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Abstract

Thanks to the continued improvement of IT technologies and
widespread adoption of the Internet, traditional commerce transactions
have been gradually shifted to electronic commerce platforms, also
known as e-commerce. Through e-commerce, enterprises can more
rapidly response to best compete against competitors in the
marketplace and agilely adjust product portfolios and strategies while
lowering the demand and investment for brick-and-mortar stores to
reduce operating-costs and increase flexibility.

Upon its inception, e-commerce-has-reached the stage of maturity
in terms of online merchandizing, HMI (Human Machine Interface)
design, and online cash flow management of online retailers, and in
terms of the connection between online retailers and brick-and-mortar
stores. Furthermore, exploring new technologies to boost the website
conversion rate of online users has been the common goal of all in the
e-commerce industry. Recently, driven by the investment of
international internet and IT brands and state-of-art solutions from
startup investors, VR (Virtual Reality) and AR (Augmented Reality)
technologies are no longer out of reach. This has shed the light for
online retailers who are thinking to reinvent something out of
incumbent services using latest technologies such as AR/VR.

This book provides market trend forecasts and innovative cases of
e-commerce applications associated with AR/VR to help readers tap
into new opportunities. In the meantime, with global market trend
analysis, industry leaders are able to develop dynamic and innovative
business models. Furthermore, this report also provides
recommendations to those in the e-commerce industry who plan
e-commerce market expansion, globally and locally, with AR/VR.
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