
   

 

1 HEVR 

 

 

 

 

 

 

The Hawker 

Experience 
 

Discover Singapore! Experience dining at the UNESCO heritage nominated center through the lenses 
of the locals. 
 

 

 By: Grace Foo, Kesler 

Johan, Adrian Antonio and 

Bhoomika Manot 
   

 



   

 

2 HEVR 

The VR Hawker Experience 

January 7, 2024  
 

Introduction .................................................................................................................................................................... 3 

Project description ..................................................................................................................................................... 3 

Background................................................................................................................................................................ 4 

Goals and Objectives ................................................................................................................................................. 5 

Target Audience ........................................................................................................................................................ 5 

Design rational of Our logo ........................................................................................................................................ 6 

Initial sketch of our original logo ............................................................................................................................ 6 

Final Logo .............................................................................................................................................................. 6 

Competitive ANALYSIs .................................................................................................................................................. 7 

1. VZfit ....................................................................................................................................................................... 7 

2. Puzzling Places ................................................................................................................................................. 9 

3. National Geographic Explore .......................................................................................................................... 10 

Persona ........................................................................................................................................................................ 15 

Empathy map........................................................................................................................................................... 16 

Day in a life .............................................................................................................................................................. 17 

Mind map ..................................................................................................................................................................... 18 

HEART Diagram .......................................................................................................................................................... 18 

Initial intended User Journey ........................................................................................................................................ 19 

Supporting research ..................................................................................................................................................... 19 

Good User Experience (UX) ........................................................................................................................... 19 

Design Rationale .......................................................................................................................................................... 20 

1. The location of the Hawker center .................................................................................................................. 20 

2. The use of controllers...................................................................................................................................... 24 

3. Prompt UI ........................................................................................................................................................ 24 

4. UI panels design ............................................................................................................................................. 26 

Red ...................................................................................................................................................................... 26 

Yellow .................................................................................................................................................................. 27 

Green .................................................................................................................................................................. 28 

Main interactions .......................................................................................................................................................... 31 

Chope game ............................................................................................................................................................ 31 

Quiz trivia ................................................................................................................................................................. 31 

Ordering section ...................................................................................................................................................... 33 



   

 

3 HEVR 

Buying drinks ........................................................................................................................................................... 33 

Myna catch .............................................................................................................................................................. 34 

Tray return ............................................................................................................................................................... 34 

User flow After completing the prototype ..................................................................................................................... 35 

User Journey ................................................................................................................................................................ 36 

Final prototype Links: ................................................................................................................................................... 36 

VR Booth Section ......................................................................................................................................................... 37 

Research into VR booths ......................................................................................................................................... 37 

Good requirements to have at a VR booth .......................................................................................................... 37 

Getting the right equipment ............................................................................................................................. 37 

Software Requirements................................................................................................................................... 38 

Themed/unique booths related to the VR experience ......................................................................................... 39 

Resident Evil Village VR at Tokyo Game Show 2022 ................................................................................. 39 

Sports Vr booth ........................................................................................................................................... 41 

Initial sketch ............................................................................................................................................................. 42 

Design Rationale ..................................................................................................................................................... 42 

Theming .............................................................................................................................................................. 42 

Lighting ................................................................................................................................................................ 45 

Signs and words on our booth explaining our project .......................................................................................... 45 

Branding .............................................................................................................................................................. 49 

Two TV around .................................................................................................................................................... 50 

Playing area ........................................................................................................................................................ 50 

Smell ................................................................................................................................................................... 50 

Final Product............................................................................................................................................................ 53 

Measurements ..................................................................................................................................................... 54 

References ................................................................................................................................................................... 58 

 

 

INTRODUCTION 

Project description 

The Virtual Hawker Experience is an innovative VR app designed to immerse its users 

in the vibrant world of hawker culture, a cornerstone of culture traditions in many 

regions, combined into one location, a hawker center which belong Singapore. The VR 

game which was made in unity, offers a unique educational experience into the hawker 

culture as well as a brief introduction to some of Singapore’s most iconic local dishes 

through interactive gameplay elements such as the quirky tradition of ‘choping’ tables in 
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hawker centers and ordering dishes like a local. This approach is designed to appeal to 

players who are passionate about food or those interested in Singapore’s local dishes, 

encouraging them to visit Singapore and explore a real hawker center in person. 

This game is made to play on the oculus quest 2 and the game was created in unity 

2022.3.11f1 with android installed into the version. 

Background 

The project’s background is centered around Singapore’s vibrant hawker culture, a 

significant aspect of the nation's identity. This cultural significance was internationally 

recognized when, on December 16, 2020, Hawker Culture in Singapore was officially 

inscribed as "Singapore's first element on the UNESCO Representative List of the 

Intangible Cultural Heritage of Humanity” (National Heritage Board, 2021).  

Apart from its UNESCO recognition, Singapore's hawker culture is also gaining attention 

abroad. For instance, out of the 79 Gib Gourmand locations in Singapore by Michelin, 

53 are hawker stalls. According to Michelin “The inspection team has discovered a great 

number of hawker stalls with flavorsome dishes from different ethnic groups, each with 

their own secret recipes. Beyond taste, these gems are also an inheritance of culture, 

which serves as a strong positioning of Singapore’s cuisine to both locals and tourists.” 

(Michelin Guide, 2023).This international acknowledgment emphasizes the importance 

of hawker culture to Singapore's identity and its growing appeal beyond national 

borders. 

Hawker centers, a staple of Singaporean life, are often a topic of interest among 

foreigners, who express a desire to experience this unique aspect of Singaporean 

culture. However, factors such as busy schedules, travel expenses, or geographical 

distance often hinder these aspirations. Similarly, Singaporeans living abroad frequently 

reminisce about the hawker center experiences they miss from back home.  

The choice of Virtual Reality (VR) as the medium for this project stems from its ability to 

provide a realistic and immersive representation of hawker centers. Research on virtual 

reality in education and training has found that spatial presence, the perception that the 

body is inside a mediated environment, increases engagement (Ahn, S. J., Nowak, K. 

