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ABSTRACT

This research aims to explore the use of virtual tour web systems as an inno-
vation in developing the tourism sector in the Selayar Islands Regency, high-
lighting the potential of tourist destinations in the area. Using a Research and
Development (R&D) method with an Interactive Multimedia System Design
& Development (IMSDD)approach, this research produced an interactive sys-
tem that allows users to explore tourist sites virtually. The system includes 360-
degree panoramas, videos, maps, and tourist information. 34 respondents were
involved in evaluating the system using the USE Questionnaire, focusing on
three dimensions: Usability, Satisfaction, and Ease of Use. The results showed
that the system was highly appreciated, with an average feasibility score of 81%,
indicating that the Virtual Tour system is very feasible and suitable for promot-
ing regional tourism as well as providing guidance for tourists to get to know
more about tourist destinations virtually. These findings suggest that Virtual
Tour technology can be an effective tool in enhancing tourism marketing, espe-
cially in post-pandemic times when physical travel is limited.
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1. INTRODUCTION
The Selayar Island Regency, located in South Sulawesi, Indonesia, encompasses small islands in the

Selayar Strait [1]. Its capital, Benteng, is renowned for its natural beauty, pristine beaches, and coral reefs. The
local economy is supported by tourism and fisheries [2]. This region has rapidly developing tourism potential,
strategically situated between Bali, Labuan Bajo (NTT), and Lombok (NTB) [3]. The natural beauty and
cultural richness of Selayar Island make it a promising area for tourism development for both domestic and
international visitors [4, 5]. A key attraction is Taka Bonerate Marine National Park, recognized by UNESCO
as a biosphere reserve and the third largest and most beautiful atoll in the world [6, 7]. Additionally, Selayar
Island offers a diverse array of tourist attractions, including 72 marine spots, 22 historical sites, 21 cultural

Journal homepage: https://att.aptisi.or.id/index.php/att

https://doi.org/10.34306/att
 https://orcid.org/0009-0005-8115-681X
 https://orcid.org/0009-0001-9553-7550
https://orcid.org/0009-0009-8664-3704
https://orcid.org/0000-0002-8755-6874
https://orcid.org/0000-0002-8902-2278
https://orcid.org/0009-0002-9144-1372
mailto:mustika@handayani.ac.id
mailto:sutarsi.suhaeb@unm.ac.id
mailto:mirfan@handayani.ac.id
mailto:andryantoaman@polipangkep.ac.id
mailto:amaulidinnawati@akba.ac.id
mailto:nicholaslach@rey.zone
https://creativecommons.org/licenses/by/4.0/
https://doi.org/10.34306/att.v7i2.574
https://creativecommons.org/licenses/by/4.0/
https://att.aptisi.or.id/index.php/att


664 ❒ E-ISSN: 2656-8888 | P-ISSN: 2655-8807

destinations, 13 natural attractions, 6 karst locations, 4 water tourism sites, 3 agro areas, and 1 religious site.
The tourism sector in Kepulauan Selayar Regency has faced significant challenges in recent years

due to the global pandemic [8, 9]. Travel restrictions and social interaction limitations imposed during the
pandemic have hindered tourist mobility and adversely affected the tourism industry as a whole. In response to
this situation, the government and tourism industry stakeholders must adapt to new strategies to sustain tourist
interest and participation [10].

One solution that can be implemented is the utilization of Virtual Tour technology. This technology al-
lows tourists to explore destinations virtually through computers or mobile devices, employing visual displays,
audio, and other interactive experiences [11, 12]. With Virtual Tours, prospective travellers can experience the
sensation of being physically present at a tourist location, even if they cannot visit it directly [13].

In an effort to promote tourist destinations in the Selayar Islands Regency and address the impacts of
the pandemic, Virtual Tour technology can serve as a highly effective tool.

