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Abstract

This study aimed to (1) analyze museum and exhibition design principles suitable for the local
cultural context of the cultural exhibition space at the Creative Cultural Park, Rajamangala University of
Technology Isan, (2) develop a 3D cultural exhibition model to communicate local cultural identity, and
(3) evaluate the suitability of the developed 3D model and synthesize guidelines for applying AR/VR
technologies to enhance the exhibition. The study employed a Research and Development (R&D) design
using an exploratory sequential mixed-methods approach Phase 1 comprised document analysis, site
analysis, and semi-structured interviews with five experts. Phase 2 developed and refined the prototype
using SketchUp and Blender. Phase 3 evaluated the model with 370 faculty members, staff, and students
selected through convenience sampling, together with expert evaluation (n = 5) and behavior mapping.
Data were analyzed using content analysis and descriptive statistics, including Mean, Standard Deviation,
frequency, and percentage. The findings showed that the integrated use of contextual learning,
constructivist learning, participatory design, and user-centered design provided an appropriate basis for
the cultural exhibition design. User evaluation indicated a very high level of overall suitability (X = 4.83),
with cultural interpretation and local identity receiving the highest mean score (X = 4.94). Expert
evaluation also indicated a very high level of overall suitability (X = 4.83), while the technology dimension
received a comparatively lower but still high rating (X = 4.00). Behavior mapping further showed that
95.7% of participants discussed exhibition objects with others, reflecting active social interaction. The
study contributes an integrated Input-Process—-Output framework that connects local cultural context,
learning theories, participatory and user-centered design, 3D exhibition development, and AR/VR

application guidelines for educational and community cultural spaces.
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Anspidomuaraiidmssuun T Aieds dudsavuinmsgiu sl uasdosas nanmsifonudn nmays
UINITHUIAANSITEUTAMUTUNIETAUTTTULAE NN NMTIT8UIHULATINBIAANS MIBanlUULUUTdI
7w waznsesnuuuiiudlduinsifuguinaradugiudmsunisesnuuuinssansdeimusssy nans
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1. uni (Introduction)

Tugaddviafimaluladdunumddsonsdeasuaznmsousniinmsssy maluladanuduaiaaiou
(Virtual Reality: VR) aa13nduasauasy (Augmented Reality: AR) Lagnisas1ea ndiassaidouase (Virtual
simulation) lénaeiduadesiiofifiuszansamgslumssenuuuuasimuuiidauans (Parry, 2010; Bautista,
2014; Wen & Ma, 2024) uaﬂmﬂﬁiuﬂ%umaaﬁaUf@uuﬁiiuﬁm?{uﬁgaLfiuﬂ'mhLauaﬁmﬁﬂwdamaa%ﬂqaﬁﬁ
wazd iy (Bekele et al,, 2018) N159DNLUUNNTIANITINEDY 3 AR ﬁﬁwLﬁuﬁawjiwmsﬁqﬁﬁqw%mw
(Aesthetics) 9350Uszlavtn1un1slddas (Functionality) hazAuaonAd a3t UUTUNMISTMUsTSH (Cultural
Context) Wndhefussauna ilemevausinudesnmsvesfidhmlugatagdu

Aud s wninedomaluladneuseadany danitu a orasgaamngsu 2 dedunalnduindou
NuITghazuinnssunuday TausTsuvesdmianuass1¥dun (Office of the President, 2023) 81A5ANE7
uonnazdaudAymelsyiRrmansanmsanansesvadulud we. 2507 uar Judufedwantnunssy
aﬂaiw;iﬁimmLﬁiuﬁwmiﬂizqﬂmﬂ%’i’a@ﬁu?{u U A3 esduRuEnAA e (Wongsalee, 2017) viail wiiiluiidn
LaninsIAN I U BuIUIA 150 M1amns szgaldeuegisdeidonfieriausnacunazazieuainy
NANNAL V0 TAUSTIUIATIY UAAUTIIMIEEAYABNTETNENAATENINNTINYIAMAINIANYNTIMUSTINTY
msUszgndlfinaluladasioll iileaiaszaunsalnsFeusiisinnumneungitrva (Rujanapan et al, 2023)
et siauuuuingsanissiaes 3 §f iledwadesdiolunseenuuuiineulandiisnsdeanssndnual
viosdu msdaeiumsiidusin uaznsenseduUssansamnsdnuansegiedsiy

Fosfamenenmyesnisdadnssanssuuuudadu dwalimsianiwuinssanssiass 3 83 (30
Exhibition Simulation) naneidulassasrsiuguaiviaiiddalumsimdudesidasuiuiivazioa maudey
rrugsUuuuassadiouatell uenanagteiiudaruannsalunisidids (Accessibility) inuuwanmasu
ooulall iloverelonalsiuafitrenszeglnauds Sudunagnsddalunisiganguausuln (Digital Natives)
Tdhfauardmduduusanmetansssiesdu Selunindu maysannameluladanuduaiaaiy (AR) uaz
anudusiuaiiou (VR) Whduuuudiaes 3 97 Ssdheuiudsuunumueseuainnsiuidedu (Passive
Viewing) lugnsiiufduiusiiesn (Active Interaction) Fadnanmusanaluladiadiousssfanan szdionsedu
M3¥udidedn ilnannzandaluntaFeud (Flow State) uaza¥ensuaiiuiuidom suthlugmsfienuuasnis
ausnuRmuAvesdnanvalmIuusssuliegulugussu

