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Abstract

The first purpose of this research is to develop a cooking MR
assisted training system, using mixed reality (MR) technology to
construct a cooking assisted training system that effectively
improves the training effect. the second purpose of this research is
to explore whether MR can enhance the learning effect of users in the
process of cooking education and training, so as to understand the
feasibility of MR in cooking education and training. the third purpose
of this research is to try to understand whether MR has an impact on
the spatial ability and cognitive load of the user in cooking
learning, as well as the cooking behavior and learning process of the
user.
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