L., & Bailenson, J. N., 2021). Additionally, studies have shown that VR can elicit 27% 

higher emotional engagement compared to traditional media (Persolja, 2019), making it 

a powerful tool for connecting users emotionally with the content. These aspects of VR 

are particularly relevant to the project’s goals and objectives, which aim to inspire 

tourists and homesick Singaporeans to visit Singapore. 
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In line with these insights, our project aims to create a VR experience that allows users 

to virtually step into the role of a hawker, providing an immersive insight into the culture 

and food. This experience is not just about showcasing Singapore's culinary delights but 

also about fostering an emotional connection that could incentivize potential visitors to 

travel to Singapore and experience its rich hawker culture firsthand. 

The reason why we want to teach people on what hawker culture is and ti visit 

Singapore, is that we are passionate about food and our hawker culture and want it to 

be more seen overseas and when they finally come to Singapore they will also 

understand and love Singapore’s food and hawker culture as much as we do 

Additionally it could possibly help increase Singpaore’s ecnomomy through tourism 

since “The tourism sector currently contributes 4 per cent to Singapore’s gross domestic 

product” (Singapore Tourism Board, n.d.), which estimated could be worth 15.88biliion 

USD looking at the gdp of Singapore in 2023. If we increase Singapore’s economy it 

means we can continue building Singapore to be a better country for everyone. 

Goals and Objectives 

The goal is to let tourists learn and experience of what it's like being at a hawker center, 

such as buying and ordering food, and teaching them about Singapore food and trivia 

on it through a VR experience. 

It is also to let home-sick Singaporeans to experience home from far away. If they 

enjoyed our project, it would incentivize those who tried it to travel over to Singapore to 

try doing so for themselves and to apply the knowledge that they had learnt 

Target Audience 

• Foreigners or tourists who are foodies and who are interested in learning about 

Singapore’s food culture 

• Singaporeans who have moved away who feel home sick and misses the food 

and the hawker centers 

• Those who had visited Singapore in the past, who enjoyed Singapore and its 

hawker centers and want to experience the feeling of going to one again 

• Those who want to experience a distant culture but cannot visit, due to being too 

far away, being too busy or that they can’t afford to travel to Singapore 
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Design rational of Our logo 

Initial sketch of our original logo 

 

The reason why we decided not to go with this logo is because the logo is hard to read, 

especially for those who may have a reading disability or who are color blind.  

Secondly, the background color doesn’t match well with the main part if the logo and does not 

make sense. 

Additionally the “savor traditions” part does not feel natural to read in the position and feels too 

short that some don’t understand “what do you mean savor traditions?” 

Final Logo 

 

We decided to keep the red and white coloring to represent Singapore’s flag, but to tone down 

the red so its easier to read, also because red is usually used for food and logos since  

“research shows that red is eye-catching and triggers appetite” (Minso, 2023). 

The yellow color in the background is used, since it matches better with the red background. 

Yellow attracts attention, and is commonly used in fast food logos and to give of a cheerful 
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mood, which fits what we are going for, to make a hawker experience fun and educational and 

immersive, so that people who enjoyed may be motivated to come to Singapore 

We changed the “savour traditions” to “savour traditions through vr” to explain slightly better 

what HEVR is about 

COMPETITIVE ANALYSIS 

1. VZfit 

 

VZfit is a VR game where it combines physical activity, where you run, bike or do 

exercise while touring and exploring real world locations through the VR headset. 

This is how the game roughly looks like, as you can see this man is exercising while 

traveling around the world on his vr headset 
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Advantages 

• Let's people explore the outdoors from indoor biking/ exercise 

• Let's users truly explore and tour around the world, from famous destinations that 

you could not afford to visit in real life due to circumstances, or even revisit 

locations that you loved  

Disadvantages 

• For some it can cause major motion sickness. In an article from The Washington 

Post it states that “After I was done with a 15-minute ride, I fought off a touch of 

motion sickness.” (Hume, 2021) 

• There is a subscription service that isn’t appealing to everyone. The subscription 

is $10usd a month, and there are more modes, more places to see, and some 

added bonuses. Additionally, there is a need to buy extra hardware for this so 

this might leave a sour note in people's mouths 

• When exploring around in cities and or built-up areas, the game doesn’t play well 

with it 

• Because they are using the engine from google maps for their 360 system, it gets 

very dull very quickly (The image below is from a forum post of someone stating 

their experience with VZfit) 

 

https://www.reddit.com/r/OculusQuest/comments/ek541l/anyone_else_use_vzfit_my_mini_revie

w/ 

Here you can see 

the player avatar 

exercising and 

playing through 

the game 

https://www.reddit.com/r/OculusQuest/comments/ek541l/anyone_else_use_vzfit_my_mini_review/
https://www.reddit.com/r/OculusQuest/comments/ek541l/anyone_else_use_vzfit_my_mini_review/
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2. Puzzling Places 

 

 

Puzzling Places is a puzzle video game where the player must piece together puzzle pieces of real-world 

places using VR mechanics. These puzzle pieces can be the floor, roofs, and walls of the place and once 

the player is done with the puzzle, the player gets a miniature version of the place they finished building. 

Advantages 

• Fun and relaxing game with satisfying controls and sound effects. 

• Gameplay has extra depth aside from just being a puzzle game with the 

implementation of VR technology. 

• Enough content to ensure that customers of the game get their money’s worth 

when they purchase the game. 

Disadvantages 

• The game is paid access which makes it inaccessible to a large portion of casual 

gamers that refuse to spend money on games.  

• The game has additional content that requires the player to spend even more 

money to play it, which can turn off the players that had bought the game without 

the addons as they can’t play the full game. 
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• The game is not fully optimized and still has bugs and can crash easily causing 

the player to lose all their game data. 