Various previous studies have used the Research and Development (R&D) approach of Interactive
Multimedia System Design and Development (IMSDD) to develop interactive multimedia. [14] developed
information technology-based interactive multimedia for entrepreneurship learning using the R&D method,
which involves the stages of needs analysis, design, development, implementation, and evaluation. [15] used
the IMSDD method to develop the Gerbang Game application, an educational game with the theme of Indone-
sian colonial history based on Android, through the stages of system requirements, design, implementation,
and evaluation. [16] applied the APPED model in R&D research to develop interactive multimedia as a learn-
ing solution in the COVID-19 pandemic era, with the aim of encouraging students’ critical thinking. [16]
utilised augmented reality technology in the development of a virtual tour as an interactive multimedia for bi-
ology learning, which provides an innovative learning experience by utilising modern visualisation technology.
These studies show that the development of interactive multimedia can use the R&D method of the IMSDD
approach [17].

Interactive multimedia systems, particularly virtual tours, have emerged as powerful tools for educa-
tion and tourism promotion. The Multimedia Development method is commonly used to design and develop
these systems [18, 19]. Virtual tours offer 360° panoramic views, voice-over information, and text details,
allowing users to explore locations remotely [20]. In educational contexts, virtual tourism-based interactive
multimedia has been found highly feasible and suitable for learning activities. These systems can serve as in-
formation hubs, providing profiles, social media links, and reviews for tourist attractions Beyond virtual tours,
interactive multimedia in education encompasses various technologies like gamification, simulations, and aug-
mented reality, enhancing teaching and learning experiences [21]. The implementation of these systems in
both the tourism and education sectors shows promising results in engaging users and promoting destinations
effectively.

Recent studies have explored the potential of 360-degree Virtual Reality (VR) tours in promoting
tourism, particularly mountain walking. Using the Stimulus-Organism-Response (S-O-R) model, researchers
have found that VR experiences can positively influence visit intentions through factors such as vividness,
presence, and emotional involvement [22]. The authentic experience provided by VR tours has been shown to
impact cognitive and affective responses, which in turn influence attachment and visit intention. Key attributes
of VR travel, including sense and information quality, contribute to the flow experience, leading to satisfaction
and increased visit intention. Furthermore, VR has been demonstrated to be an effective promotional tool
at consumer travel fairs, with positive responses across demographic groups and an increased likelihood of
visiting the showcased destinations [23]. These findings highlight the potential of VR as a powerful marketing
tool for tourism destinations.

Recent studies have highlighted challenges in survey response rates and respondent demographics
across various fields. Response rates have declined significantly over time, with one maternity survey dropping
from 67% in 1995 to 29% in 2018 [24]. Demographic factors consistently associated with higher response
rates include older age, being married, UK-born status, and living in less deprived areas. However, socioe-
conomically vulnerable individuals are often underrepresented, potentially biasing results New data collection
methods, such as online questionnaires and smartphone applications, offer alternatives but may impact respon-
dent characteristics [25]. Despite these challenges, some studies found minimal non response bias; for instance,
a farm injury survey reported few differences between responders and non responders, although early respon-
ders reported more injuries than late responders. Researchers suggest using multiple data collection methods
and sophisticated bias control techniques to improve survey representativeness [26].

APTISI Transactions on Technopreneurship (ATT), Vol. 7, No. 2, July 2025, pp. 663–675



APTISI Transactions on Technopreneurship (ATT) ❒ 665

Web and virtual tour technologies not only enable wider and more in-depth promotion to potential
tourists but also help to increase awareness and understanding of the area’s tourism potential. This research
aims to explore the use of virtual tour web systems as an innovation in the development of the tourism sector in
Selayar Islands Regency while highlighting the potential of tourist destinations in the area. It is hoped that the
results of this research can make a significant contribution to advancing regional tourism through innovative
technological approaches.

