cross-disciplinary collaboration, and technical support
(Tian et al., 2024).

Future research should investigate best practices for hybrid curation, the impact of immersive
technologies on audience cognition and memory, and the development of unified frameworks
for evaluating digital exhibition effectiveness (Wen & Ma, 2024). Policy-wise, institutions
must address infrastructural disparities and provide professional development for artists and
curators navigating this evolving landscape (Sharma et al., 2025).

This synthesis reveals that while Spatial.io and Adobe Aero are powerful tools, their integration
into graphic art exhibitions is neither seamless nor neutral it is shaped by technical, cultural,
and curatorial considerations that warrant ongoing inquiry (Subaveerapandiyan et al., 2024).

In addition, although these technologies have the potential to democratize access to art, there
are socio-cultural implications that require attention. The digital divide between high- and low-
capability users, as well as differences in cultural perspectives toward immersive art, can affect
audience experience and reception. Therefore, future studies need to examine how socio-
cultural factors and digital literacy shape visitor experiences, thereby ensuring more equitable
access and participation.

Visitor digital literacy also plays a critical role in the acceptance of AR and metaverse
technologies. Users’ level of understanding and comfort with immersive technologies
influences the extent to which they can fully appreciate the exhibition experience. Hence,
experiential strategies and curatorial design must take into account the varying levels of
audience digital literacy to ensure exhibitions that are inclusive, effective, and easily accessible
to diverse user groups.

Limitations
This methodology ensured a balanced, critical synthesis of current knowledge while
maintaining relevance to the review’s objectives.
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Figure 4: PRISMA-based Flow Diagram of Document Selection Process for Narrative
Review: The Synthesis of Metaverse and AR Technologies in Graphic Art Exhibitions
through Spatial.io and Adobe Aero.

Seven unique search groups were executed, focusing on both broad and platform-specific
aspects of AR and metaverse integration in art exhibitions.

This narrative review, while offering a comprehensive synthesis of metaverse and AR
technologies through Spatial.io and Adobe Aero in graphic art exhibitions, is subject to several
methodological and evidentiary limitations. First, the inherently non-systematic nature of
narrative reviews introduces potential for selection bias. While rigorous efforts were made to
identify diverse and credible sources, the absence of predefined inclusion and exclusion
protocols may have led to inadvertent omission of relevant studies or overrepresentation of
favorable outcomes.

Second, literature on the integrated use of Spatial.io and Adobe Aero remains nascent
and fragmented, with most studies focusing on technical features or isolated case examples
rather than comparative or empirical evaluation. As a result, this review relies heavily on
anecdotal insights, platform documentation, and early adopter experiences, which may not
generalize across broader contexts or user populations. The lack of longitudinal data further
limits assessment of sustained impact or user adaptation over time (Tene et al., 2024).

Third, synthesis challenges arose from disparate terminology and conceptual frameworks
across disciplines such as digital art, interaction design, and immersive technology (Ozdemir,
2022). This may affect coherence and comparability of findings. Additionally, industry-led
reports may carry promotional bias, especially in evaluations of Adobe Aero’s user experience
or Spatial.io’s scalability, which were not always independently validated.

To mitigate these issues in future work, researchers should consider mixed-methods or
systematic review designs that clearly define criteria for literature inclusion (Yin & Do, 2025),
apply critical appraisal tools, and evaluate user-centered outcomes across platforms.
Longitudinal studies, cross-platform usability testing, and participatory design assessments
could yield deeper insights into the effectiveness, accessibility, and ethical implications of
these emerging technologies in graphic art exhibitions (MacDowell et al., 2025).

Conclusion
This narrative review synthesized current knowledge on the integration of metaverse and AR
technologies in graphic art exhibitions through Spatial.io and Adobe Aero, addressing the
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initial objective of evaluating their complementary roles in curatorial design, audience
engagement, and experiential aesthetics. The review revealed that while Spatial.io excels in
enabling immersive, avatar-driven virtual galleries, Adobe Aero offers intuitive, location-
specific AR interactions that enhance real-world art experiences. Together, they present a
compelling but underexplored potential for hybrid exhibition strategies that blend macro-level
spatial immersion with micro-level contextual interactivity. However, significant research gaps
persist around cross-platform interoperability, curatorial best practices, and long-term audience
impact. The synthesis also illuminated concerns about access equity, technological
impermanence, and platform dependency, highlighting the curatorial and ethical implications
of immersive media. To advance the field, future research should focus on empirical
evaluations of hybrid exhibition models, develop shared frameworks for immersive design
assessment, and investigate the cognitive effects of multisensory engagement. Furthermore,
institutions and practitioners should prioritize infrastructure support and inclusive training
programs to ensure equitable access to these evolving tools. By addressing these challenges,
the field can move toward more cohesive, accessible, and conceptually rich digital exhibition
practices that redefine the future of graphic art curation.