 

https://www.pushsquare.com/reviews/psvr2/puzzling-places 

 

3. National Geographic Explore 

 

National Geographic Explore VR app is an immersive, interactive virtual reality experience that allows 

users to embark on expeditions to explore two of the most iconic places on Earth; Antarctica and Machu 

Picchu, Peru. In the Machu Picchu experience, users can discover the history behind Machu Picchu while 

capturing photographs of the ancient Inca citadel through detailed digital reconstructions. On the other 

hand, the Antartica adventure enables users to engage in a wide range of tasks and storytelling elements, 

including navigating a snowstorm and engaging with wildlife, creating a sense of being a real explorer. 

 

Advantages 

• The app is friendly and suitable for people of all ages with its wide range of 

exploration and photography activities, making it an excellent fit for families 

looking to engage in a shared activity that is both entertaining and educational. 

• Utilizes photogrammetry which uses multiple photos of a location or an object 

which are then stitched together to form a 3D model of the real-world object or 

location, emulating a realistic environment for its users to experience and be 

immersed in. 

• Provides an educational experience and cheaper alternative by allowing users to 

explore and learn about iconic locations such as Antartica and Machu Picchu 

https://www.pushsquare.com/reviews/psvr2/puzzling-places
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through its wide range of activities that would otherwise be quite costly if done so 

in real life. 

 

Disadvantages 

• The controls could be quite challenging and confusing for newer users, such as 

teleportation and snap turning. 

• The app does not include a multiplayer feature, which might be a drawback for 

some looking to share the experience with their friends. 

• National Geographic Explore is a high-quality VR experience and is thus 

resource-intensive, requiring more capable VR systems. Users with older or less 

powerful VR headsets might not be able to enjoy the app to its full intended 

extent due to the lag. 

 

 

4. Space Explorers: The ISS Experience 

 

 

"Space Explorers: The ISS Experience" is an immersive 4 part VR documentary series 

that provides viewers with a unique opportunity to explore life aboard the International 
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Space Station (ISS). This project offers a glimpse into the daily lives of astronauts living 

and working in space. This is made by Felix & Paul Studios, TIME Studios and NASA. 

 

 

Features 

• "Space Explorers" aims to educate viewers about space exploration, the 

challenges faced in space, and the scientific advancements made aboard the 

ISS. 

• Viewers can experience life in space through a series of episodes that showcase 

different aspects of living and working aboard the ISS. 

• Using VR Technologies, the series offers 360-degree footage, allowing viewers 

to look around and explore the space environment as if they were on the ISS 

themselves.  

• The series features narration and insights provided by actual astronauts who 

have lived on the ISS, sharing their experiences and perspectives on life in 

space. 

Advantages 

• It offers an engaging and interactive experience, which allows users to make 

decisions in the experience. This henceforth provides a close-to-real experience 

of living and working in space. 
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• Allows users to experience the ISS environment firsthand, offering a unique 

educational experience, and ignites interest in STEM fields. This encourages 

students to learn more about space. 

• The VR experience makes the ISS accessible to a broader audience, including 

those who may never have the chance to physically go to space. 

 

Disadvantages 

• The cost of equipment is high and may not be accessible to everyone. 

• There might be technical limitations in graphics, resolution, or interactivity that 

could affect the overall immersive experience. 

• It might lack physical interactions or sensory experiences that would be present 

in a real-world setting, limiting the depth of the experience. 

• Some users may experience motion sickness or discomfort while using VR, 

especially if they are sensitive to virtual motion or have preexisting conditions. 

• The experience might depend on a stable internet connection or specific software 

updates, which could hinder the accessibility or functionality of the experience. 

 

Name Advantages Disadvantages 

VZfit 1) Lets people explore the 
outdoors from indoor 
biking/ exercise 

2) Lets people tour and 
explore places over the 
globe 

1) Can cause major motion 
sickness 

2) There is a subscription 
service, which to some are 
not worth it 

3) Game doesn’t play well in 
cities or built-up areas 

4) Because of the google maps 
engine they borrow form, it 
feels dull at times when 
moving 

Puzzling 
Places 

1) Fun and relaxing 
casual game 

2) VR mechanics add 
in even more depth 
to gameplay 

3) Game is rich in 
content even 
without addons 

1) Paid access making it 
inaccessible for most gamers 

2) Additional content also 
requires payment which can 
be a turn of for players 

3) Game still has bugs which 
can lead to crashes and data 
loss 
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National 
Geographic 
Explore 

     1) Immersive   
experience allowing users 
to explore realistic 
environments  

     2) Cheaper alternative 
than travelling to the 
locations 

     3) Allows you to see 
and interact with animals 
that are quite rare to find 

 

     1) The VR app is only a 
substitute for the actual experience, 
hence, there will be some 
compromises such as not being able 
to feel the temperature of the 
location’s climate 

     2) National Geographic Explore 
utilizes photogrammetry to stimulate 
the environment and thus, the app is 
slightly laggy which might result in 
its users feeling motion sick or 
nauseous more quickly 

     3) Limited locations available for 
its users to explore 

 

Space 
Explorers: The 
ISS Experience 

1) Offers an engaging 
and interactive 
experience, which 
enhances the VR 
experience 

2) Increases interest in 
STEM field 

3) Accessible to all as 
it has no physical 
limitations 

1) Expensive and inaccessible 
equipment 

2) Technical limitations in 
visuals  

3) Lack physical touch, that 
affects experience 

4) May experience motion 
sickness 

5) Requires fast and stable 
connection for seamless 
experience 
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PERSONA 

The persona is Mark Foo. He is a Singaporean who has moved away for 37 years to 

Hong Kong. Due to his busy job of being a business owner, he does not have the time 

to come back to Singapore and to tour the hawker culture. Additionally, due to not 

visiting Singapore in so long, he hasn’t seen how things in the hawker scene has 

changed, thus unfamiliar with today's Singapore’s hawker experience, therefore he fits 

our target audience of those who want to experience todays Singapore’s hawkers 

experience 
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Empathy map 
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Day in a life 
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MIND MAP 