2. METHODOLOGY
2.1. Research Site and Data Collection

This research was conducted from August to December 2024 in Selayar Islands Regency, South Su-
lawesi Province, Indonesia. The selection of this location was based on the potential of the area to offer a variety
of enchanting tourist destinations, which have been recognised by UNESCO as one of the world-class tourist
destinations. Research data collection was carried out at several key tourist destinations, including Takaboner-
ake, Sumingi Turtle Conservation, Balojaha, Liang Tarrusu, Bonemalea, Liang Lipang, Bahuluang, Nane Hill,
Tambolongan, Bone Kiddi, Karang Tomb Island, Bunging Bahuluang, Bone Malea, and Liang Kareta. These
locations represent the region’s rich cultural and natural heritage, contributing to the study’s exploration of
local tourism potential.

2.2. Demographic Information of the Respondents
Respondents in this study totalled 34 people consisting of 17 men and 17 women, with the following

age distribution: less than 20 years 11.8%, 21-30 years 61.8%, and 31-40 years 26.5%. In terms of education,
52.9% have completed junior high school, 35.3% hold a bachelor’s degree, and 11.8% have a master’s degree.
Regarding technology usage, 94.1% use it every day, while 5.9% use it several times a week. When it comes
to experience with virtual tours, 47.1% have used virtual tour technology, while 52.9% have never used it.
Additionally, based on the location of the domicile, 91.2% live outside the Selayar Islands Regency, while 8.8%
reside within the regency. This study provides a comprehensive overview of the demographic and technological
characteristics of the respondents.

2.3. System Development Method
The system development method used in this is Research and Development (R&D) with the Interactive

Multimedia System Design & Development (IMSDD) approach, the IMSDD method is used for the design and
development of interactive multimedia application systems consisting of stages ranging from System Require-
ment, Design Consideration, Implementation, and Evaluation. IMSDD focuses on an organised and structured
design approach.

The system architecture is based on a client-server model, utilizing a combination of web technologies
and multimedia integration to deliver a seamless virtual tour experience. The backend of the system is devel-
oped using a Node.js framework for server-side operations, ensuring scalability and efficient data handling.
The database uses MongoDB to store multimedia content, such as 360-degree images, videos, and metadata
for tourist destinations. For the frontend, the system employs React.js to create an interactive and responsive
user interface, while Three.js is utilized to enable 3D and panoramic rendering of the virtual environments.
Additionally, RESTful APIs are implemented to facilitate communication between the frontend and backend,
ensuring efficient data retrieval and update processes. The hosting environment is powered by AWS, providing
reliability and global accessibility for users. This technical foundation not only supports the system’s functional
requirements but also ensures its robustness and scalability for future enhancements.
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Figure 1. Stages of the IMSSD Development Method

• System Requirement.

The first stage in IMSDD is (1) defining the system in general, (2) clarifying each user who will use
the system, (3) evaluating each hardware and software requirement that will be used, (4) considering the
technology or delivery media that will be used in the system to be created.

• Design Consideration.

The second stage is to describe clearly and in detail the design of the media that will be created through
the user interface design.

• Implementation.

The third stage of IMSDD is to create a system prototype and test the prototype that has been created.

• Evaluation.

The last stage of IMSDD is to evaluate the virtual tour system according to the objectives of the system
development.

2.4. USE Questionnaire and Feasibility Scale
Table 1 The questionnaire method used in this research is the USE Questionnaire, a method that is

often used as an evaluation instrument designed to measure the user experience of a system based on three main
dimensions, namely, Usefulness, Satisfaction, and Ease of Use, especially in research to assess the quality or
feasibility of a system, product, or service.

Table 1. USE Questionnaire
Aspect Statement

U1-Usefulness This Virtual Tour System helps me find information about tourist sites in Selayar Islands Regency.
U2-Usefulness The features in this system are useful for me as a user.
U3-Usefulness This system makes travel planning more efficient.
U4-Usefulness The system provides accurate and up-to-date information about tourist sites.
U5-Usefulness I feel this system is important to improve the tourism experience in Selayar Islands Regency.
S1-Satisfaction The system is easy to use even for users who are not very tech-savvy.
S2-Satisfaction Navigation within the system is easy to understand.
S3-Satisfaction I was able to quickly learn how to use the system.
S4-Satisfaction The interface of this system is well-designed and makes it easy for me to find the features I need.
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Aspect Statement
S5-Satisfaction The system is responsive to my commands.
E1-Ease of Use I am satisfied with the experience of using this Virtual Tour system.
E2-Ease of Use The system fulfils my expectations in providing information about tourist sites.
E3-Ease of Use I would recommend this Virtual Tour system to other people who want to visit Selayar Islands Regency.
E4-Ease of Use I feel comfortable using this system to plan my travel.
E5-Ease of Use Overall, I am satisfied with the quality of this Virtual Tour system.