a84l5fR annsAdunufiniuunudn ‘ﬁuﬁ%ﬂLLﬁmﬁ&ﬂﬁl’nETGUSS&U‘{]iyﬂ’]ﬁ’]ﬁiyj[,Uﬂ’ﬁ‘U%W]ﬁfﬂﬂ’]i
fufitnssansmyuiou esnuadeaguiuuuuulauagnisinneiiiugUssauaioni dwaliiAnai
Aomanslunisinseingiauans mslduasaieitliumnzan enadmaidesodednuans saidsnisivaisuvesdvu
(Visitor Flow) flAnAnunesnuasindaluunsgs dlundidu nsufudsuguuuuinssamslusasadainges
aoafinaosgnluiiuiiads viliAnauddn sumulasedafuvesemssnuamUsy Rmans wasnoliin
sutsznauuvanelaglisidu Uszneutunisdomsuumaansdnuansseminainesnuuy yuvy uazguims
Fanaiaiesiodasinmiaiiouaiaidniau shlinsdieven “Sndnwaimeimussslasy” gnanveuas wagll
anusofsgaauaulavesdidivugafdvialieguiuyssavaam

uenng uifaziimsfinwinsliuuudiens 3 ﬁﬁiuﬁﬁﬁﬁm%ﬂl’ﬂﬂ LAfIANSANYTIYIANNTIENINS
dedriipvesenmsenying 'msdemssndnvalviosfuanziu (n51v) uaz weluladfdvadddney Whiedu
oghafuszuu dafu nuideifafienusuluediets iWeTavesiedenan Tagldismeiaunanuesnuuy 3 59
(3D Perspective Modeling) L‘UumiawmwLquLLasmaadan’lwmmaauLauau%ﬁﬁﬂaumiawaﬂgumw oy
HwantoRianain anduyu uazensziunsdeasusanmaiansssliiuszavsnmwgea

aslviuazaruilanuesuddeil (Research Novelty) aginnsthiauonsauuuInisnsooniuy
ANIIANTUVUYTUINTENUAR (Tri-Integrated Exhibition Design Framework) Fafimtunisldnmsiaes 3 i
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Bsldnou Feosdanuifivmunduiaunsoldidunmuuusieosiuuuudmiunsiauiud dauanmng
Sansssuluaansunisfnwdue dely
2. :J'ﬂqﬂisa\‘iﬁs‘i’ma{fﬂ (Research Objectives)

1. WiedinsesivdnmsesnuuuiifisAnsiuasdnssansiunzauduuiuniansssuviesiu

2. iesannuuuinssansdaes 3 17 lumsaenensnanuaimsinusssuviesdy

3. ifloUsziiunnuminzanvesuuuingsansiaes 3 i Afaun wardunsziiuimansuszendld
welulad AR/VR Liteensedun1sdnuans

3. mivmmu’aiimﬂswuawqwﬁﬁlﬁ'm%’a& (Literature Review)
3.1 walulagfdnauazuuudngad 3 dntun1saysnduazinuansusannus sy

Tuthyiu weluladadvialiunumddyesneddunsiudswhuifissusinnuiiusuringlugiui
Lmumil,%'auiﬁﬁﬂﬁﬁmﬁuﬁ‘ (Bautista, 2014) n15lguuudnaes 3 8@ (3D Visual Simulation) wagwmaluladiaiiou
239 Tuuidovas Wen & Ma (2024) Fliiuinnnslddesfadiifouasmaluladmsfouiifedndioonsedu
Usgaunsaivesidrsn liidovmeTaussauidudoudilaldieuaziraulamndu uonaind nnsld
walulad Immersive fatapaing “anniglvadu” (Flow State) lumsiFeud vilsifuifnanuandeuasdudusn
dnwalneTmusssulaegnesiiusz@ndnan (Ifeanyi, 2024; Roussou, 2018) a1ndalatussumanaluladaingn
nuATeiFajsrgndldivaluladuuuysanms Tngldwenduasaiuuudiaesnim 3 37 iledrnedlnssadnauas
anmuwaindouiaiionasawefi uii dauansuuin 150 aMs10ans a qusTaussan Auglufuntsaunui
walulaganudusiaasy (AR) wazaudusiaaiou (VR) wildidunalandnlulauufduius (nteractive
Zone) mavszgndldmaluladman it mneiouvasiommeimusssufiesiu 1y amasfaunssu vio
Usedmans Tinaneidudeddviadsliney sgdiodsuiiuuszaunsalvesidnanannisivaismaien
(Passive Viewing) ludn1siidausiui@iegn (Active Engagement) LLaza%'Nam‘wmé’auﬁLﬁyaﬁiamﬁﬁ'smiuwa%’m
aadmuImenuedldegnlugusssy
3.2 negmsiFeudluuiuninsiaeiuazingsanig

N1599NUUUINTIANTTT TUTEANS A peeg vuil uguremguinisifous Tnsanizuuiin
Constructivist Learing Theory 984 Hein (2012) fldoingauaiisasdruimenuasiulszaumsaiaznis
\Fouleafudsiifeyifin aenadosiu Contextual Model of Learning w84 Falk & Dierking (2018) flagungins
BoudluRfisiusiAntuangadaues 3 U3un Ao Uiuvduyana (Anuaulaify) vTunvnedsen (n1sufduiug
AUBL) LarUTUINIINIBAIM (A mWandouLarn13eeNKkUURLA) M3thuwAauarduldlunmsoenuuy
Inssensideiamsssy Hrelifeenuuuannsaanadunmsiiouifinevaussronumainvansvesidiiv
wazduaiuliinnsinruanuraneynefausssulussAufiandadedu (Lew et al, 2019; Soren, 2009)
3.3 N1999NLUULNTIANISHAZINISANISAINEG (Exhibition and Digital Exhibition Design)

nsepnuuUinsIan el Beuhunmafudfesiuiitannaing (Object-Oriented) lgniaifu
HufiadreUszaunsal (Experience-Oriented) fianndmenssuuarnsiaisesdosiausausueg1adidoddy
(Tzortzi, 2015) InglannzegeBensoonuuy “dnssanisaavia” fysannisaninenssuneludhiumelulad
ansauwea (Parry, 2010) nsdednsseanishavialdlimunedsnisieenmandswnutednssansuuuiy uife
nseeNUUUUFANUS (Interaction Design) fioyaalvigvuivundumsnisiuidoyasemuios (Non-Linear
Narrative) n1slddeUszan (Multimedia) luiiufidaes 3 7R Faenanededitanameninvesiuiifnuandae
ylsannsmiaueidonmsasssuiidudoulinane ulsraunsaifianguuasidndsldietu