 

HEART DIAGRAM 
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INITIAL INTENDED USER JOURNEY 

This is the user journey we planned before starting to make the project 

 

The initial script of the plot of the experience can be seen here:  

https://docs.google.com/document/d/1CVewv3n3T76-2a2XH3zvYpLykHkQ8cM4SsuD4k4BPIk/edit?usp=sharing 

SUPPORTING RESEARCH 

Good User Experience (UX) 

Based on extensive research, we discovered that creating immersive user experiences 

in virtual reality involves several key UX design considerations: 

 

1. Multimodal Inputs: Traditional UX is often built for inputs that come from a mouse or 

touch. However, in VR, inputs come from various sources, such as head gestures, arm 

or finger gesture controls, or speech commands. Hence, this fundamental difference in 

user interaction necessitates that UX designers adapt their designs to accommodate 

these varied forms of input. In Hawker Experience, our game aims to utilize and involve 

specific interactions such as using hand gestures to pick up tissue packets or to order 

food from hawkers to replicate the experience of being in a real hawker center.  

 

2. Ergonomics: In VR, users interact with the environment using their body movements, 

unlike traditional UX where interactions are often limited to a cursor. It's important to 

design these interactions to prevent user fatigue or discomfort. This involves strategically 

placing buttons and interactive elements within the user's comfortable range of vision 

and motion.  

 

3. Avoiding Sudden Elements: To prevent user discomfort or confusion, sudden changes 

in the VR environment, such as abrupt transitions from dark to light scenes or the 

appearance of fast-moving objects, should be avoided. Elements should be introduced 

https://docs.google.com/document/d/1CVewv3n3T76-2a2XH3zvYpLykHkQ8cM4SsuD4k4BPIk/edit?usp=sharing
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in a gradual, controlled manner. Hence, in The Hawker Experience we used the same 

lighting for all the different environments to prevent any sudden light changes that might 

cause users to feel uncomfortable. 

 

4. Avoiding Simulator Sickness: VR introduces a new way of interacting which can lead 

to mismatches between physical and visual motion cues, potentially causing nausea or 

disorientation. To avoid motion sickness that could occur, we implemented several 

methods after experimenting with different ways of interacting and moving within the 

environment such as using teleportation to move and interacting with user interfaces 

using the ray interaction to minimize movement which might cause motion sickness. 

 

5. Spatial Interaction Design: An important aspect of UX in VR is spatial interaction 

design, which is about replicating real-world experiences to create immersive 

experiences while also considering where deviations from reality might enhance the 

experience. For our designed game, we used a myriad of models to create a setting that 

looks like that of a hawker center as well as food models that resembled their real-life 

counterparts that are being offered in local hawker centers. 

 

DESIGN RATIONALE 

1. The location of the Hawker center 

Hawker centers in Singapore encapsulate the vibrant essence of the nation's cultural and social 

net. The array of dishes offered such as Chinese, Malay and Indian food. It reflects on the 

multicultural society Singapore fosters. This unique communal dining experience embodies 

Singapore's ethos of inclusivity, celebrating unity through the universal language of food. 

Hawker centers stand as cherished cultural landmarks, preserving traditions while embracing 

modernity, continually evolving yet eternally rooted in the heart of Singaporean identity. 

Newton Circle Food Centre, chosen as the setting for this immersive VR experience, stands as 

an iconic culinary destination in Singapore, beckoning both locals and intrigued foreigners. 

Immortalized in the film "Crazy Rich Asians," 



   

 

21 HEVR 

 

This created a wave of videos about tourists, going to Newton Food Centre because of this 

movie 

 

 

People are still going there and making videos mentioning Crazy Rich Asians in the titles 

meaning its still some what relevant 

This image is 

from the 

scene where 

its shown that 

the 

characters 

are eating 

hawker food 

at newton 

circle 

Here are 

some example 

of videos of 

tourists eating 

at newton 

circle because 

of Crazy Rich 

Asians 
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Secondly, its vibrant atmosphere and diverse array of delectable dishes have piqued global 

interest. Foreign visitors, drawn by the movie's portrayal and Singapore's rich food culture, will 

find themselves immersed in a sensory adventure. From sizzling satay skewers to fragrant chili 

crab, this hawker center tantalizes taste buds with an authentic taste of Singaporean 

gastronomy. The allure of Newton Circle transcends its cinematic fame, offering a genuine slice 

of local life and an unmissable stop on any tourist's culinary journey through Singapore. 

Third, when doing research on a hawker center we could pick, Newton Centre came up 

constantly throughout lists on recommending what hawker centers you should visit in Singapore 

For example here are the first three articles that come up when searching hawker centers to 

visit 

 

Here are 

some 

examples of 

people posting 

videos on it 

just a couple 

months ago 
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They would all mention Newton Centre ( and also mention the fact that it was featured in Crazy 

Rich Asians 

 

(Fang, 2023) 

 

 

(EatBook, 2023) 

Here is an outside image of newton circle 
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Here is the 360 picture we used of the outside of newton circle 

 

2. The use of controllers 

We originally wanted to use purely hand controllers to make it more authentic however we 

decided to use controllers instead. The controllers are more accurate on working than hands 

and if players who are not familiar with VR try to use their hands, and the action they performed 

is not working since hands are not very accurate in controls, they may think it’s a problem with 

the game rather than its just the hands not being accurate. 

Secondly, the controller is also easier to understand the controls rather than using your hands to 

control, as you need to remember certain motions your hand has to do to pick certain things.  