The feasibility assessment uses a Likert scale model, the Likert scale model used starts from the lowest
assessment, namely ’Strongly Disagree’ to the highest assessment, namely ’Strongly Agree’, which is shown
in Table 2. Furthermore, the results obtained from the questionnaire are processed using a measurable strategy,
to obtain objective and accurate values in assessing the feasibility of the system being developed.

Table 2. Feasibility Scale
Scale value Classification

<21 Very Unworthy
21-40 Not Worth It
41-60 Neutral
61-80 Proper

81-100 Very Decent

Table 2 illustrates a Feasibility Scale that categorizes scale values into five classifications. Scale values
below 21 are classified as ”Very Unworthy”. Values between 21-40 fall under the ”Not Worth It” category.
Scores ranging from 41-60 are labeled as ”Neutral”. Values from 61-80 are classified as ”Proper”, while scores
between 81-100 are considered ”Very Decent”. This scale is used to assess the feasibility of a system, product,
or concept based on the obtained score.

3. RESULTS
3.1. System Requirement

The initial stage before the virtual tour is created, this stage explains several aspects of preparation
before the virtual tour is created.

3.1.1. System Definition
This virtual tour web system is a system that can be used as a tour guide for tourist attractions in the

Selayar Islands district, this system was built to make it easier for users to see tourist destinations directly with
a 360-degree panorama. Tourist destinations that can be accessed on the system are Takabonerake, Sumingi
Turtle Conservation, Balojaha, Liang Tarrusu, Bonemalea, Liang Lipang, Bahuluang, Nane Hill, Tambolongan,
Bone Kiddi, Karang Tomb Island, Bunging Bahuluang, Bone Malea, and Liang Kareta. The system also
features maps, 360 photos, videos, English language options, social media and information about the system
developers.

The virtual tour system was developed with a focus on handling the high computational demands
of rendering 360-degree images and video. To achieve this, the design prioritizes modularity and scalability.
Node.js was selected as the backend due to its non-blocking, event-driven architecture, which allows simul-
taneous processing of multimedia requests. MongoDB’s document-oriented database schema was ideal for
storing hierarchical data such as tourist site metadata, 360-degree image paths, and user interactions. To ensure
smooth delivery of content, AWS S3 was utilized for static asset storage, enabling content distribution via a
global Content Delivery Network (CDN). On the client side, React.js paired with Redux for state management
was crucial in maintaining a responsive and dynamic user interface across devices. Challenges such as deliv-
ering high-quality panoramic images without affecting load times were addressed by implementing adaptive
streaming and image compression using the WebP format.

3.1.2. User’s Profile and Needs
The users of this virtual-tour web system are local and international tourist visitors, who need informa-

tion before they actually visit tourist sites. The purpose of making this system is to help local and international
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visitors see directly the virtual panorama of tourist destinations in the Selayar Islands Regency. So that these
visitors get information from the tourist destinations that have been provided.

3.1.3. Hardware and Software Consideration
System requirements Creating a Virtual Tour requires specific system requirements: sufficient hard-

ware with recommended 16 GB RAM and i5 or i7 processor; compatible software, including recommended
operating systems Windows 10 and 11 or OS X; browser; sufficient network bandwidth for smooth content de-
livery; and support for content formats such as 360-degree images and videos, to ensure optimal performance
and user experience.

3.1.4. Delivery Consideration
At this stage, the virtual-tour web system is disseminated through the website virtualtourselayar.com,

so that the system can be accessed by users anytime and anywhere as long as it is connected to internet access.

