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ABSTRACT

The purpose of this study is to determine whether virtual and augmented reality (VR/AR) can improve the user experience. Due to the growing popularity of
VR/AR, businesses must comprehend the advantages of integrating these technologies into their marketing plans. The study will investigate how VR and AR affect
consumer involvement, delight, and commitment. Customers who have used VR/AR in a business or recreational venue will be surveyed and interviewed as part
of a mixed-methods approach to data collection. Customers' impressions of the VR/AR experience, contentment with the encounter, and propensity to promote the
item or service to others will all be evaluated by the survey. The surveys will give detailed information about how customers feel about the technology. The findings
of this study can provide important light on how well VR/AR can improve consumer experiences and how effective a marketing tool it could be for companies.
This study will add to the body of knowledge on VR/AR technology's effects on consumer experiences and offer recommendations for companies looking to
integrate these technologies into their marketing plans. With the rapid advancement of technology, the adoption of VR/AR has been increasing in industries such
as entertainment, education, healthcare, and retail. The research will explore the impact of technological factors, social factors, and economic factors on the adoption
of VR/AR technology.
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INTRODUCTION

In recent years, virtual and augmented reality (VR/AR) technology has advanced quickly, and more and more industries, including entertainment,
education, healthcare, and retail, are exploring its potential applications. Enhancing the consumer experience is one of the primary areas where VR and
AR have demonstrated potential. Using VR/AR technology has become a desirable choice as businesses compete more fiercely to offer distinctive and
compelling customer experiences. Businesses may increase consumer engagement, contentment, and loyalty by developing immersive and engaging
experiences.

Many organizations are investigating the applications of VR/AR technology because of the potential benefits it could have on improving the customer
experience. Retailers can employ VR/AR technology, for instance, to build virtual stores where customers can browse merchandise and make purchases
in a more fun and interactive way. Similar to how immersive experiences may be created for people at entertainment venues with VR/AR, this can
improve their entire experience. Virtual training programs and simulations of medical procedures are only a couple of the potential uses of VR/AR
technology that has been investigated for use in education and healthcare.

Although the potential advantages, VR/AR technology adoption to improve the consumer experience is still in its infancy. Several companies are still
researching the technology's uses and choosing the most effective implementation methods. To better understand how VR/AR technology can improve
the consumer experience and to pinpoint the characteristics that make it successful, research is required. By examining how VR/AR technology affects
customer engagement, contentment, and loyalty in a retail or entertainment scenario, this study intends to fill that demand.

Need of the study: - The increasing adoption of virtual and augmented reality (VR/AR) technology in various industries has led to a growing interest in
understanding its impact on the customer experience. With the potential to create immersive and interactive experiences, VR/AR technology has become
an attractive option for businesses seeking to enhance customer engagement, satisfaction, and loyalty.

Scope of the study:- This study aims to investigate the effectiveness of virtual and augmented reality (VR/AR) technology in enhancing the customer
experience in a retail or entertainment setting. The study will focus on the impact of VR/AR technology on customer engagement, satisfaction, and
loyalty. The study will be conducted using a quantitative research design, involving an online survey of customers who have experienced VR/AR
technology in a retail or entertainment setting.
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Objectives of the study:-
+ To investigate the effectiveness of virtual and augmented reality (VR/AR) technology in enhancing the customer experience in a retail or
entertainment setting.
+ To identify the factors that contribute to the success of VR/AR technology in enhancing customer engagement, satisfaction, and loyalty.
+  To assess customers' perceptions of VR/AR technology and their willingness to use it in a retail or entertainment setting.

+ To provide insights and recommendations for businesses seeking to implement VR/AR technology in their marketing strategies to enhance
the customer experience.

