              Why I choose the bleeding theory for my research

My research primarily focuses on user interaction experiences: the multimodal applications of XR/VR technology in virtual museums. I believe that for applied research, blending theories would be more suitable for me. This is because my research involves two main aspects: 1. the use of technology, and 2. user feelings and experiences. There is inevitably a fusion of media and methods between these two aspects, which aligns well with the definition of blending theories—integrating different theories and methods to create a more comprehensive and flexible approach.
For Extending Theories and Scaffolding Theories, although both have aspects that can be referenced, they are not particularly suitable for my thesis. Firstly, Extending Theories primarily emphasize deepening and expanding existing theoretical foundations. This approach is more suitable for purely theoretical research, where one already has a viewpoint and needs to continue exploring it. For my applied research, this theory may not be appropriate, as it might not adequately focus on the integration of different theories and methods, thus failing to capture the complexity of multimodal interactions comprehensively.
Similarly, for Scaffolding Theories, the main focus is on how to provide support and guidance to help individuals acquire more skills and knowledge. However, this does not adequately reflect the interaction between technology and user experience that I am researching. Thus, it becomes evident that this theory may lead me to pay less attention to the integration of technology and user perceptions, consequently limiting the in-depth analysis of multimodal applications in my paper.
Regarding which of these three approaches is most beneficial for transdisciplinary research, I personally believe that blending is the most suitable. This is because blending theory effectively integrates different theories and methods, allowing for a more comprehensive understanding of complex phenomena. It facilitates the combination of insights from various disciplines, which is essential for exploring the multifaceted interactions between technology and user experience in your research on XR/VR applications in virtual museums.