3. Prompt UI 

There are multiple moments where UI is used to help prompt the user on what to do just in case 

their confused, forgot the instructions given before, or if they feel lost, as not many users have 
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played games and or used VR before, and some tend to forget instructions easily, thus this 

helps them understand better what their supposed to do through out the game 

 

 

This UI 

continues to 

stay up so the 

player can 

walk back and 

check on the 

instructions 

again 

This one tells 

the user what 

to do to see 

the options 

and how to 

select the 

correct one 
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4. UI panels design 

The panels used for the UI are hand drawn by Grace Foo. We went through planning on what 
main color we should pick for the main color for the panels. 
Colors we tested in the prototype and considered are: 

Red 

This is because red associated with food and “research shows that red is eye-catching and 
triggers appetite” (Minso, 2023), and since red tends to be associated with Singapore since 
Singapore’s flag is half red 

 
 

However we decided not to pick it since we felt it did not fully fit the background  

This one tells 

the user where 

to drag the tray 

towards and 

the translucent 

square makes it 

more obvious 

to know where 

to drag to 
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This is the red color palette swap

 
 

 

Yellow  

The color yellow is commonly also commonly used “in relation to the fast food industry (Minso, 
2023) and also yellow “evoke optimism and general good feelings” (Minso, 2023) 
 
However yellow was a bit hard to read, too bright despite toning down the colors, did not fit or 
mix well with the background 

 

This is the yellow color palette swap 
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The final color we picked was green 

Green 

The color green is usually associated green, Singapore is known as a tropical country, and 
green evokes a feeling of being“ environmentally-conscious” (Magalhães, n.d.), since most 
nature is green. Additionally Singapore is known to be clean as well, and the color associated 
with being clean is green, since green he color green is frequently used to convey a sense of 
cleanliness and environmental friendliness.  Other associations with the color green are, 
freshness, relaxing and refreshing. 
 

We decided to pick green in the end since we felt it fit not only the background, but it also 
matches with the greenery shown outside of newton circle hawker center, and also give the 
impression or reflecting that Singapore is a tropical island, which is clean, refreshing and 
relaxing to visit. Additionally green also reflects freshness, which can reflect how most hawker 
food is fresh or freshly made in front of you 

 

This is the green color swap ( images taken from the unity project ) 
 

The yellow 

looks to hash 

against the 

greenery 

behind 
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To take a better look at the drawn UI used and extra versions: 
https://drive.google.com/drive/folders/1K7epjS_X6oE2RddL-PgAuCNoPUbndCzT?usp=sharing 
 
The final designs consists of the green color palette mentioned earlier, a little hawker drawing to 
bring it all together and our logo in the corner, it isn’t that obvious in the final version so it does 
not make text harder to read 

 
 

It fits the 

greenery of 

newton hawker 

centre better 

and the hawker 

inside as well 

You can see 

people at the 

hawker here 

You can see 

the logo here 

too 

https://drive.google.com/drive/folders/1K7epjS_X6oE2RddL-PgAuCNoPUbndCzT?usp=sharing
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Additionally, we also decided to test this to see whether it is inclusive of those who are color 

blind. 

The most common color blindness is “Deuteranomaly is the most common type of red-green 

color vision deficiency” (National Eye Institude, n.d.), which my stake holder also has.  

We tested it out with color blind filters which can be seen down below  

 

I even went to ask my stakeholder on his opinion and whether he could read it with his color 

blindness and he responded that he could still see and read things clearly 
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MAIN INTERACTIONS 

Chope game 

The chope game starts when you press the button, you have (insert amount of seconds), to get 
a table. This is to teach players how to reserve a table, which will especially be important when 
they visit Singapore and its very crowded. Additionally when they visit Singapore, they will 
understand that the tissues they see on the table, means that they are already reserved. 

 
 
Once finding a table the score will be sent to the database, to show the players previous high 
score and so that their score is on the leaderboard. This can motivate players to replay the 
game and maybe get the idea of coming to Singapore more welcomed to them 
Tray return 
 
 

Quiz trivia 

The quiz trivia, is to teach trivia to the players to learn facts about hawker centers, that can help 
them when they do visit Singapore. For example, teaching them that cash is king here in hawker 
centre, telling them how to take away their food, what the sauces and utensils are in front of the 
hawker stall, what buzzers are, whether to return your trays, and to learn about what cai fan is, 
which is important to the next bit. 
 
Players will need to hover to see the options, the models are visualized to make the quiz seem 
less dull and more on theme 
 

This is the 

table, they have 

to find and 

place the tissue 

on the table in 

time 
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The options 

show when 

you hover 

over them 

This question 

is about the 

buzzer 

This question 

is about the 

payment 

methods, thus 

representing 

the options 

are credit card 

and cash 
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Ordering section 

Here is when players learn how to order cai fan, they can pick one each category of what they 
want on their rice. This is to teach players how to order something in Singapore especially a 
common dish such as cai fan. 

 
 

Buying drinks 

Buying drinks in Singapore can tend to be hard since we have a “lingo” for it, thus it should be a 
priority to teach them the needed words or slang to order the drinks and to test them if they 
understand. All they need to do is type in the correct words and it will continue to the next 
section 
 

 

They will pick one 

item, from each 

category going 

downwards 

This is where you 

are typing what 

drink you want to 

order 
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2  

Myna catch 

Myna bird is a popular bird in Singapore especially seen in at hawker centres. This is not only to 
teach players on one of our wild life that they may see when they visit here, but also to also be 
aware that birds may pry on their food while they are gone, so they need to be on alert. 
Myna catch is where you have to grab (shoo the birds away). Each myna you grab gets you 
points and these points are sent to the database, to show the players previous high score and 
so that their score is on the leaderboard. This can motivate players to replay the game and 
maybe get the idea of coming to Singapore more welcomed to them 

 

Tray return 

Tray return is just to teach players on how to return their trays in the right category, so when 
they visit Singapore they do not make a wrong mistake. If they accidently return it to the halal 
side, they will be prompted that it is the wrong area to return it to. 
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USER FLOW AFTER COMPLETING THE PROTOTYPE 
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USER JOURNEY 

 

FINAL PROTOTYPE LINKS: 

