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1. This study investigated the comparability of consumers’ behavior in a virtual environment and in real life (RL) to validate VR for data acquisition in CB research.
2. The data analysis results showed that the data collected in VR and RL were highly correlated and comparable.
3. The results illustrate that the participants’ behavior in the virtual environment and in the real world were comparable, which provides robust evidence for the validity of VR as a beneficial and promising tool for data acquisition in CB research.
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May be slightly imbalanced: The article presents the information in a generally reliable way, but there are minor points of consideration that could be explored further or claims that are not fully backed by appropriate evidence. Some perspectives may also be omitted, and you are encouraged to use the research topics section to explore the topic further.
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The article “The comparability of consumers’ behavior in virtual reality and real life: A validation study of virtual reality based on a ranking task” is an interesting exploration into how consumer behavior can be studied using virtual reality technology. The authors conducted a study to investigate whether people react similarly to real and virtual stimuli, and behave comparably in RL and VR environments. The results showed that the perceived healthiness of 20 cereals was highly correlated between the two conditions, suggesting that VR is valid for data collection in consumer behavior research.
The article is generally well-written, with clear explanations of methods used, results obtained, and conclusions drawn from them. However, there are some potential biases or missing points of consideration worth noting. Firstly, while it is mentioned that 101 participants were recruited for this study, only 98 remained after three participants had to be removed due to technical reasons; it would have been helpful if more information was provided about why these three participants had to be removed from the analysis. Secondly, while it is noted that age, gender, and education level of participants were not statistically significantly different between the two conditions, no further details are provided about these variables; it would have been useful if more information was given about these demographic characteristics (e.g., mean age). Thirdly, while it is mentioned that most participants reported consuming cereals regularly in their daily lives (87%), no further details are provided about what other foods they consume; this could provide valuable insights into their dietary habits which could influence their responses to the ranking task. Finally, while it is noted that presence level was measured using a presence questionnaire (PQ), no further details are provided about how this questionnaire was administered or what scores were obtained; this could provide valuable insights into how immersed participants felt during the experiment which could influence their responses to the ranking task.
In conclusion, overall this article provides an interesting exploration into how consumer behavior can be studied using
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· Consumer behavior research
· Virtual reality technology
· Demographic characteristics
· Dietary habits
· Presence questionnaire
· Immersion levels in VR
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