3.2. Design Consideration
The virtual-tour web system design stage includes preparation and materials that will be needed for

the interface and so on.

3.2.1. Design Metaphor
This stage is part of the design that aims to adopt facts from the real world into a virtual-tour system,

the facts taken are the results of documentation of data collection of tourist locations in the form of videos, 360-
degree photos, and descriptions of interview results from the local government (tourism office of the Selayar
Islands Regency).

3.2.2. Information Type and Format
The formats and types integrated into the virtual tour web system consist of 360 images (jpg), sound

(mp3), and video (mp4).

3.2.3. Navigation Structure
The navigation structure of this virtual tour web system is described using a use case diagram. Use

case diagram describes the functions of the system performed by the user. Figure 2 shows the role of ac-
tors in the system, admin actors can manage tourism data, manage website content, manage users, and edit
profiles. User actors can see virtual tour coordinates on maps, see website information such as about system
development, and can access virtual tours. The following is a use case diagram of the Selayar Islands Regency
virtual-tour web system.

The use case diagram provides a clear representation of the interactions between the system and its
users, emphasizing the roles and activities that each actor can perform. It helps to identify the primary features
of the system and the flow of actions required to achieve specific goals. For instance, the admin actor’s ability to
manage tourism data ensures the accuracy and relevance of information displayed to users, while the capability
to edit profiles supports dynamic system administration. On the other hand, the user actor’s access to virtual tour
coordinates on maps and other system information enhances user engagement by providing an interactive and
informative experience. This structured approach to illustrating system functionality ensures a comprehensive
understanding of how the system operates and serves its intended audience effectively.

3.2.4. Media Preparation and Integration Issue
This stage pays attention to the media that will be integrated into the creation of a virtual tour web

system, where each media will one by one form a complete system. The intended media such as images, sound
and video will be put together well to provide visual and sound effects. The media used in this system is
the result of data collection in the form of 360-degree videos and photos, and additional free assets from the
internet such as music and images such as icons. The media is collected, then selected and used one by one
according to the required system design.

3.3. Implementation
The IMSDD implementation stage has two stages, namely: prototyping and beta testing.
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Figure 2. Use case diagram system web virtual-tour

3.3.1. The virtual-tour web system prototype is a user interface display when users access the system.
At this stage, several user interfaces are described. The implementation phase focused on translating

system requirements into functional prototypes while iteratively solving technical and user experience chal-
lenges. The use of Three.js enabled the seamless rendering of 3D panoramas, incorporating interactions like
zooming and panning with minimal latency. RESTful API endpoints were developed to handle queries ef-
ficiently, such as retrieving location-based multimedia content or filtering destinations by category. During
prototype testing, latency issues were identified when loading large multimedia files, which were mitigated
by implementing server-side caching using Redis and adopting lazy loading for on-demand content retrieval.
Additionally, user interface adjustments, such as dynamic tooltip generation and keyboard navigation support,
were introduced to accommodate a wider range of accessibility needs. These implementations ensured the
system maintained high performance and usability, even during peak loads or on lower-spec devices.

• Main page

The user interface on the main page is the display accessed by users when visiting the virtual-tour web system,
on this page users can view coordinates from maps, view information, and access tourist destinations. This sys-
tem provides two languages, namely Indonesian and English, making it easier for users to choose the language
they understand. The following Figure 3 is the main page display.

Figure 3. Main page

• Virtual-tour

The virtual tour user interface, displays details of tourist destinations that have been selected by the user, on
the page the user sees a 360-degree panorama, additional features provided in the form of information or
description of the tour, list of panoramas, and tourist locations. The following is Figure 4 of the virtual tour
display.
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Figure 4. Virtual-tour

• About us and contact page

The About and contact pages display information on the Selayar Islands regency, and system developer infor-
mation. The following Figure 5 is the about us and contact page that has been implemented.