Acknowledgements

I would like to express my sincere gratitude to Universiti Pendidikan Sultan Idris (UPSI) in
Tanjong Malim, Malaysia, for providing the academic environment, resources, and
opportunities that made this research possible, and to my supervisor, Dr.
Muhammad Fadhil Wong Abdullah, whose expert guidance, unwavering support, and
insightful feedback throughout every stage of my study have been invaluable

References

Arief, S. E., Yanuar, M. R., Priyatna, K. D., & Sari, R. F. (2025). Dynamic rgb filter on a
metaverse-based museum for color blind user. 2025 8th International Conference on
Electronics, Materials Engineering & Nano-Technology (IEMENTech), 1-7.
https://doi.org/10.1109/IEMENTech65115.2025.10959460

Cao, N. (2025). Digital art communication of cultural heritage in the internet era.
https://flore.unifi.it/handle/2158/1428601

Christou, E., Giannopoulos, A., & Simeli, 1. (2025). The Evolution of Digital Tourism
Marketing: From Hashtags to Al-Immersive Journeys in the Metaverse
Era. Sustainability, 17(13), 6016.

Darda, K. M., Estrada Gonzalez, V., Christensen, A. P., Bobrow, 1., Krimm, A., Nasim, Z.,
Cardillo, E. R., Perthes, W., & Chatterjee, A. (2025). A comparison of art engagement
in museums and through digital media. Scientific Reports, 15(1), 8972.
https://doi.org/10.1038/s41598-025-93630-0

Dargan, S., Bansal, S., Kumar, M., Mittal, A., & Kumar, K. (2023). Augmented reality: A
comprehensive review. Archives of Computational Methods in Engineering, 30(2),
1057-1080. https://doi.org/10.1007/s11831-022-09831-7

Fisher, A. W. (2020). The play in the system: The art of parasitical resistance (p. 304). Duke
University Press.

Fuchs, N. (2025). Creative synergies: The interplay of art, science, and technology in
contemporary culture. In E. Malakhatka & M. Wiberg (Eds.), Human-Technology
Interaction: Interdisciplinary Approaches and Perspectives (pp. 399-420). Springer
Nature Switzerland. https://doi.org/10.1007/978-3-031-78357-9 14

Gudikandula, N., Janapati, R., & Sengupta, R. (2025). Human-machine interactions: Evolution,
current applications, and future prospects. In Humans and Generative Al Tools for

201


https://doi.org/10.1109/IEMENTech65115.2025.10959460
https://flore.unifi.it/handle/2158/1428601
https://doi.org/10.1038/s41598-025-93630-0
https://doi.org/10.1007/s11831-022-09831-7
https://doi.org/10.1007/978-3-031-78357-9_14

Journal of Information System
and Technology Management JISTM

EISSN: 0128-1444

Volume 10 Issue 41 (December 2025) PP. 194-203
DOI: 10.35631/JISTM.1041012

Collaborative Intelligence (pp. 343-368). IGI Global Scientific Publishing.
https://doi.org/10.4018/979-8-3693-8332-2.ch015

Herath, H. M. K. K. M. B., Mittal, M., & Kataria, A. (2024). Navigating the metaverse: A
technical review of emerging virtual worlds. WIREs Data Mining and Knowledge
Discovery, 14(4), e1538. https://doi.org/10.1002/widm.1538

Kareem, S., Sujood, Waquar, A., Hussain, S., & Yasmeen, N. (2025). Navigating metaversal
transformations across tourism, hospitality, events and leisure — a systematic literature
review and future research agenda. World Leisure Journal, 1-39.
https://doi.org/10.1080/16078055.2025.2514758

MacDowell, P., Jaunzems-Fernuk, J., Clifford, J., Ghani, A., & Hoy, B. (2025). Virtual reality
in history education: instructional design considerations for designing authentic, deep,
and meaningful learning. The Journal of Applied Instructional Design, 14(1), 6-48.

Milgram, P., & Kishino, F. (1994). A taxonomy of mixed reality visual displays. /EICE
Transactions  on  Information  and  Systems, E77-D(12), 1321-1329.
https://doi.org/10.1093/ietisy/e77-d.12.1321

Muioz, A., Climent-Ferrer, J. J., Marti-Teston, A., Solanes, J. E., & Gracia, L. (2025).
Enhancing Cultural Heritage Engagement with Novel Interactive Extended-Reality
Multisensory System. Electronics, 14(10), 2039.