[4 of 17]



—_—

May-August 2026, 4(2), e4203 Journal of Computer and Creative Technology =/ I==f I‘-=I=j4 ISSN 2985-1580 (Print)

DOI: 10.65205/jcct.2026.e4203 NsasmeNiwesuazinaluladaineassa =% ISSN 2985-1599 (Online)

(Research Article)

[J

3.4 nMsoanuuuiiiugldilugudnans (User-Centered Design: UCD) Tuu3uniinssanis

Y
Y &

mseenuuuiugliifuaudnans (UCD) iuusvgnseenuuulinrmddyfunieanis nganssy
wazdasiiaveldnulunndunouresniswam (Norman, 2013) 1ievuuAn UCD udsegnildlunis
ponuuUingsans asdumsiregaguinansan “dei fuminddesnsdoas” undu “3Fagvuazanunsoi
anudrladeniléfifian” nssuaumsiizondedifoonuuuiesimudlangutimeoswdnds Empathy)
TuaAdei Ao nque1a1sd yaains uaztindnw ans Saiu Welinisdanedsiudl (Layout) msvenuuudn
AnsaRl¥a1u (User Interface) uagmsfmungaufduiusluuudiaes 3 {f deandesiunginssunisisouiass
vosfiinuy Hreananududeunistia (Cognitive Load) wazifinuszdnsnmlunsdearssndnuwainis
TWUTITUOE9E9ER
3.5 N19EATIEVIUATYD9I19VRIR9ARNS (Synthesis and Literature Gap)

nnmsdaaTiazilisuiisuissunsuiietesiunisesniuuinssanisiiass 3 fAGeTausssm
wui1 sddelueindnlvajgadiunisinunsdlansaiviadunsians 1wy mejadunsimuimaluladam
1009 3 DAfleruausdadsvimufatifiosegiaien (Visualization-Centric) wamsanumsldimaluladiaiiou
933 (ARVR) Tufifissausivunalngifianisidenlosiuuiunaninenssueyinyuassnanvalviosiulanziu
falundrdy swddednlugdaanmsduaneianuduiudsening “rquinisfeudauuiun” (Contextual
Model of Learning) “nszuaunisesnuuui iuglfidugudnans” (UCD) waz “n1seysndanitnenssu
Usgifmans” iidmeiuegralussuy

Fefu Ao adun Waiudesinamisivnis (Academic Gap) lABN15LaUD “NTOULUINIINIS
PONUWUULNTIANITUUUYIUINTANUAR” (Tri-Integrated Exhibition Design Framework) g ouloeszndng (1)
msutdgmdeditanandnenssuresennsuseiRenans 2) nsanenendsndnualiausssuiesdulaswniiu
qunisnmsaasiy uas (3) msldmalulad 30/ARAR ensydunsiSoudidddanevvesdlduing Fadunns
wasuunAndmguiluguuusassdiuuuy (Prototype Model) fiansnsniiluuszgnaldauldasaiduis
UURNSUaLBNING

4. ASAULUIANUIIY (Conceptual Framework)
n93dbidaaneinseuuuIAndeszuy (Systems Theory) Saufungufiniseenuuuuaznisiiousids
Tausssu lagunaninuduwus 5211979380 (Input) NSz UIUNITWAIU (Process) LazNaa W
(Output/Outcome) il
1. U298ut1 (Input Factors) laun
1.1 HademanieninuazTausssusied ulasy @n1muind onuazeddUsznouredeins
MENNTTU 2 Uavdnyae IMUFTIN)
1.2 gufn15seusiBeiausisu (Contextual Model of Learning ¥84 Falk & Dierking (2013) uas
Constructivist Learning Theory 984 Hein (2012)
1.3 wuAAN1598nLUU (User-Centered Design U89 Norman (2013) kag Participatory Design
989 Simon (2010)
1.4 weluladAivauazdelmi (3D Visual Simulation / AR / VR)

2. NSTUAUNTNAIUT (Development Process) WIUATEUIUNITODNUUUITELAZAAIU (R&D) wag
nsTuumMsd ATz iuTiaantinenssy (Spatial Analysis & Diagramming) Usenausie n1siAs1zst Site
Analysis, Bubble Diagram, Function Diagram, Circulation Diagram ia¢ Interaction Diagram LﬁaLLanqwﬁ
luguuAnmsinassitui 4 Twundn (rudousu Teudauanmdn Tsuufduius uazlvufanssuiad)

3. nanARLAZNAGWS (Output & Outcome)

1.1 waw@n (Output) lawn wuulingsan1saass 3 ARG TwLsIsH (3D Visual Simulation Model)
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1.2 wadws (Outcome) laun nsenseAumssuivesldusnstu 5 4@ loun vsunmsieuiuas
Audnte, Malidmsiy, nsdeansdnanvalinusssy, Ussaumsainiaensunl, uaskadugnsnsiteus sauds
MskannkuuTaesuluy dmsunsiaunundatansluanidunisfing

INPUT

- Physical Context: 150 sg.m. area, Industrial Building 2, and local Korat culture
- Learning Theories: Contextual Model of Leamning & Constructivist Theory

