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Abstract

Prototyping is a product development method in which a user directly uses a prototype before product
launch and improves the products by reflecting feedback according to user evaluation. Recently, in order to
save and cost, the virtual prototyping technique using digital design data has been used. In this paper, a
service prototyping system is studied that the experimental observer designed a service environment using
virtual reality technology, the experimenter experience virtual products in a virtual environment. In addition
to the user's questionnaire survey, eye-tracking technology was applied so that the user's intention can be
analyzed by measuring the time the user gazes at the object. The Unity game engine-based gaze tracking
component was developed so that the experimental observer can easily use the gaze tracking device. In the
prototyping experiment, it is designed to manage the user’s eye-tracking information by automatically
linking with the eye-tracking module in the experiment stage and visualize it in a graph.
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[Fig. 1] Structure of Virtual Reality Service Prototyping System
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