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ABSTRACT

ABSTRACT From the end of 20th century with the brand new trend, the prosperous development of digital information technology

has changed every aspect like industry, business, and even our daily lives. The NEW SHOPPING SYSTEM focuses on the general

merchandise store, which combined with the high speed, accuracy of information technology, and efficiency of AS/RS. This

research processes the consumer observation and also predicts people’s shopping behavior to make a store layout showing this new

idea: SHOPPING WITHOUT SHOPPING CART. The system’s objective is to find out how people expect about general

merchandise store, their opinions about new shopping system, and the possibility of the new system. Via the process of product

innovation design, and scenario analysis of the development, etc., I worked out the best solution, and constructed the system of the

software and hardware. Finally, this system expressed the conceptual product, and interactive user interface. Meanwhile, I

objectively have had focus group with business managers, and surveyed to northern, middle and southern people of Taiwan, and

then I completed the statistics analysis of all results. According to the results of focus group, I found that “seeing is believing” is the

regularly way people go shopping; besides, some consumers are still not familiar and don’t depend on the shopping pattern of

electric. This system will be suitable for some standardized products, but not for fresh food, or clothes, which fit to our bodies. It will

be suitable for consumers who have mature attitude for consuming. Take foreign countries for example, AS/RS showed the

effectiveness, accuracy, and lower cost. At the same time, lower price of the merchandise could attract more consumers. The results

of survey show that people are willing to accept this new system. Furniture, household, sports relaxation goods etc., are easy to be

accepted by pick-up system; clothes, fresh food and vegetables are not. 14 minutes is the people limit for waiting for the articles they

just pick out. It’s necessary for people to get to know the latest information of the store, and also to pay up the bills effectively is

necessary too. According to our investigation, People have a positive reaction to this demonstrative software, and agree with the

brand new system. Besides, male, younger, well-educated people, and those who live in the south Taiwan can accept this system

better. The specialized store of metropolitan that meet people’s satisfaction of life will be the very competitive type of store in the

future. Key Words：Digital Information Technology, General Merchandise Store, Shopping System, Automatic Storage/Retrieval

System, AS/RS, Pick-up System, User Interface Design, Focus Group, Product Innovation Design.
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