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Format to prepare the syllabus of courses for the international week

The purpose of this document is to complete the information for the preparation of the syllabus of courses for
the international week in the empty boxes.

Please complete the following mandatory fields requested in each of the boxes below:

General Information

Complete the following general information:

Name of the course:

NEUROSCIENCE IN CONSUMER BEHAVIOR

Teacher's name:

MARTIN DE LA MARTINIERE PETROLL

Introduction

Describe briefly, simply and synthetically what the course consists of and its formative scope. To do so,
indicate what the course offers or provides to the student, mentioning its practical and theoretical
usefulness.

Type the course introduction in the following box:

This course addresses consumer behavior from a neuroscience perspective, covering physiological and
brain aspects of human behavior in the field of marketing. The course presents various academic studies
and practical examples of how neuroscience strategies are used to persuade consumers to buy a particular
brand or to behave in a certain way, highlighting some tools used by companies and governments and

alerting students to these practices.

Final Learning Achievement of the Course

The final learning achievement is a precise and assessable statement of what a student is expected to be
able to do at the end of the course. They are essential for guiding the teaching process, assessing student
progress, and verifying the acquisition and application of knowledge.

To develop the learning achievement of the course, consider the following elements to develop the
final learning achievement of the course:
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Time Subject Observable action / Output Criteria
When? Who? What will the he/she do? How will he/she do it?
After the end The student | The student (in groups) will submit a final practical project Through the relevant use of the
of the course to the professor, as well as a video presentation of this concepts, methods, techniques
project (if there is not time for the presentation/final project | and tools learned in the course.
submission during the last class).

V.

Write the final achievement of the course in the following box:

At the end of the course, or after its completion, student groups will submit a final practical project to the
professor, creating strategies/actions for a company or government (fictional or not) using neuroscience to
persuade (potential) consumers. The same groups must present or submit a video of their final project
presentation.

Learning Units

In this section the final learning achievement of the course is moved and the thematic contents and the
activities and evaluations that will be developed are indicated.

Reference example of a learning unit:

Learning Unit 1: Consumer behavior: basics + neuroscience.

Unit Learning Achievement:

At the end of learning unit 1, the student will be able to understand basic aspects of consumer behavior and neuroscience,
being able to use them to their advantage when purchasing a product from a retailer.

Contents:
e  Consumer behavior: definitions, characteristics and examples;
. Neuroscience in consumer behavior: definitions, characteristics and examples.

Activities and evaluations:
® Presentation of the content by the professor;
® Student questions and Debate.

Learning Unit 2: Research using neuroscience to understand consumer behavior.

Unit Learning Achievement:
By the end of this unit, the student will understand how consumer behavior is investigated through neuroscience,
particularly regarding memory, learning, cognition, and consumer decision-making.

Contents:
. Researching the consumer without neuroscience;
e  Researching the consumer with the help of neuroscience;
e Neuroscience and consumer’s memory, learning, cognition, and decision-making.
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Activities and evaluations:
® Presentation of the content by the professor;
e Student questions and Debate.

Learning Unit 3: Persuasive strategies to persuade the consumer behavior: Part |.

Unit Learning Achievement:

By the end of this unit, the student will have learned about persuasive strategies and actions used by companies and
governments that utilize neuroscience to understand consumer/citizen behavior.

Contents:
. Nudges;
e  Sludges;

e  Hypernudges.

Activities and evaluations:
® Presentation of the content by the professor;
e Student questions and Debate.

Learning Unit 4: Persuasive strategies to persuade the consumer behavior: Part .

Unit Learning Achievement:

By the end of this unit, the student will have learned about persuasive strategies and actions used by companies and
governments that utilize neuroscience to understand consumer/citizen behavior.

Contents:
. Priming;
e  Cognitive bias;
e  Triggers;
. Heuristics.

Activities and evaluations:
® Presentation of the content by the professor;
e Student questions and Debate.

Now, type the name of the course after "Learning Unit 1". Also, move the final learning achievement of
the course under "Unit Learning Achievement", the contents to be worked on during the week as well
as the activities and evaluations to be developed.

Learning unit 1: NEUROSCIENCE IN CONSUMER BEHAVIOR

Unit Learning Achievement:

The goal of this course is to introduce neuroscience to students, highlighting academic studies and practical examples of its
use in understanding consumer behavior by companies and citizen behavior by governments. Then, students will be able to
use their knowledge for their present and future professional lives, as well as be aware of the persuasive strategies and
actions that may shape their behavior.

170211 D 2023-02-PRE Page 3

of 8



UNIVERSIDAD
DEL PACIFICO

Contents:

e  Consumer behavior: definitions, characteristics and examples;

. Neuroscience in consumer behavior: definitions, characteristics and examples;
e  Researching the consumer without neuroscience;

e  Researching the consumer with the help of neuroscience;

e Neuroscience and consumer’s memory, learning, cognition, and decision-making;
. Nudges;

e  Sludges;

e Hypernudges;

° Priming;

° Cognitive bias;

e  Triggers;

° Heuristics.

Activities and evaluations:

® Presentation of the content by the professor;
e Student questions and Debate;

e Final practical project;

e (Video) presentation;

® Exam.

Teaching Strategies

Th teaching strategies respond to the characteristics of the subject and the teaching methodology used

by the teacher.

Below are some teaching strategies that can be selected. Write an "x" in the box corresponding to the

teaching strategies you use in your course. If any of these strategies do not fit your course, add the

strategy at the end of the list and describe it:

Teaching strategy

Type an x

Interactive presentation:
It consists of the explanation and demonstration of contents by the teacher, with the intervention of the students,
either through questions or presentations of work prepared by the students.

