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BACKGROUND. Prior immersive technology
research
has
shown
that
recreated
consumption contexts elicit effects on
hedonic food evaluations, but the foodspecificity and consistency of these effects is
unclear. The current study investigates how
repeated exposure to foods in (in)congruent
immersive
contexts
affects
hedonic
perception over time.

METHOD.

Two

groups

of

participants

(N=23, N=18) were exposed to three foods
(sushi, popsicle and iced tea) in either an
immersive beach context or an immersive
sushi restaurant context for seven days. On
the eighth day, participants were exposed to
the same foods once more, but switched to
the other context. Hedonic evaluations were
collected prior to and during tasting at initial
exposure (day 1), after repeated exposure to
the same context (day 7) and in the
switched context (day 8).

Incongruent consumption environments
negatively affect hedonic food expectations
and reduce liking consistency over time
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RESULTS
•

•

•

Prior to tasting, expected liking and
desire-to-eat scores were reduced for
foods in incongruent contexts
Upon tasting, liking scores for foods in
incongruent context were less consistent
over time
More food was consumed and liking
behaviour was more consistent in a
typical consumption environment

RESULTS

Prior to tasting: DESIRE TO EAT

Upon tasting: LIKING

DISCUSSION
•
•

•

•

Hedonic food evaluations are shaped by
prior food experiences
Food
memories
are
situated,
incorporating the context in which the
food was eaten
Expected liking prior to consumption and
liking during consumption are measuring
different aspects of the consumption
experience
Findings showcase the potential of
immersive technology
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