Figure 5. About us and contact page

The developed virtual tour prototype offers an interactive experience by utilizing a RESTful API to
display the main map, destination information, and virtual tours that showcase the beauty of Selayar Island.
The main page serves as the initial access point, while the virtual tour provides detailed views of destinations
integrated with landscape visualizations, allowing users to explore locations virtually. The about and contact
page complements the system by providing essential information about Selayar Island and the developers,
making it a comprehensive tool for promoting technology-based tourism.

3.3.2. Beta testing
The Beta testing stage in this study uses the USE questionnaire method, where 34 users are involved to

assess the product based on their experience using the system, the questionnaire contains statements according
to the aspects of Usefulness, Satisfaction, and Ease of Use.

The feedback gathered through the USE questionnaire played a pivotal role in refining the virtual
tour system. Respondents highlighted the need for faster loading times and smoother navigation, which led to
the optimization of the backend database queries and image compression techniques to improve performance.
Additionally, users requested a more intuitive interface for accessing specific tourist sites, which resulted in
redesigning the navigation structure to include a clear dropdown menu and search functionality. Feedback on
the responsiveness of the system prompted the development team to implement real-time error handling and
dynamic loading of content, ensuring a more seamless user experience. These adjustments, directly influenced
by user input, significantly enhanced the system’s usability, satisfaction, and overall functionality.

Table 3. Questionnaire evaluation
Aspects Respondent score Maximum score Percentage

U1 142 170

81.9%

U2 139 170
U3 142 170
U4 137 170
U5 136 170

Total score of respondents (Usefulness): 696 850
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Aspects Respondent score Maximum score Percentage
S1 132 170

79.1%

S2 138 170
S3 138 170
S4 133 170
S5 131 170

Total score of respondents (Satisfaction): 672 850
E1 139 170

81.9%

E2 139 170
E3 143 170
E4 136 170
E5 139 170

Total score of respondents (Ease of Use): 696 850
Average 80.9%

Table 3 resents the evaluation results from the USE Questionnaire used to assess the feasibility of the
Selayar Islands Regency Virtual Tour system based on three main dimensions: Usefulness, Satisfaction and
Ease of Use. Respondent’s lowest score was 131 on aspect S5 (Satisfaction), indicating the need for more
attention to the responsiveness of the system to user needs. In contrast, the highest score of respondents was
143 on aspect E3 (Ease of Use), which indicates that respondents are very satisfied with the system and tend to
recommend it to others. Referring to Table 2, the average value of Table 3 is 81% (rounded from 80.9%), which
falls into the ‘Very Decent’ classification on the feasibility scale. This shows that the Virtual Tour system is
very feasible based on the respondents’ evaluation.

4. DISCUSSION
The development of a virtual tour Web System for tourist attractions in the Selayar Islands Regency

using a Research and Development (R&D) methodology with an Interactive Multimedia System Design and
Development (IMSDD) approach has proven to be an effective means of promoting regional tourism potential.
Similar research by [27] demonstrated the positive impact of virtual tour technology in promoting cultural and
heritage tourism, emphasising its role in attracting tourists and raising awareness of lesser-known destinations.

A closer comparison with other virtual tour projects implemented in regional or cultural contexts
further underscores the distinctiveness of the Selayar Islands Virtual Tour system. For example, virtual tour
systems such as those developed for Bali and Yogyakarta primarily focus on well-known tourist attractions and
cultural heritage, often lacking integration with lesser-known or remote destinations. In contrast, the Selayar Is-
lands system uniquely combines the promotion of UNESCO-recognized marine sites, such as the Taka Bonerate
Marine National Park, with features that spotlight local cultural, historical, and natural attractions. Moreover,
this system stands out by offering bilingual support (Indonesian and English), a feature not commonly found
in many local virtual tour systems. It also integrates interactive 360-degree panoramas and detailed multimedia
content, enabling a more immersive experience than the static or minimally interactive tours available in similar
initiatives. By targeting underrepresented destinations and providing comprehensive functionality, this system
not only meets but exceeds the standard expectations for virtual tourism platforms in the region, reinforcing its
novelty and contribution to the field.