- Design Concepts: User-Centered Design (UCD) & Participatory Design

- Digital Technologies: 3D Visual Simulation, AR & VR Technologies

DEVELOPMENT PROCESS (R&D)

1. Analysis of Expert Interview Data and Spatial Data

2. Synthesis of Spatial Layouts: Site Analysis, Bubble Diagram, Function Diagram,
Circulation Diagram, & Interaction Diagram
3. Development of 3D Models: Using SketchUp & Blender, with the space divided

into 4 zones
OUTPUT & OUTCOME

OUTPUT: A 3D exhibition prototype at the Creative Cultural Park,

Rajamangala University of Technology Isan

OUTCOME: Five evaluation dimensions including 1. Learning Context and
Understanding, 2. Audience Engagement, 3. Cultural Identity Communication,

4. Emotional Experience, and 5. Experiential Learning Achievement

Figure 1. Conceptual Framework for the Design of Cultural Exhibitions at the Creative Cultural Park,
Rajamangala University of Technology Isan
5. 35AIU9UIY (Research Methodology)
5.1 sUWuUMsIY

AT TunsITouasiainn (Research and Development: R&D) Tngldmsidonuunaunaudeedisa
AWEIRU (Exploratory Sequential Mixed Methods) 1l aldayaifanaunimanuIunuagsidsrvaygniily
Fuangimdudemvuanisesnuuy neunauikazyseiiuuuuingsAnisinass 3 47 msauduniswuady
3 svey Tngluunaruidlden “wuuinssanssiass 3 §7” mnedfunuuisvavesiuiidnuansiildnaaeuts

¥ '
A A

Wi susuuMstLade waraauduiusneunisuiluldasa
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5.1.1 sveil 1 MFATeITequawuaznnsiiasziuiun (QUAL/ Analysis Phase)

Tuszezil Uszneusae (1) nshnseiionansiieniu Contextual Model of Learning, Constructivist
Learning Theory, Participatory Design wag User-Centered Design (2) ﬂ’lﬁLﬂiwﬁ‘ﬁuﬁﬁ'ﬂuamﬁwmﬂ 150
PITNLAT U Ui TRUsTIN 8MTgRAMNTIN 2 iniverduimaluladnuueadaiu Ywinuasavdnn
maumammﬂwum uas MssEUIgeMA lasaaineenans uazdedrinnislia uag (3) msdunvaifdlasaie
Flmmgdu 5 118 fednidenuuuinnzadiaseuaquarindsigiunsosnuuuinssans/Afssael
wazduAaUausssuriesiu lasfinnsananussaunmsaivionasuiiifeades doyarammeiiasieiidae Content
Analysis \iedauasz Design Requirements ey Design Concept
5.1.2 52857 2 N150DNUUURAZNAIUN (Design and Development Phase)

ALuN19UY Design Requirements wag Design Concept ﬁ]’lﬂiwﬂy‘w 1 ARILMUUTNTIANTINE0e 3 :um
Taggndunisidudiuainnisesnuuudei ui kazidunis nafvuegaududiug nsadrsFuLUUTud 1
(Prototype V1) ﬂ’lﬁmiaﬁlaauimawuafmm LLaumiﬂﬁuﬂmﬂumwmmuw 2 (Prototype V2) ﬂauu'ﬂﬂﬂiumﬂuiuam 3

L. mamuufinnseenuuy (Design Concept Development) Midansiideyatnize ol 1 1o
mvmmu,mmq'mamauamaﬂwmmuﬁﬁwmau atuayumaBsuiiduszaumsal uanderomsiidiusiuvesey

2. ﬂﬁaamwumw uil (Spatial Design) Iaal% Site Analysis, Bubble Diagram, Function Diagram,
Circulation Diagram wae Interaction Diagram Lt ornualaseadne aruduiusvesiud idunisdyas uay
AU NS

3. MINAUILUUINIIAN13T1a04 3 U7 (3D Cultural Exhibition Model Development) 6338 laz31
Fuuuuie SketchUp ua Blender wusiuilifu 4 Tou Téud Teudousu Toudauanmdn leuufauius waslou
Aonssuiasy wiouanauuanield ARAVR 91ntduth Prototype V1 i1 savgasiaaeunazysulsadu
Prototype V2
5.1.3 s302il 3 n3UszRiuMUURANNETY (QUAN + QUAL/ Evaluation Phase)

Aniun1sUsEliuANUmMLIzaNYad Prototype V2 TagysannistayaidauSunutasidananinang Ly

ATeve wagmsdanangAngsy iiledraluduanziduduwuuatuanysaliasuunmensillg

1. m3Uszfiulaggld (User Evaluation): iiudeyaainngusiiagne 370 AU MmMeluvaauauuIn 1@
Uszanaan 5 5edU AseuAquAtunIsissusiazauidile nsidiusan nsdeassndnvalnatmussy
Uszaun1sainigensual wagn1ssuimumsiseus

2. msUsziiulaegidaamey (Expert Evaluation): suiunisifudeyamndiBemaydiuau 5 510 i3
Uszaumsainsvianuwaranundiiiesdesediaies 5 U Tnefiarudemnyduandnenssuasnsosnuuy
1w 3 Au auandnenssunigly 1 au wagiuniseeniuuinusssy 1 Au

3. M3dunaNgAnTIH (Behavior Mapping): dunauaztuiinnginssuvesyldseninmaanuuudiass
U MIngAg MIaunu Msseray arwaula UARSemeesunl uazssesnanisu

4. ﬂ’mwm ‘I/iLLﬁ""lJiiL!’lﬂ’li‘?Jalla (Data Analysis and Integration): mauawaﬂimmamﬂ Wise
Al (%) mummmummmu (S D.) Anud uavdewas mumauamﬂmmwamiﬂmma Content Analysis
udysanmssaifioasuaauds gafimsiann wazwumsnsldfuuuuluuunese
5.2 Uszansuasngudnegn

