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Abstract - In this paper we describe a mixed reality-supported interactive viewing enhancement museum display system. With a trans-
parent interactive interface, the museum visitor is able to see, manipulate, and interact with the physical exhibit and its virtual informa-
tion, which are overlapped on one other. Furthermore, this system provides the possibility for visitor to experience the creation process
in an environment as close as possible to the real process. This has the function of assisting the viewer in understanding the exhibit and
most importantly, gaining a so-to-speak hands-on experience of the creation process itself leading to a deeper understanding of it.
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