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Abstract

This study aims to develop an e-commerce system with virtual reality for
augmenting virtual buying experience. It also studies the effects of the virtual reality
product presentation towards consumer’s learning leading to actual buying. Virtual
Reality (VR) is a potential candidate for a wide-adoption of the next wave of product
presentation on e-commerce stores. Formerly, employing such technology has been
hindered by cumbersome, e.g., platform-dependence, downloading and installing of
plug-ins, and heavy-weight three-dimension objects. The implementation is also time-
consuming. WebGL is a front runner for implementing this kind of innovative shopping
experience, which just enters its matured phase. This study is the first implementation
of integrating the ARC by X3DOM for VR and WebRTC for AR/MR with the popular and
award-winning open source e-commerce solution, PrestaShop.  Key technical
implementation issues are addressed in the study. This study also tries to find the
effects of such interface in the aspects of proper product types, and buy’s knowledge,
attitude and purchase intention towards products. The study reveals that such interface
significantly affects consumer’s product exploration time, product knowledge, attitude
towards product and intention to purchase, suggesting usefulness of the system. The
usability study and system satisfaction survey also suggest a high-tendency of the system

adoption.
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