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ABSTRACT

In recent years, innovative applications of electronic commerce (e-commerce) are facing the challenges 
of mobile commerce (m-commerce) and ubiquitous commerce (u-commerce). To address these challenges 
and improve the competitiveness of e-commerce, the three-dimensional e-commerce (3DEC) theory is 
proposed and a 3DEC business strategy model is built up in this study. The new conceptual 3DEC model 
incorporates the industrial environment analysis, SWOT analysis, and business model canvas (BMC). 
As a case demonstrated in the British Museum program, this model brings benefits to a wide range of 
organizations in public and private sectors, as well as e-commerce researchers and practitioners.

INTRODUCTION

Electronic commerce (e-commerce) is stepping into the age of mobile commerce (m-commerce) (Golam 
& Hasin, 2011), which will become the hottest and most potential market in this new period (Li, 2012). 
With the emergence and development of the m-commerce and ubiquitous commerce (u-commerce) (Wu 
& Hisa, 2004), e-commerce enters into an era of personalized services (Kshetri, 2007) to improve its 
competitiveness.

This article proposed the concept of a 3D virtual space for e-commerce or 3D e-commerce (3DEC), 
which is the product of this era with the future operational environment considered. In 3D tourism, 3D 
malls (Noguera, 2012, Huang, 2012, and Markus, 2010), and other industries, customers’ experience 
and the emulation level have become the judgment criteria of personalized services. Although the cur-
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rent e-commerce technology is only applied to the display of 2D graphics, animation, and video, many 
practitioners are trying hard to realize 3DEC based on the technology of Web 2.0 and 2D e-commerce 
model. Such examples include 3D Ego (http://www.3dego.cn/) and 3D Taobao Mall. However, the 
business model, including the virtual space of 3D physical malls, customer experience, personalized 
services, and authenticity of 3D goods, remains to be improved. Hence, an appropriate business model 
is the key to improve the present 3DEC situation.

This article presents the 3DEC theory for practitioners and researchers to carry out a 3DEC project 
and applies it to the British Museum (BM). After a brief introduction of the present situation and back-
ground of 3DEC, the next chapter outlines the 3DEC theory which includes a 3DEC business strategy 
model. Chapter Case Study describes how to apply the model to the BM, involving the prototype design 
and strategy at the early 3DEC stage. In chapter Discussion and Future work, we discuss the future work 
and implementation of 3DEC. Finally, conclusions are summed up in the last chapter.

3DEC THEORY AND BUSINESS STRATEGY MODEL

3DEC

As a method for business analysis and decision, the business model canvas (BMC) is widely applied 
in various kinds of enterprises, helping them make decisions on profit making. The BMC was initially 
proposed by Alexander Osterwalder based on his earlier work on Business Model Ontology. Since the 
release of Osterwalder’s work in 2008, new canvases for specific niches have appeared, such as the SaaS 
Canvas. The BMC is a strategic management template for developing new business models or recording 
old ones. It is a visual chart demonstrating a firm’s value propositions, infrastructure, customers, and 
finances, assisting firms in adjusting their activities by illustrating potential trade-offs. The BMC con-
sists of nine major elements, by using which analysts can do SWOT analysis to make a better decision. 
The elements are described in Table 1 and shown in Figure 3. In this article, the BMC is used with a 
3D virtual space. The details on the BMC applications are illustrated in section 3, as well as described 
in references (Osterwalder, 2011; Noren, 2013).
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proposed by Alexander Osterwalder based on his earlier work on Business Model Ontology. Since the 
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Canvas. The BMC is a strategic management template for developing new business models or recording 
old ones. It is a visual chart demonstrating a firm’s value propositions, infrastructure, customers, and 
finances, assisting firms in adjusting their activities by illustrating potential trade-offs. The BMC con-
sists of nine major elements, by using which analysts can do SWOT analysis to make a better decision. 
The elements are described in Table 1 and shown in Figure 3. In this article, the BMC is used with a 
3D virtual space. The details on the BMC applications are illustrated in chapter Case Study, as well as 
described in references (Osterwalder, 2011; Noren, 2013).
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