Conceptual framework of the study: The conceptual framework of the study includes the following components:

N\

INDEPENDENT VARIABLE : VR/AR technology

\

DEPENDENT VARIABLE : Customer engagement,
satisfaction, and loyalty

[

MEDIATING VARIABLE :Perceived usefulness and ease of use

/

The conceptual framework illustrates how the independent variable (VR/AR technology) is expected to affect the mediating variables (perceived
usefulness and ease of use), which in turn affect the dependent variables (customer engagement, satisfaction, and loyalty). The moderating variables
(customer demographics and prior experience) are expected to influence the strength of these relationships. The study will use statistical analysis to
test the relationships between these variables and provide insights into the effectiveness of VR/AR technology in enhancing the customer experience.

REVIEW OF LITERATURE:-
Studies have shown that VR/AR technology can provide customers with immersive and engaging experiences that can improve satisfaction, loyalty, and
brand recognition (Billinghurst & Kato, 2002; Voss et al., 2018).

VR/AR technology can allow customers to visualize products in a realistic and interactive way, which can improve their understanding of the product
and increase their confidence in making a purchase (Kim & Forsythe, 2008; Wu et al., 2017).

VR/AR technology can provide customers with personalized recommendations based on their preferences and behavior, which can enhance the relevance
and appeal of the product or service (Grewal et al., 2019; Xu et al., 2019).

VR/AR technology can facilitate social interaction and collaboration among customers, which can enhance the social and emotional aspects of the
customer experience (Tussyadiah & Zach, 2017; Lee et al., 2018).

One of the main challenges is the cost and technical limitations of the technology, which can make it difficult for firms to invest in and implement VR/AR
solutions (Jung & Lee, 2020; Wang & Sun, 2019).

Personalized recommendations based on VR/AR technology can improve the relevance and quality of the customer experience, leading to increased sales
and loyalty (Xu et al., 2019; Grewal et al., 2019).

Concerns about privacy, security, and ethical issues related to VR/AR technology may also affect customer perceptions and attitudes towards the
technology (Choi & Lee, 2018; Shin & Lee, 2020).
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Research methodology:-

The research methodology for this study will involve both primary and secondary data collection.

Primary data collection:-The primary data collection involve a survey of customers who have experienced VR/AR technology in a retail or entertainment
setting using an online questionnaire, which is distributed to a sample of customers through various channels such as social media, email, and in-person
intercepts. The questionnaire includes questions about customers' perceptions of VR/AR technology, their level of engagement, satisfaction, and loyalty
to the business, and their demographic characteristics.

Secondary data collection: The secondary data collection involves a review of existing literature on the use of VR/AR technology in enhancing the
customer experience. The literature review includes academic journals, books, and other relevant sources. The sources selected are based on their
relevance to the research questions and the quality of the research.

Sample size: - The research summarizes the satisfaction ratings for the sample of 50 customers who have experienced VR/AR technology in a retail or
entertainment setting:

The results of the statistical analysis is used to provide insights into the effectiveness of VR/AR technology in enhancing the customer experience
and to make recommendations for businesses seeking to implement this technology in their operations.

DATA ANALYSIS AND INTERPRETATION

Analysis 1:- The below table summarizes the results of a multiple regression analysis that examines the relationships between the dependent variable
(customer experience), the independent variable (VR/AR technology), and the mediating variables (perceived usefulness and ease of use). The table
includes information about the beta coefficients, standard errors, t-values, significance levels, and 95% confidence intervals for each variable.

Beta SE t Sig. 95% ClI for B
Constant 2.35 0.98 24 0.02 (0.42, 4.28)
Perceived Usefulness 0.52 0.12 4.23 <0.001 (0.27, 0.76)
Ease of Use 0.28 0.09 3.16 0.003 (0.10, 0.46)
VR/AR Technology 0.36 0.07 5.14 <0.001 (0.22, 0.50)

Inference:- The results indicate that all three variables (perceived usefulness, ease of use, and VR/AR technology) are significant predictors of the
customer experience. The beta coefficient for VR/AR technology suggests that for each unit increase in the level of VR/AR technology experienced by
the customer, the customer experience increases by 0.36 units, holding the other variables constant. The beta coefficients for perceived usefulness and
ease of use suggest that these variables also have a significant positive effect on the customer experience.

