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This project developed a VR shopping experience for a
clothing website using Unity. The aim was to create an
engaging and immersive online shopping experience that
mimics a real-world shopping environment.

Executive
Throughout the project, | identitied challenges in making
Su m ma ry the VR environment easy to navigate and interact with.

These insights will guide improvements in future versions.
Overall, the project showcased VR's potential to
revolutionize e-commerce by enhancing how users
interact with products online.




Overview

Exploring the integration of e-commerce
in a VR environment to study user
shopping experience.

Introduction Tools Used

e Designed using Figma

e Developed using Unity and

e Tested with Oculus Rift.

e Youtube VR Videos for reference



Goal ano

Objectives

Goal

To set up the shopping experience for an item
in a VR environment.

Objectives

e Understand the UX principles specitic to VR,
focusing on designing user-friendly interfaces.

e Study user interactions within a VR shopping
platform, identitying key user behaviors and
preferences that influence shopping decisions.

 Investigate the technical challenges and
solutions involved in creating an immersive and
functional e-commerce VR environment.



Design and Development Methodology

Design

Development

Testing

e Used Figma to design the
e-commerce plattorm'’s

user interfaces.

e Imported Uls into Unity.

 Made the pages
interactive.

e Created a shopping tlow
for purchasing a single

itfem.

e Tested the interaction
flows.
e |dentified and refined key

areds.

&%;“
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Pages

- Template

VR

Objective is to design key
pages including a welcoming S
Landing Page, a Product ~ Cover
Listing Page to browse items,
a detailed Product Details
Page for product information,

< Component

Layers

Cart

Cart - desktop

and a Cart Page to review - oroguct detail
and finalize purchases. - Quick view - desktop
- Product Listing
Each page was designed to = Landing - desktop
ensure a seamless shopping = Landing - desktop

flow from start to add in cart. S Landing - desktop
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() E-commerce Shopping Experience - 1 - Windows, Mac, Linux - Unity 2022.3.45f1 <DX11>
File Edit Assets GameObject Component Services Jobs Window Help

Development
Phase

Scroll View

Tag Untagged

Rect Transform

Objective is to build a
functional VR interface for

the designed pages.

Text - TextMeshPro

Imported the Ul designs into mge

Raw Image

Unity, made the pages

Toggle

interactive to enable user S -

Scrollbar

clicks, and created a _ ki sl

straightforward shopping . o P
e ia) Light >

flow allowing users to select c o S | s

and purchase an item ks .

xR

effo r-I-leSS|y. N Camera

Visual Scripting Scene Variables




Development Phase - Steps

XR Interaction Setup

Need an interactable VR environment setup in Unity, to navigate and interact.

Import the Ul designs into the Unity

Imported Ul assets were placed on a Canvas to create the Ul layout. Converted
these images to 2D Sprites for better integration into Unity's interface system.

Make the screens interactive

Added buttons and other interactive elements to the screens. Linked these to
areas that responded to user clicks, enabling navigation through the VR interface.

Create a shopping flow

Programmed the pages to activate or deactivate based on user actions. This
controlled the display of each page, ensuring a seamless transition as users
moved through the shopping process.




Development - XR Interaction Setup STEP 1

E New Scene - E-commerce Shopping Experience - Windows, Mac, Linux - Unity 2022.3.4511 <Metal>

o Game © Inspector

* Display * Free Aspect

v & W B Stats Gizmos ¥

~~ ] araeth
.'- XR Interaction Setup

Tag Untagged v Layer Default

ction Setup

Overrides Select Open

) 3 In age -~ Transform @ i :
Position X 0 Y 181 Z -73
Rotation X 0 Y -0.967/Z 0O
Scale &) X 3.554:¢ Y 35544 Z 3.5544

Add Component

A 4

| set up an interactable VR
environment in Unity,
allowing users to scroll and
click elements for
navigation and interaction.

Bs Project B C
I+- -

# Favorites Assets » Screens

B= Packages




Development - Import the Ul designs into the Unity

How to Prototype AR and VR Ul/UX FIGMA and UNITY! (T

D FigmaTotinity - SamplaScrne - Windows. Mac. Linux - Unity 20213911 Bersonal® <DK11>
GameObgect Component Jobs Tools Window Help

= Hie
4+ o
= v P SampleScene®

| referred to a YouTube video
to learn how to import Ul
elements from Figma into Unity
and set them up effectively.

