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GOALS OF E-COMMERCE 

• Browse items for sale? Sometimes.

• Accept arbitrary donations? Maybe.

• Accept money from your customers? Always.
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UBERCART HISTORY

• Ubercart is a set of modules created by the Commerce Guys 
for Drupal 6

• Ubercart is the most commonly used contributed commerce 
package for building online stores in Drupal 6

• It was built around a simple store model and expanded via 
contributed modules to do many things it was never designed 
to do
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WHY IS COMMERCE SO UBER?
• Drupal commerce is a very flexible commerce system, Ubercart never was very 

flexible

• This is achieved through a tight integration with views and rules

• Commerce customizations are more in the database than in code

• Tasks that used to require heavy handed overrides, can now be configured 
through a UI

• These database items are usually exportable, so you can move them to code if 
you desire (views, rules)

• Commerce satisfies more use-cases with less work
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INSTALLATION

• Start with the Commerce Kickstart profile

• git clone --branch 7.x-1.x http://git.drupal.org/project/commerce_kickstart.git

• drush make distro.make

• or just add the Commerce modules to your existing site

• git clone --branch 7.x-1.x http://git.drupal.org/project/commerce.git

• OR

• drush dl commerce

Sunday, October 23, 11

http://git.drupal.org/project/commerce.git
http://git.drupal.org/project/commerce.git
http://git.drupal.org/project/commerce.git
http://git.drupal.org/project/commerce.git


INSTALL DEMO
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BASIC CONCEPTS

• Products aren’t nodes, they’re entities

• You must setup a display node which references products

• Most configurable action run through rules

• The checkout process is configurable

• There are 4 steps in the process that panes can be placed into

• Extensive views integration makes even the shopping cart easily 
configurable
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VIEWS ENABLED

• Commerce leverages views heavily

• These views are easily customizable

• Even the shopping cart is a view and can be easily configured 
as such

• This can lead to some interesting use cases when the 
shopping cart is rendered within the checkout form
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PRODUCT SETUP

• Products and display nodes are both fieldable

• Products are referenced by display nodes

•Display nodes can reference multiple products, which is how 
attributes are used

•Display formatters can be set to define the add to cart form
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ATTRIBUTES
• Product references can be multi-value fields

• Attributes are simple fields with one additional option

•Only single value list items can become attributes
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CHECKOUT PROCESS
• Four basic steps in the checkout 

process

• Steps are filled with panes

• Panes can can be drag and drop 
sorted and moved from one step 
to another

• Carefully consider the order that 
you collect information

• Payment should usually be the 
last functional pane
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ONE PAGE CHECKOUT?

• A single page checkout 
model is possible with 
Commerce

• You still might want a 
review pane or thank 
you message
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SHIPPING

• Shipping is not handled by Commerce core because core 
does not assume that a product must be shippable

• Shipping is left to contrib or custom implementations

• There are a lot of different ways to handle shipping

• Simple implementations can be handled by rules

•More complex implementations must use the shipping module 
along with a contrib or custom Shipping Method
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RULES
• Events

• When adding product to 
cart

• Conditions

• If number of products in cart 
is greater than 5

• Actions

• Reduce total amount by 10%
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RULES EVENTS
• Rules can take action on many events

• Commerce provides many events as triggers for rules, but you aren’t limited to 
those, you can take action on any valid rules event

• Some common events include

• Calculating the sell price of a product

• User adds a product to cart

• User completes the checkout process

• User creates or updates user profile information

• User comments on a product
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RULES CONDITIONS

• Conditions are optional and mimic if conditionals in PHP

• Conditions generally compare a data selector to some generic value

• These values we use for comparison vary for each condition but they’re commonly 
represented by

• Static values

• Tokens

• Data Selectors

• PHP 

• Rules can utilize multiple conditions grouped into logical AND and OR segments
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RULES ACTIONS
• Once our event has occurred and our conditions have been met, we can move on to 

executing our actions

• Actions generally take a specific action on a given data selector

• Common Actions include

• Create new entity

• Calculate a value

• Update existing entity

• Add or edit a variable

• Run generic PHP code
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COMMERCE CODING

•Working with entities and metadata wrappers

• Commerce panes

• Fields and formatters
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• hook_commerce_checkout_pane_info

• Takes no parameters, returns and array 
of checkout panes

• File points to an include file

• Base is the base function name
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QUESTIONS

• Contact me with questions or comments

• druroot on drupal.org or IRC

• andrew@transparatech.com

• twitter.com/andrewroot
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