1. Userins Ae fillenaldiuiiffissusiuarinssansnieluminedomaluladseunada
2197156V INGTde Ypansangatiuayy wastinAnwsyauUiyansuastudiafnw saudiuiulsyanm
5,000 Au

2. NguAg13 laanmsAuiniien1sednsazuves mls enuwl (Yamane, 1973) fsysuanuidesiu
95% warANNAAIALAABU 5% lenguiaogasiuau 370 au lngld sgudaogauuuazmIn (Convenience
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Sampling) uazdndndiunguidmving feil 9197196 117w 50 AY, yAanIaeaiuayy 31 50 Ay, UnAnw
sEAuUTQInTasUfnAne 911u9U 270 AU
5.3 1seslaity
wdoaflefllflunsitouarnafiunusadeyadmiunsinuadall Uszneude 4 sems fail

1. wuudunwalfslaseaing (Semi-Structured Interview) dmsuliiudeyauiunuagmsosnuuy

2. wuvaeunuvlaunsid@ulseauan 5 seau (Likert Scale) dmsudssiliunnumanzauues
sukuulneNguiieg 1

3. uuuUspiiunnumsnzaNvesiuluy dmiumsussiiulaodideivsy

4. 4uudnaee 3 4R (3D Visual Simulation)
5.4 nan1saszidoya
5.4.1 nadwnesideyannnnisdunealfidssvguazdiieades

NnMsduMBalFoImgFunseonuuuinssans it wazauTamusssuvissiudmau 5 91

wazandinszsiduiden (Content Analysis) nudseiduddildannisinsghifed Ul duslums
W wuIARMsoeNLUU (Design Concept) Tu 5 du deil

1. frulssiduddgymatamsssuiesiulase senuuuliidu “Aufinisdousiuats” daunse
avTousnanuaivesiosiu (Wu mslidyay vieamatsanedesduiumriiniou) lnenaunaunnusay
adeintumuBsuivesTas TR ALoE A

2. pudnwauzgldinuuazanumania ngudlinundn (@19138 yaans uagtind@ni) danmuaands
soflufififistasllunmine1dedn fesanunsaneulszaunsaifinlanin fsgaarwaula wiluvusFeafu
domdesgesuazyharndnlaldie

3. fukIeNsdaiuikasUszaunisel undawansasiinnudangugs anunsasessuianssule
AN ULUU LavAdsiiun1soenwuuiassfaunus (
3edluiingInuaniivsetiaufen

Interaction) SeniNaf YA UNUN WINNTINITALLGE

4. imuwalulaguarisunaue nMsdszyndldmalulad (1Wu ARVR) desdanuaugaivainuieudne
vosTansysn lidudeulumsldausnniiuluniluanmeunmeveaionudn
5. fuanuvimeluil uii gty anuiimendnfenisdsufiuil Tauansddrusinidusly
nanenduiiuiifideumine (Meaningful Space) FafosorfemsdanedaiinsgduliiAnnsidusunasldiom
Seuineluiinsseniseg1auiate
5.4.2 MIATEIUEUIMINIEN LA TS s TuTa suTisALERS
fufidauansilflumsssnuuusunuuiidnuusnduriesdindsuiiui autm 150 nsamns deoganslu
AUGINLTITU B1A1TRRAIMNTIY 2 uInendenalulagsivusaaday Jaminuasswdn Teamausunisdnge
118 eglndunaaseud uasilugudnuianssuiuinusssuvesindnw nsiesigiusundiiunislu 2 i fe
1. IAn1un1w (Physical Context) - M3 TArafiufl 3RS IEiLEs fiamean f\;ﬂamﬁu’wwvl‘vmw—
An-des waganudasndy Aitladsanuduiusserivaninenssuuaznisdnuans (Tzortzi, 2015)
2. fAn93ausssy (Cultural Context) - NM359UTIMTaYATNI e dnanuaivedlAs1y (WU anany
fun Useind idosmunifiudles) Tnsmaane vietandnuiniougminan “asveu” aslu Texture vaslanna 3
317 waznIEIUIIMVRIYUYY
5.5 msdanszidayatisaurulfandlduinns
Mndayanulssduddayiidmateuuamanisoonuuy Tiud anudesnsliiuidauanshminiidu
“fufinnaiFouddamalie” fazvieusndnvaivesiosiu, dnuefvuinie1ass yaans uazinfnw Aifesnis
Uszaumsalwdaning uditnladng, msldmealulagiesaunaiuanuiseuiievesinusssy lidu lidudouiuly,
nsdntiuiinrsBangu sessuRanssulivarnvans uasduduiusinninsdaingdauanadiososaien
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NMsdansgideya Ialdaniiunis A3 Site Analysis, Bubble Diagram LﬁaLLamI«fnuﬁuﬁﬁﬁzy
Usznaunie loudousu lgudnuanivan leuudunus wazlvufanssuasy, Function Diagram W owans
m’mauwuﬁmﬁw&maawwmiaamw‘u Circulation Diagram L‘wm'mLaumqmimumﬂuww ueasiidums
Anszarudiiustesiuiifiildniandie Interaction Diagram duneusina ™ uanKIuAMNTIATIER Fail

Figure 2. Physical Characteristics, Lighting Direction, Ventilation, and Limitations of the Exhibition Space

NHANTIATIER 91Asiumtlumeiiamie SRuRiuszuna 150 ans1auns druntivesdauend
corridor 81IAABALUY dauﬁwgﬁuﬁﬁmmmi FovillallFFunansEUINUAsSITNYIA wazauTiunanvnaiie
nzusenidoanie lunasfisundwesens pg I UTiAld wazdndisnsmasaun Wlviudisauans 165
wasnazanusoulurrsuisunniivly wazlasudninasnanfinnannisiiansTunndosldroutwnn us
\osanituiidauans Juiufide n3sesduumanlunisyiwadansn ieruuiidumds e backstage
zoning Wag equipment storage area