Tina Taylor

) 15:22/41:01 - Importing Figma assets and converting them. >



Development - Import the Ul designs into the Unity

Open

Checkout

sprite (2D and Ul)
Default
Normal map
Editor GUl and Legacy GUI
Sprite (2D and UI)

Cursor

Landing Page [e] Landing Page

Cookie

Lightmap
Using "Sprite (2D and Ul)" makes

sure the Ul works well with Unity's
interface system, allowing easy
setup and interaction.

Directional Lightmap

Shadowmask

Single Channel

Billnear




Development - Import the Ul designs into the Unity

anvas

ag Untagged

Rect Transform

e Created a Canvas

Added an Image (GameObject
> Ul > Image)

e Adjusted Size (width and
height)

 Positioned the Image

& ¢ 0O

None

Everything

yeen terminated ing run from ancther SDK.
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Development - Make the screens interactive ¢

ng page
11 Scroll View
) Viewpan
0 Scrolibar Horizont:
&) Sliding Area
) Scrollbar Vertica

() Sliding Area

0 Scroll View
&) Viewport
) Content
&) Image
& Scrollbar Horizontal
&) Scrollbar Vertical

Image

Text - TextMeshPro

Raw Image
Select Children Panel

Toggle
Slider

Scrollbar
e Used Scroll View to manage and organize a - > Scollview
1L - . 2D Object > Button - TextMeshPro
large amount of content within a limited 30 Object S s
Effects n ield - TextMeshPro
screen space. . | efed- e
Audio > ST
Video 5 Event System
* Made the Image as child object of the scroll v > Legaey
1 H Ul Toolkit >
view as | View port --> Content -->Image | i :

Camera

Visual Scripting Scene Variables



Development - Make the screens interactive

e Was able to interact with the
landing screen by scrolling.

¢ [terated multiple times to
align the screen and adjust
the view area.




Development - Make the screens interactive

) Viewport
FI1 Content

) Image

) Shop Button
X [._'-. 1 ext .: TMP )

r'_'I'-] Scrollbar Honzontal

1) Sliding Area

|

e Added a Ul button in front of the shop menu
item to make it interactive and set it as a child
object of the image.




Development - Make the screens interactive

 In VR, clicking the button
made the first screen
inactive, so now there was
a need to add a second
screen to replace the first
one when the "Shop" button
was clicked.




Development - Create a shopping flow

&) Product List Page

&) Product Details

The product details and product list pages were
added in the same way as the first landing page.




Development - Create a shopping flow

e Buttons were set up in appropriate places on the
product items to make them clickable and navigate
to the next “Product Details"page.

e Set up the button's OnClick function to deactivate

the product list screen when a product is clicked
and activate the product details page.

On Click ()

Runtime Only GameObject.SetActive

& Product List Page
Runtime Only GameObject.SetActive

© Product Details 0l B




(3 E-commerce Shopping Experience - New Scene - Windows, Mac, Linux - Unity 2022.3.45f1* <DX11>
File Edit Assets GameObject Component Services Jobs  Window Help

Testing
Phase

Objective was to test the
entire flow and to identity any
irregularities or malfunctions,
aiming for smooth screen
transitions upon button clicks.

== Q Search E:I#nl'l = ﬂj H ‘_‘ v 4 © o3 ‘:‘ @ @



Testing Phase




Testing Phase - Problems

UX Problem Identified

| made the button invisible to display the
original menu item, and while the button
worked on click, there was no hover feedback
to indicate it was being highlighted.

This helped me identity a UX issue: the need
for clear feedback to show when an action
is being performed or is about to be taken.




Testing Phase - Problems

UX Problem solved

| updated the button to display a hover color,
providing clear feedback to indicate when it
was being highlighted, solving the UX issue of
missing visual feedback during interaction.




Testing Phase - Final Demo




Plans for
Future

1. Standardize all screen
sizes to ensure the Scroll
View remains fixed and

consistent across pages.

2. Add a luxury store 3D
environment in the
background to enhance the
immersive shopping
experience in VR.




Conclusion

(101)

]

Design

Learned how to design and develop a
basic e-commerce flow in VR.

000

/7

Development

— Gained experience with Unity for creating

interactive and scrollable UI.

-

Interaction

Understood the importance of user
feedback and interaction in VR design.

Improvement

Identitied areas for improvement to enhance

the VR shopping experience.

it
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