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(Background and Purpose) The exponential growth of online shopping and the emergence of diverse online shopping
experiences due to social transformation and technological advancements, various industries are increasingly interested in
utilizing VR (Virtual Reality) technology. The significance of VR stores is becoming increasingly evident as they surpass the
conventional online shopping experience, which relied on 2D images for assessing product size, color, material, and
description. To provide differentiated and customized services to consumers and to promote consumption, it is essential to
conduct a thorough analysis of the characteristics and experiential elements of VR. This study aims to investigate the
experiential aspects of VR stores that provide immersive services and to propose experiential elements that can enhance
consumer engagement and enhance the probability of purchase. (Method) Based on previous research, this study conducted
a theoretical review of virtual reality and derived experiential elements based on Bernd Schmitt's Strategic Experiential
Modules (SEMs). These experiential marketing elements were developed to evaluate the characteristics of VR and the
experiential services offered in VR stores through case studies. Additionally, criteria for analyzing the characteristics and
experiential elements of VR stores were provided based on the characteristics of VR on Bernd Schmitt's experiential
marketing theory. Furthermore, eight case studies of VR stores were analyzed to identify key strategic experiential
elements that could enhance the probability of a purchase. (Results) The investigation of the selected eight cases revealed
that Case 1 received the highest overall score in the VR store evaluation. The sensory and behavioral experience elements
were assigned the highest rating in Case 2. Although Cases 1 and 7 received the same score, the cognitive and behavioral
elements of Case 7 were found to be more pronounced than those of Case 2. Similarly, Cases 4 and 8 were rated equally,
but Case 8 demonstrated particular strengths in the behavioral elements. Conversely, Case 6 had significantly lower
cognitive experience elements, and Case 5 demonstrated a notable absence of emotional experience elements.
(Conclusions) The analysis of the eight cases revealed that Case 1 achieved the highest overall score. This is attributed to
the provision of an experience center in Case 1, which maximises experiential elements by inducing strategic movements.
Although Case 8 had a lower overall score, it offered a variety of experiences, including discount benefits through game
interactions, with a notable emphasis on behavioral experience elements. This study confirms that behavioral and cognitive
experiences that induce actions significantly impact purchasing behavior in VR stores. By enhancing these behavioral and
cognitive experiences, consumer engagement can be increased. Therefore, the findings of this study can be effectively
utilized in the design and implementation of VR store services and are expected to contribute to the theoretical and practical
foundations of future related research.
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