Similarly, research by [28] showed that virtual tours can significantly increase the attractiveness of
tourist destinations by providing an immersive and engaging experience for potential visitors. The results of
the USE Questionnaire evaluation, which assessed Usability, Satisfaction, and Ease of Use, showed that the
system received high appreciation from the respondents. With an average score of 81%, which is categorised
as ’Very Feasible’ on the feasibility scale, the system is considered useful, easy to use, and satisfying. This is
in line with findings from previous research, such as that conducted by [11], who also found that virtual tour
systems can increase user satisfaction and ease of use, so it is clear that virtual tours offer significant value,
especially in terms of providing practical and efficient information.
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Interactivity and multimedia features, such as 360-degree images, audio, and detailed descriptions in
Virtual Tour systems, have been shown to provide a more immersive and engaging experience for tourists.
Research by [29] shows that the use of virtual reality technology, including interactive multimedia elements,
can increase travelers interest in a destination through the creation of emotional closeness. This is in line
with the findings of Guttentag, who stated that this technology is very effective for providing comprehensive
information, especially in locations that are difficult to reach physically. Research by [30] confirmed that the
integration of features such as 3D virtual worlds and interactive technologies can expand accessibility for both
local and international travelers. Research by [31] showed that user experience at tourist destinations can be
enhanced by using virtual reality and augmented reality, particularly in cultural tourism and remote locations.
The addition of accessibility in multiple languages, as implemented in the Virtual Tour system for the Selayar
Islands Regency, has also been supported by [32] research, which highlights the importance of inclusive and
personalised tourism experiences. Thus, features such as 360-degree images, multilingual descriptions and ease
of navigation in this system not only enhance the attractiveness of the destination but also expand accessibility
for local and international users.

Furthermore, a deeper comparison with existing virtual tour systems in Indonesia highlights the dis-
tinctive qualities of the developed system. For instance, while the Bali Tourism Board’s virtual tour system
primarily focuses on cultural attractions with limited interactivity, the Selayar Islands Virtual Tour system in-
tegrates 360-degree panoramas, bilingual support, and comprehensive tourist guides that encompass not just
cultural but also marine, historical, and agro-tourism sites. Similarly, unlike the Jogja Virtual Tour which cen-
ters on historical narratives, this system provides a wider array of multimedia elements, including immersive
audio-visual features and detailed user-centric navigation tools. These additional functionalities cater to both
local and international audiences, positioning the Selayar Islands system as a more holistic and inclusive virtual
tourism solution [32].

In addition, the implementation of a system like this can help overcome various issues faced by the
tourism sector in the Selayar Islands Regency, such as limited infrastructure or accessibility issues, and can be
an innovative promotional tool to reach a wider audience, findings of this research also hold potential implica-
tions beyond the tourism sector. In edupreneurship, virtual tour systems could be adapted to create interactive,
immersive learning environments. For instance, educational institutions can leverage similar technologies to
develop virtual campus tours, enhance remote learning experiences through virtual labs, or showcase cultural
and historical sites for educational purposes [33]. Similarly, in healthpreneurship, such technologies could be
employed to develop virtual environments for mental health therapy, such as guided relaxation tours in natural
settings, or virtual orientations for hospital facilities to reduce patient anxiety. By extending the principles of
interactive multimedia and user-centered design to these sectors, the impact of virtual tour technologies can be
amplified, demonstrating their versatility in addressing diverse entrepreneurial challenges and opportunities.
These broader connections underscore the significance of this research in driving innovation across multiple
domains [34].

The virtual tour system not only supports tourism promotion but also acts as a catalyst for local
entrepreneurship by fostering opportunities for new digital ventures. For example, local startups could lever-
age this platform to develop complementary services such as virtual souvenir shops, personalized virtual tour
guides, and AI-driven itinerary planners. Moreover, by providing a digital infrastructure, this system enables
small businesses in the tourism sector, such as local hotels, restaurants, and transport providers, to integrate
their services directly into the platform, enhancing visibility and market reach. Beyond tourism, the virtual
tour framework can inspire entrepreneurs in sectors such as digital marketing, by creating immersive promo-
tional campaigns, and e-commerce, by integrating virtual storefronts for local products. These initiatives not
only stimulate economic activity but also encourage the adoption of innovative technologies, fostering a digi-
tally driven entrepreneurial ecosystem in the Selayar Islands Regency and beyond.