X

Exercise and problem solving:
It consists of asking students to solve exercises and/or problems by using formulas or algorithms, applying
procedures and interpreting the results.

Case studies:
It consists of an in-depth analysis of a fact, problem or real or hypothetical event in order to interpret it, generate
hypotheses, diagnose it and solve it.

Group dynamics:
It consists of activities of a different nature conducted collaboratively between two or more students, whose
purpose is to learn how the groups interact and thus facilitate experiential learning.

Structured debates/discussions:
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Teaching strategy

Type an x

It consists of moderating a systematically organized discussion of divergent opinions between two or more
students on a topic or problem.

Role playing:

It consists of providing a real or simulated scenario in which students are required to assume fictitious or real
roles with the intention that they can deploy all their abilities to resolve conflicts, as well as understand or
experience a reality according to the role assumed.

Reflective dialogue:

It consists of the interaction of two participants who exchange ideas and opinions through a conversation with
the purpose of reflecting critically and deeply on a specific topic. In this dynamic, students not only share their
points of view, but are required to be open to listen and consider the other's perspective in order to build a more
comprehensive understanding of the topics discussed.

Collaborative learning:
It consists of providing instructions for students in small groups to exchange information and work on a task until
all participants have developed an understanding of it (not necessarily the same) and have completed it.

Peer learning:

It consists of promoting collaborative spaces between a pair of students who exchange their knowledge,
information, experiences and problem solving, being guided by the teacher (for example: students exchange their
solutions between pairs, on an activity or exercise, before the teacher presents it to everyone).

Active learning:
It consists of encouraging students' participation and continuous reflection through activities aimed at deepening
knowledge through interaction with the content, which involves the analysis and synthesis of information.

Inverted classroom:

It consists of establishing pre-class activities for the review of conceptual materials and information (e.g., through
videos, infographics, readings and other didactic resources), which allows students to prepare for a practical and
active classroom session through collaboration, discussion and problem solving.

Experiential learning:

It consists of developing conditions for students to experience real or simulated situations (for example: debates,
national or international learning visits, immersive experiences, internships, among others) that allow them to
feel or perform actions and share them with their peers to strengthen their learning.

Service learning:
It consists of preparing students to apply the contents and tools provided by the course to the real needs of the
community in order to develop a sense of social responsibility and, thus, improve their environment.

Spaces for creation:

It consists of facilitating physical or virtual spaces for students to create projects or prototypes based on
computer programs or physical tools (for example: game labs software, design software, innovation labs, 3D
printers, laser cutters, among others).

Design thinking:

It consists of the development of solutions or products focused on the needs of users, through strategies and tools
(for example: empathy map, user journey, Canva, among others) that allow students to develop their empathy to
understand the environment, generate ideas and solutions, as well as prototyping solutions or products that can
be tested and adjusted to achieve user satisfaction.

Problem-based learning:
It consists of posing a complex real-world or hypothetical problem formulated by the teacher, with the intention
that students (usually in groups) gather more information and analyze the problem in order to propose solutions.

Research-based learning:

It consists of connecting teaching with research through the application of scientific concepts, theories and
methods in order to generate new knowledge about a particular aspect of reality or the exploration of an
unknown phenomenon in order to suggest theoretical or methodological guidelines for its approach.

Project-based learning:

It consists of the design and development of projects (generally in groups of students) with the purpose of having
the student manage a set of planned, interrelated and coordinated activities to achieve an objective within a
given time frame.

Challenge-based learning:
It consists of providing a situation or general context in a social or physical environment so that students can
collaboratively choose a challenge to be solved based on the learning of the contents offered by the course.
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Teaching strategy Type an x

Gamification of learning:
It consists of developing a physical or virtual learning environment by applying the principles and elements of the
game in order to encourage student motivation and participation.

Write other strategies not contemplated in the previous list that you need to detail:

VI.

VII.

Evaluation System

In this section, write the names of the evaluations to be used in the course in a manner consistent with
the final learning achievement of the course, as well as the percentage of weighting that each type of
evaluation will have in the final score, which should add up to 100%.

The evaluations contemplate different types of evaluations such as:
® Exam;

® Group presentation;

e Final report.

Evaluation name % Comments
Exam 40 The grade is individual.

Number of correct answers to objective questions and quality of
argumentation in open questions.
Presentation 20 The presentation is group-work, but the evaluation is individual.

Submission within the deadline stipulated by the professor of the presentation
of everything that was required with quality and clarity by all members of the
group.

Final report 40 The grade is a group based

Submission within the deadline stipulated by the professor of the final project.

Then write the considerations for the evaluations (optional), the name of the evaluations, the weighting
percentage (%) and comments (optional):

Considerations for evaluations (optional)

References

This section should indicate the sources and resources of information, indicating the required and recommended
readings. It is necessary to consider that this material must be available to the students and must contemplate safe
and reliable links that are unlikely to change domain, for example, DOI, handle, reliable websites, etc. Likewise, avoid
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considering class handouts, teacher's notes, evaluations, among other teacher's own work materials that are not

referenced.

Then, write in the corresponding box the bibliographic references to be used in the course.

Mandatory: list the references that you consider mandatory for the course.

Solomon, Michael R. (2018). Consumer behavior: buying, having, and being (132 ed.). Pearson.

Thaler, R. H., & Sunstein, C. R. (2021). Nudge: The final edition. London: Penguin Books.

Sunstein, C. R. (2021). Sludge: What Stops Us from Getting Things Done and What to Do about It. The MIT Press.

Recommended: list the references that you consider suggested for the course
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