VR prototype link: https://app.draftxr.com/vr/J7eEH2 
Figma link: https://www.figma.com/file/pYdkb7IhgsLW3VXYpC3oXl/Example-VR-template-for-
DraftXR-plugin-(Community)-(Copy)?type=design&node-
id=0%3A1&mode=design&t=DYWZXs6WcvzxmJSD-1 
Prototype demo video: 
https://drive.google.com/file/d/15djux26XbLm1ZLYaQmLtWm7PEwyNz21F/view?usp=sharing 
 
 
 

https://app.draftxr.com/vr/J7eEH2
https://www.figma.com/file/pYdkb7IhgsLW3VXYpC3oXl/Example-VR-template-for-DraftXR-plugin-(Community)-(Copy)?type=design&node-id=0%3A1&mode=design&t=DYWZXs6WcvzxmJSD-1
https://www.figma.com/file/pYdkb7IhgsLW3VXYpC3oXl/Example-VR-template-for-DraftXR-plugin-(Community)-(Copy)?type=design&node-id=0%3A1&mode=design&t=DYWZXs6WcvzxmJSD-1
https://www.figma.com/file/pYdkb7IhgsLW3VXYpC3oXl/Example-VR-template-for-DraftXR-plugin-(Community)-(Copy)?type=design&node-id=0%3A1&mode=design&t=DYWZXs6WcvzxmJSD-1
https://drive.google.com/file/d/15djux26XbLm1ZLYaQmLtWm7PEwyNz21F/view?usp=sharing
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VR BOOTH SECTION 

To help promote our VR experience, we plan to have a VR booth to be shown at a exhibition. 

Firstly when boothing, a common goal is to get leads, which can be helpful in the success of our 

project in the long run. At a exhibition, booths will attract a lot of attention from visitors and an 

article states that “Companies report a 33% (!) increase in generated leads from live events 

when using a VR Experience at the Brand’s booth.” (Persolja, 2019), with those statistics it 

means that by having a VR booth it could help us get more leads which as stated earlier can be 

helpful for our Projects success down the road in the future. 

Secondly, by having the booth, our product, hawker culture, and Singapore will be in the 

spotlight, where many people at the exhibition wants to try anything VR related since its new 

and interesting, and thus many people will crowd around to try it, and thus learn more about our 

game and Singapore. 

Research into VR booths  

Good requirements to have at a VR booth 

Getting the right equipment 

It is important to get the right equipment for this booth, to strike a balance between 

being cost effective and technological quality.  

For the VR headset we are using the oculus quest 2 which is not the latest oculus but is 

slightly more affordable than the newer oculus’s. ( the quest 2 is about $300, but the 

quest 3 the latest model recently released is $4 

99) 
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In current day the quest 2 is still great, as looking at this review on it saying “The Quest 

2 is still definitely worth it in 2023. Although occasionally a bit buggy, it offers both an 

unrivaled experience as a standalone headset, and as a wireless VR headset for your 

PC”. (Admin, 2023) 

To cast what is shown on the VR headset to a TV, the TV needs to have google chrome 

cast built in. The suggested model of TV is the VIZIO.  

 

 

The listing can be seen here: https://www.amazon.com/VIZIO-Chromecast-Mirroring-Streaming-

Channels/dp/B092Q1TRJC/ref=sr_1_2?crid=2PYRE2TD67HSU&keywords=tv%2Bwith%2Bgoogle%2Bchromecast%

2B40%2Binch&qid=1702527263&sprefix=tv%2Bwith%2Bgoogle%2Bchromecast%2B40%2Binc%2Caps%2C445&sr

=8-2&th=1 

 

VIZIO is a brand known for selling budget yet high quality Television screens. In this website I 

found they stated that “Ultimately, the Vizio V-Series offers the best picture, along with some 

high-quality extras at an extremely affordable price” (Lord, 2023). The reason for picking this 

model is because it is 40 inchs big, for a affordable price, so we can save on budget while 

having a larger screen to grab attention better and to make it easier for people to see the screen 

from afar. 

 

Software Requirements 

A virtual reality headset is currently not required for the game as it is a demo, however, 

if the game was released to the public, users who have virtual reality headsets using 

their laptops or computers to run the game, are suggested to have a system with the 

following requirements: 

Processor: At least Intel i5-4590 / AMD Ryzen 5 1500X or better 

GPU: NVIDIA GeForce GTX 1070 or AMD 500 Series and higher 

https://www.amazon.com/VIZIO-Chromecast-Mirroring-Streaming-Channels/dp/B092Q1TRJC/ref=sr_1_2?crid=2PYRE2TD67HSU&keywords=tv%2Bwith%2Bgoogle%2Bchromecast%2B40%2Binch&qid=1702527263&sprefix=tv%2Bwith%2Bgoogle%2Bchromecast%2B40%2Binc%2Caps%2C445&sr=8-2&th=1
https://www.amazon.com/VIZIO-Chromecast-Mirroring-Streaming-Channels/dp/B092Q1TRJC/ref=sr_1_2?crid=2PYRE2TD67HSU&keywords=tv%2Bwith%2Bgoogle%2Bchromecast%2B40%2Binch&qid=1702527263&sprefix=tv%2Bwith%2Bgoogle%2Bchromecast%2B40%2Binc%2Caps%2C445&sr=8-2&th=1
https://www.amazon.com/VIZIO-Chromecast-Mirroring-Streaming-Channels/dp/B092Q1TRJC/ref=sr_1_2?crid=2PYRE2TD67HSU&keywords=tv%2Bwith%2Bgoogle%2Bchromecast%2B40%2Binch&qid=1702527263&sprefix=tv%2Bwith%2Bgoogle%2Bchromecast%2B40%2Binc%2Caps%2C445&sr=8-2&th=1
https://www.amazon.com/VIZIO-Chromecast-Mirroring-Streaming-Channels/dp/B092Q1TRJC/ref=sr_1_2?crid=2PYRE2TD67HSU&keywords=tv%2Bwith%2Bgoogle%2Bchromecast%2B40%2Binch&qid=1702527263&sprefix=tv%2Bwith%2Bgoogle%2Bchromecast%2B40%2Binc%2Caps%2C445&sr=8-2&th=1
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Memory: 8GB 

 

 

Note: We designed the Hawker Experience using Meta Quest 2 and hence, the recommended system 

requirements are based on the Oculus Quest 2 headset. 