L:,NTRM\LE

— Most. Emtmd
—_— Mﬂderqte,\a (orrelated
— |ess Coreeloted

Bubble Diagram Function Diagram

Figure 3. Bubble Diagrams and Function Diagrams Showing the Spatial Zoning and Functional
Relationships of the Exhibition Areas
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- wﬁ'«fvvu
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Zowe
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Figure 4. The Circulation Diagram Showing the Movement Patterns of Visitors within the Exhibition Area

Zoning
Entrance ")
Reception zone ® (/ [)
Highlight S o * o
Exhibition 1 = @
Relatianship Exhibition 2 @

Interactive zone °

= 2 Additional activity zone
At gallerry .
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Figure 5. The Interaction Diagram Showing the Points and Characteristics of User Participation with
Various Elements of the Exhibition

6. Wan13338 (Results)
6.1 namTAAsIzvivannIseBnuUURNsATuainssansivuzsufuUsunTausssuia iy
Kan1sAEiienats usuniud uasnsdunvalidemng 5 918 Fuaseildudnniseeanuuy 4
Usenis leiud (1) @enlesmsioudiuudunmenm e uazSamsssuveslasa (2) Walemalsidvuains
AuveNUsraunsaluazdufduiug (3) Tnszuiunsesnuuunuuddusiuuazsiudlhdugudnans uaz
(@) Mineluladifuniesdioatvayuion Tasddsdsamdoude anubangu nsdyas was anudou wa
F0911ATDIDIATLAL maé’mﬁngﬂLLUadLﬂwﬁ'aﬁmummiaamt,vuLLasﬁqmmé’uﬁuﬁ‘mm“ﬁuﬁﬁqLLamﬁlu Figure 2.
— Figure 5.
6.2 HAMIWALLUUTINTIAN1II1a0q 3 1A ioFeasdndnualiiasiu
HANTAAUIAULUUIIN Prototype V1 g Prototype V2 fae SketchUp wag Blender lahuulingseinis
$1809 3 TAEMTUANUA 150 arsrauns wuadu 4 Tou ldun Reception Zone, Main Exhibition Zone,
Interaction Zone uag Additional Activity Zone T¥aananesuazfanidenlesfusndnuallasdlugunuusuede
wiendmuasiunisdendvauazgaufduiug ARVR Inoisfadumaedaes uas anufou anudangu uas
fufindsann nadndmsseniuumadenuanslu Figure 6.
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Figure 7. 3D Models of the Exhibition Showcasing Alternative Design in Option B
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Figure 7. 3D Models of the Exhibition Showcasing Alternative Design in Option B (Cont.)

Table 1. Results of the User Evaluation of the Suitability of the 3D Exhibition Model (n=370)
Evaluation Dimension Mean S.D. Rating

Contextual and Constructivist Learning 4.93 0.17 Very high
Audience Participation 4.46 0.52 High
(Participatory & Human-Centered Design)
Cultural Interpretation and Local Identity 4.94 0.22 Very high
Emotional and Experiential Design 4.90 0.20 Very high
Learning Outcome Assessment 491 0.15 Very high

Overall 4.83 0.21 Very high

NeT1INUI Jiusziuuuudtassinssanisanudlaesineylussdudunn (X = 4.83, S.D. = 0.21)
Wiefiansamnsiadiu dunisianuazdndnsainislmusssuiiaadogeqn (X = 4.94, SD. = 0.22)
sesawnfe suviunnisBeuiuaranudnla (X = 4.93, SD. = 0.17) funisussdiunadugninisiBes (€ =
4.91, S.D. = 0.15) wagAuUszaunsainIeIsualaynsIUs (X = 4.90, S.D. = 0.20) @A uN1sildIUT VDS
Fuuiireduman uideglusedud (X = 4.46, S.D. = 0.52)

Table 2. The Results of the Expert Assessment of the Suitability of the 3D Exhibition Model (n=5)

Evaluation Dimension Mean  S.D. Rating

Learning (Contextual & Constructivist Learning) 500  0.00 Very high
Participation (Participatory & Human-Centered Design) 500  0.00 Very high
Cultural Content (Cultural Interpretation & Local Identity) 5.00  0.00 Very high
Experience and Emotion (Emotional & Experiential Design) 483  0.28 Very high
Technology Use (3D Modeling/AR/VR) 4.00  0.00 High
Application and Development Potential (Feasibility & Scalability) ~ 5.00  0.00 Very high
Overall Evaluation 5.00  0.00 Very high

Overall 483 041 Very high
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NN filemng 5 Nevssdiumnumnzanvesiuuiaesinssamsauiilnesiueglussdud
11N (% = 4.83, SD. = 0.41) frumsiFeud mafidudm Wevnmedausssu dnoamlunisussgndlduaginun
wazmsUsediunmsudaaasluseduiinnn (X = 5.00, S.D. = 0.00) vaisfigudszaumsaiuazensualiianade
Tusesuiunn (X = 4.83, S.D. = 0.28) uwavaun1sidmalulad fanadsluszdud (X = 4.00, S.D. = 0.00) Fady
suildazuuumanuazndussiuiimslinuddglumsthiuuululdass

HANTAUNANGANTTH (Behavior Mapping) veei tlun1snaasauuudtaeslingsanisaiuiia (n=370)

o

ATOUARUNYANTTUNTSHAINTIN Avwaula Al URAsemeersual waznisidiaan m1s1ei 3 deil

Table 3. Behavior Mapping Results of Users in a Three-Dimensional Exhibition Simulation Experiment (n=370)

