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Abstract

This study presents the development of a web application integrated with
virtual reality (VR) technology to enhance the potential of Thai art and cultural
businesses, with a specific focus on the Suan Mai Thai Ban Por Liang Muen community
in Lamphun Province. The system consists of three core functions: a virtual gallery, an
online shop, and an activity booking system. The application was developed following
the Software Development Life Cycle (SDLC) methodology, incorporating field-based

data and evaluated using a mixed-methods approach. The technical testing results



demonstrated that the system performed accurately and efficiently in all core
functionalities, passing all defined test criteria. Meanwhile, the user experience was
assessed using a questionnaire based on four dimensions—usability, aesthetics,
engagement, and accessibility with feedback from 50 users. The findings indicated a
high level of user satisfaction. The results highlight the role of immersive technologies
in promoting engagement with cultural heritage and the transformative potential of

digital systems in driving sustainable local creative economies.
Keywords: Digital Technology; Art Business; Digital Management; Web Application
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