Themed/unique booths related to the VR experience 

Resident Evil Village VR at Tokyo Game Show 2022 

The game was released on 22 February 2023, but during the game show which was in 2022, 

they were showing a game demo where participants can try out the demo. People were not 

allowed to capture any picture or footage of the gameplay or even the hardware used for the 

demo 

The main booth looked like this 

 

Advantages 

• Before playing they give out instruction on what the controls are and what to do during 

certain events of the game, which is quite helpful for those unfamiliar with the controls of 

a VR device 
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• The booth is well themed, where the main background shows multiple main locations in 

game 

• Has a large build board on the top to attract attention to the booth  

• Has multiple booths thus being able to let more players play at a time 

Disadvantages 

 

 

• There is a yellow ring to indicate where the player will stand and play however it is a 

concern since they may accidently step outside of the ring by mistake, since they cannot 

see it and may hit into something. 

• The controller seems to be wired, thus this may be another concern where the player 

may somehow trip over or by accident 
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Sports Vr booth 

This booth is showing off a game for a baseball VR game 

 

Advantages  

• The theming of the booth is very consistent and eye catching, the floor reflects the look 

of a baseball fields grass, and the background shows a baseball field  

There is a decently sized TV behind to show the gameplay for other attendees to take a look at 

to see what the gameplay is like and is to also attract attention from further away to see the 

gameplay from a further distance, making the attendee curious and walking towards the booth 

Disadvantages 

• There is no ring or barrier or proper dedicated space for the player to have, thus they 

may accidently hit something or someone  

• The controller is a wired controller, thus the player may trip over the wire by mistake 
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Initial sketch 

 

I wanted the booth to fit the theme of a hawker and to look similar to one, since some foreigners 

are unfamiliar with hawker centers, they will be curious on what all the decoration is about and 

approach the booth. 

I also wanted many areas and signs to explain to those walking past what our is about so that 

they are not so confused, especially when they go into the game 

The plan is to also have two televisions to make it easier for more people to watch the game 

play 

Lastly I wanted a barred area for the player to stay within so that they wont hit anyone or wont 

trip or go out of the space intended for them 

Design Rationale 

Theming 

For the theming, we decided to decorate the booth to fit our theme of a hawker center. For the 

background, we decided for it to be a hawker store, especially a cai fan store, since in the game 

you order from cai fan, and the position of where the player stands makes it also look like the 

player is maybe queuing for the food as well. 
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The floor also looks like the floor tiles seen at most hawker centers 

 

Secondly to fit the theme, there will be tables and chairs similar to the ones you find at an 

hawker center with a tissue paper on it to reference to the chope minigame in the hawker, and 

also for the attendees to maybe take a seat to watch the gameplay happening. 
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We could buy a table set from this seller on carousell for example 

 

https://www.carousell.sg/p/canteen-table-hawker-table-fast-food-restaurant-table-

1126604012/?t-id=783hQXBOjN_1702626430492&t-referrer_browse_type=search_results&t-

referrer_context=global_slp&t-referrer_request_id=wd_BVpi5XkPI2urc&t-

referrer_search_query=hawker%20table&t-referrer_source=search_landing&t-tap_index=6 

When opening this booth in a foreign country other than in Singapore, since many of them have 

never seen a hawker center before, when they see our booth, they will approach the booth 

interested and confused in what this foreign looking booth is and what they are showing off 

Secondly, with more creative-looking booths, it tends to attract more attention in general thus 

attracting more attention to our booth and game more attention which could lead to more leads 

and contact for future successes. 

https://www.carousell.sg/p/canteen-table-hawker-table-fast-food-restaurant-table-1126604012/?t-id=783hQXBOjN_1702626430492&t-referrer_browse_type=search_results&t-referrer_context=global_slp&t-referrer_request_id=wd_BVpi5XkPI2urc&t-referrer_search_query=hawker%20table&t-referrer_source=search_landing&t-tap_index=6
https://www.carousell.sg/p/canteen-table-hawker-table-fast-food-restaurant-table-1126604012/?t-id=783hQXBOjN_1702626430492&t-referrer_browse_type=search_results&t-referrer_context=global_slp&t-referrer_request_id=wd_BVpi5XkPI2urc&t-referrer_search_query=hawker%20table&t-referrer_source=search_landing&t-tap_index=6
https://www.carousell.sg/p/canteen-table-hawker-table-fast-food-restaurant-table-1126604012/?t-id=783hQXBOjN_1702626430492&t-referrer_browse_type=search_results&t-referrer_context=global_slp&t-referrer_request_id=wd_BVpi5XkPI2urc&t-referrer_search_query=hawker%20table&t-referrer_source=search_landing&t-tap_index=6
https://www.carousell.sg/p/canteen-table-hawker-table-fast-food-restaurant-table-1126604012/?t-id=783hQXBOjN_1702626430492&t-referrer_browse_type=search_results&t-referrer_context=global_slp&t-referrer_request_id=wd_BVpi5XkPI2urc&t-referrer_search_query=hawker%20table&t-referrer_source=search_landing&t-tap_index=6
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Lighting 

Dedicated lighting is needed to brighten up the booth so it is easier for everyone to see 

everything in the booth, such as the backgrounds, seats, signs etc. Additionally, a dedicated 

light is also to continue bringing in the attention since “Our natural attraction to light (Use Light 

to attract attention, n.d.)For this booth we decided to use LED lighting, since their durable, it has 

long life, energy efficient and is good for the environment 

 

Signs and words on our booth explaining our project 

Once attendees walk up to our booth and are wondering what’s going on with the booth, they 

can take a look at the signs or the back board on the left on right to learn about our game, 

Singapore and what hawker culture is, so that the workload on staff maning the booth will be 

less, for people to be less confused before playing the game, and for people to learn more 

about Singapore in general. 