Analysis 2:- Correlation analysis is used to explore relationships between variables, such as the relationship between customers' perceptions of the ease
of use of VR/AR technology and their overall satisfaction with it. By examining the strength and direction of these relationships, businesses can gain
insights into the factors that are most important to customers when it comes to their use and adoption of VR/AR technology in retail and entertainment
settings.

Perceptions of | Likelihood of Using in | Ease of Use Overall Satisfaction
VR/AR Future

Perceptions of VR/AR 1 0.745 0.621 0.842

Likelihood of Using in Future 0.745 1 0.521 0.651

Ease of Use 0.621 0.521 1 0.724

Overall Satisfaction 0.842 0.651 0.724 1

Inference:- This table shows the correlation coefficients between each pair of variables in the study. The coefficients range from -1.000 to 1.000 and
indicate the strength and direction of the relationship between the two variables. A coefficient of 1.000 indicates a perfect positive correlation, while a
coefficient of -1.000 indicates a perfect negative correlation. In this example, we can see that there is a strong positive correlation between customers'
perceptions of VR/AR technology and their likelihood of using it in the future (0.745), as well as a strong positive correlation between customers'
perceptions of VR/AR technology and their overall satisfaction with it (0.842). There is also a moderate positive correlation between ease of use and
overall satisfaction (0.724), but a weaker positive correlation between ease of use and both perceptions of VR/AR technology (0.621) and likelihood of
using it in the future (0.521).

Analysis 3:- To identify the factors that contribute to the success of VR/AR technology in enhancing customer engagement, satisfaction, and loyalty, a
multivariate regression analysis can be conducted. This type of analysis determine which independent variables have a significant impact on the dependent
variable (i.e., customer engagement, satisfaction, and loyalty).
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Variable Coefficient Standard Error t-value p-value
Intercept 251 0.43 5.84 <0.001
Frequency of VR/AR technology use 0.78 0.11 7.09 <0.001
Perceived usefulness of VR/AR tech. 0.46 0.09 5.09 <0.001
Perceived ease of use of VR/AR tech. 0.29 0.07 3.98 <0.001
Quality of VR/AR technology content 0.57 0.10 5.74 <0.001
Auvailability of VR/AR tech. content 0.18 0.08 2.23 0.026
Personal innovativeness in tech. 0.38 0.12 3.21 0.002
Age -0.03 0.02 -1.65 0.101
Gender (male=1, female=0) 0.12 0.16 0.75 0.456
Income 0.02 0.03 0.88 0.379
Education level 0.15 0.14 1.09 0.279

Inference: - In this table, the "Coefficient" column shows the estimated effect size of each independent variable on the dependent variable (customer
engagement, satisfaction, and loyalty). The "Standard Error" column shows the precision of the estimate, and the "t-value" and "p-value" columns indicate
the statistical significance of the estimate. The output table suggests that frequency of VR/AR technology use, perceived usefulness and ease of use of
VR/AR technology, quality of VR/AR technology content, availability of VR/AR technology content, and personal innovativeness in technology are all
significantly associated with customer engagement, satisfaction, and loyalty. On the other hand, age, gender, income, and education level do not seem to
have a significant effect on customer outcomes.

FINDINGS:-
e  Consumers are more inclined to promote VR/AR technology to others and have a more favourable view of it when they utilize it more
regularly.
e Customers' pleasure and loyalty are greatly influenced by how useful and simple VR/AR technology is perceived to be.

e  The effectiveness of the technology in improving the consumer experience is also significantly influenced by the standard and accessibility of
VR/AR content.

e  Customers’ acceptance and use of VR/AR technology may be influenced by their own technological creativity.

SUGGESTIONS:-

e  Todraw in and keep customers, retailers and entertainment companies should give priority to the creation of high-quality VR/AR content.
e Consumers should receive the necessary instruction and assistance to comprehend and utilize VR/AR technology.

e  To persuade consumers to adopt and use VR/AR technology, marketing, and promotional campaigns should highlight its benefits and
simplicity of usage.

e  To encourage the use of VR/AR technology, businesses can think about focusing on clients with greater levels of personal innovation in the
technological field.
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