
Timeframe: 
~ 3 months

Ongoing Master Thesis

Investigating the use of virtual reality for im-
proving the user expereince of online shop-
ping and product visualization.

VIRTUAL REALITY UX

USER RESEARCH

PRODUCT DESIGN

ONLINE SHOP

VIRTUAL REALITY SHOPPING WITH HAND TRACKING

EVALUATION & STUDY

• Literature Research about the target group  & State of the art regarding virtual reality technology & shopping
• Design Thinking & Participatory Design Workshop with Stakeholders

• Based on the Persona and the Target Groups Requirements designing a 
fitting product and creating it in 3D to use it in VR

•  By using state of the art e-commerce principles I conceptulized, designed 
and turned the idea into a high fidelity prototype.

• Sound design, 3D enviroment creation and interaction designed into a 3D 
virtual reality Prototype using Unity.

TRY ME IN YOUR BROWSER
https://xd.adobe.com/view/208d117c-7c44-43fd-b4a6-d3f142652861-75de/

https://xd.adobe.com/view/208d117c-7c44-43fd-b4a6-d3f142652861-75de/
https://xd.adobe.com/view/208d117c-7c44-43fd-b4a6-d3f142652861-75de/
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Overview Challenge

Goals

Solution

Design Processr

Target group

Sandbox is a versatile toy designed for children 
that can also be used by adults. It is fun and enga-
ging way to develop creativity, imaginination , and 
problem-solving skills.
  

Initial ideas & sketches

To evaluate the concept of sandbox we created a paper prototype that featured a high-fidelity digital proto-
type.

Sandbox is a portable product that functions as a 3D scanner. Paired with digital applications, the younger 
target group can play puzzle games with a storyline. This is done by using clay to model and build their 
own characters & tools, then scan them to use them in games. Sandbox can also be used for prototyping, 
phyiscs simulation and all kinds of 3D work. This concept however, focusses more on the „gameified“ use 
case of Sandbox.

Develop a product that is:

• is long lasting
• is fun for everybody
• improve motor skills

Kids that play with 
toys and computer 

games (8+)

Adults work with pro-
totypes, simuations, 

or 3D work.

• is useful for adults
• has a learning factor
• sustainable

This project challenged us to create a sustai-
nable toy that can be used over the entirety of 
someones life. 90% of toys are made of plastic, 
while 80% of all toys are thrown away.

Timeframe: 
~ 2 months

University Project

Evaluation & Proof of Concept

Results

First concept

https://youtu.be/S016czeRCVc

https://youtu.be/S016czeRCVc


Timeframe: 
~ 4 months

Freelance

Overview

Restructured Wireframes

Comparision

Future Steps

This freelance project evolved around creating a better user experience for the SWU App in Ulm, Germany. We partnered up with SWU (Stadtwerke Ulm) 
to create a more modern UI and a more engaging User experience for the users of the SWU App. 
The App is being used to buy regional bus tickets and navigate through the city of Ulm. 
After restructuring the App but keeping the main functionalities the same for quick and easy implementation of the developers. We further fullfilled a 
consulting role by introducing a user-centered way of working @ SWU.

By using Card Sorting and different Personas, I created a new structure that lays clear priorities on the important things! While keeping 
the context of usage in mind, and fullfilling differnt user requirements.

One of the most important aspects, was to keep the main functionalities and components of the app the same.  By giving them a more 
modern styling that creates are more clear brand identity we ensured the possibility of quick development.

- Evaluation of the Hi-Fi Clickdummy
- Usability Evaluation
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