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‘ Neuromarketing consultancy services applied
to extended reality technologies

Nowadays, we live in a digital era where
extended reality technologies are conti-
nuously growing; thus, creation of vir-
tual environments is becoming increa-
singly common. In order to be at the fo-
refront of technology, companies such
as hotels, museums, providers of sport
and leisure activities, and so on, often
consider generating this type of expe-
riences for their potential customers.

Generating such virtual environments
involves high expenses (in both mone-
tary and time terms), but sometimes
they do not get the desired return. This
is mainly caused by a lack of previous
study about the different formats where
this type of experiences can be genera-
ted, in order to know which is the appro-
priate one to reach their goal in an
effective and efficient manner.
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So, the services on neuromarketing
consultancy involve studying different
formats where virtual environment can
be offered in order to generate an expe-
rience (computer, tablet, mobile, virtual
reality headset); as well as measuring
the immersion intensity of each of
them. That means, measuring how the
individual dives into the experience, in

order to find a balance between the ge-
nerated experience and the investment
needed to provide it (e.g.: computer ex-
penses from generating the experience,
costs of the devices needed for using it,
among others).

This service is based in carrying out a
laboratory simulation of the different
formats for the desired experience. For
testing such formats, a sample of
people will go through a survey before
and after such experience. In addition
to this, physiological measurements
such as eye-tracking are done in order
to learn about the involuntary respon-
ses of the individuals, which is used to
contrast the information gathered
through the surveys. This allows to pre-
pare a report showing the immersion in-
tensity for each format in order to com-
pare the investment needed and esti-
mate which technology from the afore-
mentioned is the most appropriate for
reaching the business goals.

Tourism and leisure activities providers,
for example: hotels, museums, exhibi-
tions, sport activities, leisure activities
such as paragliding and skydiving, etc.

Other areas where user can preview the
real activity through extended reality
technologies.

Due to the technology advances and
pandemic, use of digital technologies
has increased recently. As a conse-
quence, many markets - tourism sector
among them- have introduced or are in-
troducing the use of such technologies
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in order to adapt their services to the
new normality. In this challenging task,
extended reality technologies may be a
competitive advantage, especially if
they are applied in a smart way, rea-
ching objectives and reducing the in-
vestment.

Neuromarketing consultancy can be
applied to markets already interested in
these technologies, such as hotels and
museums. Other sectors that have not
dived in this area, although may be be-
nefited from using such technologies,
are those companies providing sport or
leisure activities for example: water
sports, for example or those offering pa-
ragliding and skydiving, etc.

This is an ad hoc service, specifically
made for each client, where specific cir-
cumstances of both application field
and company size are analysed. This ge-
nerates a completely unique service
allowing the clients to optimise their re-
sources, reaching at the same time their
goals.

The methodology here used is based on
the results of the scientific research on
the field of the extended technologies
and neuromarketing. This service can
be extrapolated to any application field.
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