Obae, C., Koscielniak, T., Kaban, A. L., Stiefelbauer, C., Nakic, J., Moser, 1., & Toal, J. (2024).
Immersive learning: innovative pedagogies, techniques, best practices and future
trends.

Pietroni, E. (2025). Multisensory Museums, Hybrid Realities, Narration and Technological
Innovation: A Discussion Around New Perspectives in Experience Design and Sense
of Authenticity.

Rissanen, M.-J. (2025). Engaging with photographs: Conceptualizing socio-aesthetic agency
and the cultural participation of young children in visual arts education.

Sharma, 1., Lim, W. M., & Aggarwal, A. (2025). Creative tourism: reviewing the past and
charting the future. Benchmarking: An International Journal, 32(11), 109-149.
Skarbez, R., Smith, M., & Whitton, M. C. (2021). Revisiting Milgram and Kishino’s
Reality-Virtuality Continuum. Frontiers in Virtual Reality, 2, Article 647997.

https://doi.org/10.3389/frvir.2021.647997

Spais, G., & Jain, V. (2025). Consumer Behavior’s Evolution, Emergence, and Future in the
Al Age Through the Lens of MR , VR , XR , Metaverse, and Robotics. Journal of
Consumer Behaviour, 24(3), 1275-1299. https://doi.org/10.1002/cb.2468

Steinhoff, J. (2025). A speculative political economy of virtual/augmented reality:
Synchronization and immanentization. New Media & Society, 14614448251348898.

Subaveerapandiyan, A., Alam, A. F., Kalbande, D., & Ayanlola, A. L. (2024). Digital
transformation in libraries: Assessing metaverse readiness in Nigeria. Science &
Technology Libraries, 44(2), 150-166.

Sun, W. (2025). Museum, Al & Resonance: A Wearable Device Addressing Museum Fatigue
and More (Master's thesis, Pratt Institute).

Tene, T., Marcatoma Tixi, J. A., Palacios Robalino, M. D. L., Mendoza Salazar, M. J., Vacacela
Gomez, C., & Bellucci, S. (2024). Integrating immersive technologies with STEM
education: A systematic review. Frontiers in FEducation, 9, 1410163.
https://doi.org/10.3389/feduc.2024.1410163

Thi Vo, K. H. (2025). Augmented reality, virtual reality, and mixed reality: A pragmatic view
from diffusion of innovation. International Journal of Architectural Computing, 23(1),
27-45. https://doi.org/10.1177/14780771241254632

202


https://doi.org/10.4018/979-8-3693-8332-2.ch015
https://doi.org/10.1002/widm.1538
https://doi.org/10.1080/16078055.2025.2514758
https://doi.org/10.1093/ietisy/e77-d.12.1321
https://doi.org/10.3389/frvir.2021.647997
https://doi.org/10.1002/cb.2468
https://doi.org/10.3389/feduc.2024.1410163
https://doi.org/10.1177/14780771241254632

Journal of Information System
and Technology Management JISTM

EISSN: 0128-1444

Volume 10 Issue 41 (December 2025) PP. 194-203
DOI: 10.35631/JISTM.1041012

Tian, M., Zhang, H., Zhang, Y., Li, Y., & Canoves, G. (2024). Analyzing the progress in
Chinese tourism research over the past decade: a visual exploration of keywords and
delphi surveys. Sustainability, 16(11), 4769.

Wen, J.,, & Ma, B. (2024). Enhancing museum experience through deep learning and
multimedia technology. Heliyon, 10(12).

Yadav, M., Kanwal, P., & Dang, T. T. (2026). Microlearning for the Masses: Empowerment
of Geographically Dispersed Teams. In Navigating the Global Workforce Through
Bold Workplace Learning and Professional Development (pp. 319-346). 1GI Global
Scientific Publishing.

Yin, C. C., & Do, K. M. (2025). Metaverse and Consumer Behavior: A Systematic Literature
Review and Future Research Agenda. International Journal of Consumer
Studies, 49(4), €70097.

Zhang, Z., Wu, H., Qiu, Y., Liao, Z., & Song, M. (2025). Metaverse for logistics and supply
chain management: new framework and research advances. The International Journal
of Logistics Management.

Zhao, M., & Wu, S. (2025). Do curators’ decisions about visual elements have an impact on
knowledge acquisition in digital art exhibitions? It is analyzed from the perspective of
human cognitive processing. Cognitive Science & Interactive Art Systems, 1(1).
https://www.masonpublish.org/index.php/cognitive-Sciencsias-
interactive/article/view/241

203


https://www.masonpublish.org/index.php/cognitive-Sciencsias-interactive/article/view/241
https://www.masonpublish.org/index.php/cognitive-Sciencsias-interactive/article/view/241

