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(experiential marketing)

(Pine and Gilmore, 1998)  

(Yelkur, 2000)

(experiential marketing models, SEMs) (sense)

(feel) (think) (act) (relation)

(Schmitt, 1999)  
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4P

(experience) (entertainment) (exhibitionism)

(evangelizing) 4E (Holbrook, 2000)

 

(Robertson, Zielinski, 

and Ward, 1984)

(elaboration likehood model, ELM)

( )

(Petty, 

Cacloppo, and Schuman, 1983)

 

 Baker (1978), Bitner (1992), and Martin (1996)
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獨立變數 

 

體驗的構成要素 

1. 感官體驗   

2. 情感體驗 

3. 思考體驗 

4. 行動體驗 

5. 關聯體驗 

控制變數 

 

1. 知覺風險 

2. 價格認知 

3. 產品知識 

4. 產品屬性 

5. 購買情境 

6. 消費者自信心 

7. 人口統計變數 

 

依變數 

 

涉入 
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 Lovelock (1983)

(people processing)

(possession 

processing)

(mental stimulus processing)

(information processing)

 

 

(convenience sampling)  
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