Beyond tourism, the virtual tour system demonstrates significant potential for fostering innovation
in other entrepreneurial sectors. In edupreneurship, similar platforms can be developed to provide immersive
virtual classrooms or training modules, enhancing access to quality education in remote areas. The system’s
integration of multimedia elements, such as 360-degree videos and interactive simulations, could revolutionize
digital learning experiences by offering virtual labs, historical recreations, or cultural exchanges. In health-
preneurship, the virtual tour framework could support initiatives such as virtual wellness retreats, guided med-
itation tours in serene natural settings, or virtual hospital tours to familiarize patients with facilities and reduce
anxiety before procedures. Additionally, the platform’s ability to highlight social impact projects makes it
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highly applicable to socialpreneurship, enabling local artisans, small-scale producers, or NGOs to showcase
their work and connect with global audiences. By bridging the gap between innovation and accessibility, this
virtual tour system serves as a template for entrepreneurial ventures that combine technology with social and
economic empowerment, driving growth in various sectors Offering a glimpse of its natural beauty to potential
travellers around the world.

5. MANAGERIAL IMPLICATION
The managerial implication of this study suggests that companies aiming to capitalize on Gen Z’s pref-

erence for eco-friendly products should understand the significance of functional and green value in purchase
decisions. The findings indicate that managers should focus on developing products that not only offer practi-
cal benefits but also reflect a commitment to environmental sustainability, as both values serve as key drivers
influencing purchase intentions. Furthermore, communication strategies emphasizing positive environmental
impacts can strengthen the brand image among young consumers who are increasingly conscious of sustain-
ability issues, thereby creating a competitive advantage in a market that prioritizes social and environmental
responsibility.

6. CONCLUSIONS
The conclusion of this research shows that the development of a Virtual Tour system for the Sela-

yar Islands Regency, designed using the Interactive Multimedia System Design & Development (IMSDD)
approach, has great potential to improve the promotion of tourism in the region. Evaluation results using the
USE Questionnaire showed that the system is very useful, satisfying and easy to use by users, with an average
score of 81% indicating the system is suitable for use. Features such as 360-degree views, tourist destination
information, and ease of access were highly appreciated by users. Nevertheless, there are some aspects that
need to be improved, especially regarding the responsiveness of the system to user needs. Overall, this study
confirms that Virtual Tour technology can be an effective tool for promoting tourist destinations, especially in
the post-pandemic era, when physical mobility is limited and in-person visits to tourist sites are challenging.

The research on the development of a virtual tour system for the Selayar Islands Regency demonstrates
the significant potential of digital technologies in promoting regional tourism and fostering entrepreneurial
growth. The system’s features, such as 360-degree panoramas, multilingual descriptions, and interactive nav-
igation, received high appreciation from users, as evidenced by the USE questionnaire results with an aver-
age score of 81%. These findings affirm the system’s feasibility and utility for enhancing tourism experi-
ences.Moreover, this study underscores the broader implications of virtual tour technologies beyond tourism.
For instance, the system’s design principles can inspire applications in edupreneurship, such as virtual class-
rooms or historical recreations, and healthpreneurship, such as virtual wellness retreats or hospital orientations.
These interdisciplinary applications highlight the versatility of interactive multimedia systems in addressing
diverse societal challenges. Future research should explore advanced integrations such as augmented reality
(AR) and artificial intelligence (AI) to further enhance user experience. Additionally, expanding the system’s
scope to include more localized entrepreneurial ventures, such as virtual marketplaces for artisanal products or
AI-driven personalized travel itineraries, would significantly contribute to the economic empowerment of local
communities.
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