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No significant differences among study environments were observed for overall liking,

emotional response and product perception.

The LED wall system led to significantly higher overall liking than the booth, while

emotional response and product perception were generally more positive than in the

booth and, for some measures, than in the Sense-AV system.
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STUDY DESIGN

@

Both immersive systems enhanced sensory awareness, environmental aesthetics and realism

compared to the booth, without reducing engagement. However, effects on product-related

evaluations emerged only under blind conditions, with the LED wall generally eliciting more

favourable responses than the booth and, for some measures, than Sense-AV. These findings show

that product information can attenuate contextual effects and that immersive technologies should

not be treated as interchangeable methodological tools, even when presenting the same scenario.

• Conventional sensory booths provide strong experimental control and repeatability but may offer

limited ecological validity [1];

• Immersive technologies can introduce contextual cues into controlled testing conditions [2,3];

• Direct comparisons between different immersive technologies reproducing the same consumption

scenario remain scarce, making it difficult to distinguish the effect of the simulated context from

that of the technological system used to deliver it.

In this study, we aimed to determine whether two immersive technologies presenting

the same food consumption scenario differed in consumer sensory evaluations and in

consumers’ experience of the testing environment.
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