Observed Behavior Domain Observed Behavior n %
Participation & Interaction Pointed to or discussed exhibition objects 354 95.70
with others
Participation & Interaction Showed uncertainty or attempted to 346 93.50
understand the content
Participation & Interaction Paused to examine specific details longer 335 90.50
than usual
Interest & Emotional Displayed positive emotions (smiling, 326 88.10
Experience laughing, or expressing appreciation)
Interest & Emotional Showed attentive facial expressions or 320 86.50
Experience gestures while viewing
Interest & Emotional Asked additional questions about the content 310 83.80
Experience
Time Use & Response Commented after completing the viewing 321 86.80
Time Use & Response Spent longer than the allotted viewing time 190 51.40

311 Table 3. Wy Jid1vudulugdnginssudeviniuluseaugs Ingludunisiidiusiuagnis
Ufdunius wunginssunst viewnaeiiaiuingluiivssanmssiudugBusniian Anduiosay 95.70 (354 Au)
sosawnAonisuansimaneieiianudlaiion fesaz 93.50 (306 au) uaznisugagIwazBenazY
wunduni Fewar 90.50 (335 aw) lunuanuaulawasUszaunisalnisensual wulid1guuanensualideudn
Yovay 88.10 (326 A1) wardinisnudnmduduietuidomienay 83.80 (310 au) dwsudunislinauay
MsnaUaNDs NUINdHLanIANANIUTaIUNSSUTLTeYA 86.80 (321 Au) waslhldiavuiunitivundn
Wufevay 51.40 (190 A) Feazvioufeseiuauaulaiddnvesivuseuvuiiassingsanis 3 14

7. #3Unan13338 (Conclusion)
7.1 nansInziudnniseanuuUiisinsiuazinssansivansauiuuiuniausssufiodu
NENTERUATIZRTIN NMsponLUUaNTIANdimusssuluuunves ans. Saunsdeulos 4 wuAnndn
leun User-Centered Design, Participatory Design, Contextual Model of Learning wag Constructivist Learning
Theory lngldusunnunnuazdndnwal Tausssulasudutdadoind uwumesenaniiliniseenuuuliuen
welilafeenanitlon wildinalulafifuedosdioatuayudumematous mafenu uesnsiidussmos
7.2 NANIT9DNUUULATNAILILUUINADIINTIANITAUNALTITAIUS I
wuusaesiinssAmsaudifidniuiug 150 asraaaslésumsiaundu ¢ Tou liud Teudeusu Tousn
wanadn leuufduiug wazleufenssuaiy Inehatnansuas Taniideslosfusndnuallasvunanvewdy
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psAUsENRUT WA wazivuadumisdmiudeddvauas ARVR Weatuayunsiiidsdeyauaznislinoudu
o AuKUUGNIRILIAIN Prototype V1 Kun13nsiadeukarUiulsaudu Prototype V2 neun1suseidiu

HansUssiuaduayuiduluuiaumanzasdmiumsiluiausie Tnegldinsuuugaauluiiunis
Aanuuasndnualmatausssy diudunsidmsmdazuuuinitdudu vusifidoinaliasuuus
waluladininfidduduiy Seagieuinsiauidenisiiussdunsiidusunazananududeulunisld
wialulad

wan1sdAANgAnsTuTIsesuIsnansUssdudsUiinm Taenunisaunu nssasianm NSNEAR
Teasidyn Larnisiansensualieuintudadiugs wansiduwuvanansansefunsiuduiusuasanaulala
Tuszozmmans egalsinu fléursdiuddldnafuraosniifiain Sanseenuuuidumassefudeyal
gnngusianULANA9TENINIUARA
7.3 nan1susziliuanumanzaukazuiu N sussgndléinalulad AR/VR

idleysanmsaaangld §i3e1ve) uay Behavior Mapping wiamsmsltinaluladfivsnzanfonisly AR
dmsutoyaiesuuasdolsnoulugaiiiesnissieasdoaiiadu 14 VR dmiulszaunsalillianansating vie
anufinsanuandld uazeenuuuszuulildnuite lisunumssuiauamieiamusssy nan1sUseidusy
wieluladvesiBerwey (X = 4.00) Buduisziiuddglilsmaifinmaluladlviuniian usifunisidenl 1
aonndasiuiilon gl uazdosinvasiiuiiase

8. afiusenan133dy (Discussion)

NaNTITLATUAYNINNNTYIUINTT User-Centered Design, Constructivist Leaming, Contextual Model
of Learning Way Participatory Design ﬁzhEﬂ,ﬁﬂ'ﬁaaﬂLLUUﬁmmmiL%ﬁ@uuﬁiiuﬁmmaamﬂﬁaaﬁgﬁm;ﬂ% n13
Bouf wardndnuaiviesiu lnenamsUssidiuegluszdugaiegannluvansd viadl nmsfeumadumsfionsn
Mnadfdmssauwarloyatinann Jlidunsvaasuauwnnsnadeeadia

ogslsfny Welasundavieuievluusazia nuindidsu msildusmvesduu (Participatory
Design) l#SunzuuuinInfifdu (¥ = 4.46) uidseglusziuge Seazviouinusinmssenuuuazidalenalivudl
Ufduustuiden udseduvesnsdidiusawenadsegludnua “Interaction” 1nnnin “Co-Creation” nanite
feudunumluntsneuausssede uisslilifidusulunisadis wiermunidominssanmsegiauviass Ussiiu
flaenndosfuuuAavas Simon (2010) ATI1nseonuuuIEaiidudwifuseansnwarndafuiligvudu
“@madennumang” lllddies “gSuansddldneu”