 

 

The sign 

Back board 
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There would be around 2 signs, this is to spread out the attendees taking a look at the booth so 

it would not cause crowd issues, and also for more people to be able to read what our game, 

Singapore and hawker culture is like 

 

 

For the big boards on the sides, they are placed there so its easier to read, especially from far 

since the text is bigger. Additionally it will be very helpful to read when the booth gets crowded, 

and people are blocking the signs, so for those who want to see whats the booth is about, they 

can simply read the sides of the booth 

Here is the over view: 

 

Close up on 

a single sign 

There is two 

of them here 
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This is the big board up close: 

 

The posters were designed by Grace Foo.  

This is the Sign version: 
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This is the Big board version: 

 

The 

background is 

newton food 

centre, the 

hawker centre 

we chose 
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Branding 

For branding purposes, we will give out some custom-made tissue paper packets with our 

games name on it, and our contact information and where they can get the game, to spread our 

name and game out there, and also when the attendee uses the tissue they will see that 

information and may take action. This tissue idea is also to reference the chope game in the 

main game. 

 

 

 

Additionally before players play the game we will give them instructional pamphlet, on how to 

control the game and any context needed on them. We will also include our contact information 

and where they can get the game so when they bring home the pamphlet they can take a look 

at that information 

For example the 

branded tissue will 

be placed on the 

hawker table to 

represent “chope” 

Here is staff 

giving out 

some of the 

tissues as well 
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Two TV around 

To make it easier for everyone to see whats going on and what the gameplay is, especially 

when crowded, we decided to have two 40 inch televisions, the brand and model type is chosen 

is under the “getting the right equipment” section. The larger televisions also make it easier to 

see the gameplay from a far or when crowded, so it can attract peoples attention from further 

away. 

Secondly with having two screens, it will also help with crowd control and the spread of where 

people are standing 

 

Playing area 

The playing area will have a gate around the player just incase so that they may not accidently 

walk or trip out of that area or hit anyone or any staff 

 

Smell 

At the booth, there would be a diffuser where it would dispense the smell of food to increase the 

immersive experience. A study done in 2022, testing how smell could affect the sense of 

presence within a vr game states that, “users’ sense of presence is enhanced when simulated 

smells are introduced into a VR environment.” (Odour enhances the sense of presence in a 

virtual reality environment, 2022), therefore, with the smell, it could help the user feel more 

immersed in game. 

This idea was inspired by my persona’s suggestion in his needs.  

This 

is the 

game

play 
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There has been attempts in the technological advancements with VR and smell, where people 

are aiming to bring smell to VR, for example OVR Technology has made a wearable product 

where they wear a device to help smell with the VR headset, 

   

however they are not publicly available so lets look at an alternative idea 

The smell will be spread using a diffuser, we propose using a Muji Aroma Diffuser. It is 

recommended for areas like living rooms, which means the smell will only be strong around our 

booth area and not other parts of the exhibit, thus not disturbing other participants at the 

exhibition, can last about 3 hours, only needs 2 drops of essential oils and it is at the weight of 

0.22kg. 

 

https://www.amazon.sg/dp/B00BQZ3BSG/ref=emc_b_5_i 

https://www.amazon.sg/dp/B00BQZ3BSG/ref=emc_b_5_i
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For the essential oil, we could use this ramen noodle soup oil. Despite it not being a part of 

Singapore’s hawker cuisine, the smells from the oil are similar those you would smell at the 

hawker center, for example the description says you can smell the garlic, basil and cumin, 

things you would usually smell at a hawker center. 

 

https://www.amazon.com/Noodle-Fragrance-Oil-Diffusers-Candles/dp/B07TNSB4K4 

 

In the booth it will be placed around near the player. This is done so that it is not so visible to 

attendees so it doesn’t make them question that much on why is there a diffuser since its out of 

place. 

The 

diffuser is 

placed here 

behind the 

player 

https://www.amazon.com/Noodle-Fragrance-Oil-Diffusers-Candles/dp/B07TNSB4K4
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The diffuser is not placed there so that it can spread the smell better, since diffusion is simply 

saturated molecules of the scent spreading from a saturated area to a non saturated area, thus, 

the position of the diffusor to spread the smell of the scent does not really matter. 

 

Final Product 

The final model can see been in Sketch Fab  

 

It is not so 

visible  
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https://skfb.ly/oPrFG 

Texture assets borrowed: 

https://substance3d.adobe.com/community-assets/assets/e0a4e3b1ac29fad3967a80e9a0c30cd144b4b2b7 

Measurements 

For the main background, it would be about, 2.3 meters tall, since this booth may be brought out 

to foreign countries, there may be some people who are quite tall, thus the background should 

look taller than most humans, so that the booth looks big for everyone, and be about 4 meters 

wide.  

https://skfb.ly/oPrFG
https://substance3d.adobe.com/community-assets/assets/e0a4e3b1ac29fad3967a80e9a0c30cd144b4b2b7
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The floor should be about, 6.5 meters to 4 meters 

 

 

 

4m 

6.5m 

2.3m 

4.5m 
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The big boards on the left and right would be 2.3m tall and 2 meters wide

 

 

 

The signs should be about 150cm, since the average height of  a human is about 165cm, the 

height should be decreased to reach the about where an average persons eye level should be 

at, so that many people can easily see the signs. 

The sign itself should be a3 sized 

 

4m 

6.5m 
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The area where the player plays at, the diameter should be 1.5m, and the round bar should be 

about 115cm tall 

 

 

The TV is a 40 inch TV (95cm x 55cm x 10cm) 

 

29cm 

150cm 

115cm 1.5m 
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