Tuduveensiseus nan193988uduiuuIAn Contextual Model of Leaming (Falk & Dierking, 2013)
ke wag Constructivist Learning Theory (Hein, 2012) ﬁuwmwﬁﬂﬁ%ﬂumiaaﬂLLUUﬂisaumifﬁﬁmiﬂmi
Tnsianznindeulsaiomivuionmeiausssuvesan SstaeliiAanmsimunasadaeumnelussdudn
odlsfinu wadwsinaniagiiouin maGeudiintudnlvadegluuiumes “nmefuiifalssaumaniszer
du7 mnndimadsunandmginssy vieviauailuszezen fadudesidafiaaslésunmsdnuiiudulu
auAn

Tudszifuvesnislémalulad namsuszdiuangifesnamuindu msldmalulad (ARVR) Taziuus
nidiAdy (X = 4.00) wifazegluseiud Feagviouliifiudedoditnuradsenns 1wy arududouveanisldo
AradonvesgUnsnl iemuaenndestuuunaesiiuiiaie Ussiiullaenndosiutoiauovos Din & Hecht
(2007) MFouimslimalulaglufifisisinsiiunumdu “edosdoatuayy” innimadu “unundn” veq
Uszaumaal wnldimalulagloslimhisdeuin o1vdwmalTiannaunuAMs TS TTLTiFe NI HoaNS

uenani wansdanangfAnssu (Behavior Mapping) wandliiinguiisziumsildusuuazauena
g9 LU NITAUNUT MITAIAINY LLaumﬂ‘maﬂumiiwwmamumu Feazvioufednunmuesnsoonuuuide
Uiuaumsaﬂumiﬂiyquﬂmiaug otslsfiny msfdsdlfruunsdiu (Wszana 48.6%) Mdnanlunisiuraies
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nfimanisal eatsiisarusidulumsseniuulsraumsaifiiamainuatouazasnsaneUaLeHoAT I
wanensve ldluseduymaa (Individual Differences) ‘Ui:ﬁLﬁuﬁaamé’mﬁ’vLLuaﬁmU%deauqﬂﬂa (Personal
Context) lungui] Contextual Model of Learning 484 Falk & Dierking (2013) fioSungdmgAnssunisiFous
wazszerafilflulinssamstu gnimuslasussgda anuaands wageuauladafuvesdideuudagae
msoenuuuisiudusesainadumeniafousiidangu esessuanuvanuansiogudususss

Tavasy nansideiliifiesdusunuaenndosiunsounundammgul uddadliiuis “desine” 7
ddfylunseonuuuiinssamsdeiausssa Wun svfuvesnsildusauiidslifielu Co-Creation dosinuasms
T melulagluuiunass uazanuiimelunisadanadnsnaiFeudssoren deUszdundriannsaldidu
wwamslunsimneideuazniseenuuulueuian

9. daiauauuzaUIdy (Recommendation)
9.1 dalauauuzIBI¥INIg

Nnrafisumsiidusumesdldiiiadomnindudu ( = 4.46) mswmuinseunisesnuuuliivduan
n15l#naU (Interaction) Tugn1331maia (Co-Creation) 113y tiu N dalviruuasyuvuiidufmuaiade
dlev wiegUuuuAanssy uazmsiammaniaifeudsrerenieUssidumavdsunlasituanudlauas
waundzinsAnyinSstealildTnlngmse
9.2 Yarauauus B Un

idesaniifnmgliazuuudunisldineluladainifiddu ( = 4.00) mahdunuululdasensiden
waluladindidndu senuuudwdndelildnuine wasaasunumionvesgunsainugrudedinsuuas
il uarnsdes venndaasldszuudauansiibanguuas Yanfideulosfuuiuniiesiu iiesesiuiingsanis
yudguazRaINTINTIMAUYIYY

NnuaATeRnuhldussnasesar 48.6 1arsurutesninnguileguuiAunaniidmun asinw
AULANANTENI Y ARARALDDNLUUEUN NS T sunassedy TauaTsuifisulssaunisalsening
TnssAnsuuusRLFUInssANSAl Immersive Technology warvenengusitegeluduinieu Invieudien
uazuvUYiDsty eifinauasalumsssdanaludsngudlifvanmane

10. wauszleviildFu (Contributions)

naUsleviiildsuddey 3 Usenns toud (1) WWLINTOUYIUINTUUY Input-Process-Output fidoules
Uiunituiuar Tausssudunguinmaioud nseenuuuuuuiauson uazniseeniuuiiidugld (2) wasnseu
fanamgnszuaumaiaukuuseosinssamamuind miuiuifaussaluminedosadutuneu fu
MIATIEUTUNAINAMIsUSEEIY way (3) Tindngiuanngld QL%'smmy wag Behavior Mapping Lﬁa%ﬁmmvﬁa
susndnuainarUszaunsal saenaulszifiuiimsiaundunsidusnuaznsliinelulad feamsouszgnd
Huuuamsdniuaniunsinuuasiuiitansssuviosiusuls

11. dodinvain153dy (Limitations)

1. fodina1unguiegns (Sample Limitation)nqusietnsdiulvgjilue1ansd yaains wasindnw
meluiminendomaluladssusnadau Falldnvaziamslusussiumsinw Yssaunisal wasanuduiag
fuwealula fafu nansideenalianunsadrsdailuludmnguusesnsdu iy dnviondieaialu uioyuu
viesiuluuuniuansefuldlnenss

2. Yodnfinduuiunn1snnaes (Experimental Context) N15Useidukuuiingsan1sdnass anfiunisy
UuUUsULUY (Prototype) uazanmiandouTiaes Feoraunnsnsnmisliauaisduiiuiidauansifidosin
dunan fufl usgngRnsaugidnuiivannvans dwalinadnsilldoragend vieuansnsninaniunisaiaie
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wWaguwlasuvieuai anudladdn viienginssunmseusnyinusssy
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