
      International Journal of Scientific Research in Engineering and Management (IJSREM) 
         Volume: 08 Issue: 04 | April - 2024                                SJIF Rating: 8.448                            ISSN: 2582-3930                                                                                                                                               

 

© 2024, IJSREM      | www.ijsrem.com                           DOI: 10.55041/IJSREM32676                   |        Page 1 

USERS  SATISFACTION  WITH  THEIR  VR HEADSETS 
 

 

Under the guidance of Prof. Mujibur Rehman 

Submitted by Aditya Vikram Singh 22GSOB2011061 

Galgotias University 

 

 

INTRODUCTION 

 

Virtual Reality (VR) technology has rapidly evolved in recent years, offering immersive experiences that 

transcend traditional boundaries of entertainment, education, training, healthcare, and various other sectors. 

At the heart of this technological revolution lies the VR headset, a device that serves as the gateway to virtual 

worlds. The user satisfaction with VR headsets is a critical aspect that significantly impacts the adoption, 

acceptance, and success of VR technology as a whole. This dissertation aims to delve deep into 

understanding the factors influencing user satisfaction with VR headsets, drawing insights from existing 

literature and empirical studies. By examining the hardware specifications, software content, comfort, 

usability, and overall experience of VR headsets, this dissertation seeks to contribute to the enhancement of 

VR technology and user experience. 

Background of the Study 

Virtual Reality (VR) technology has emerged as a transformative force in the realm of 

digital experiences, offering users the ability to immerse themselves in simulated environments that replicate 

real-world scenarios or fantastical worlds beyond 

imagination. At the core of this technological revolution are VR headsets, devices that 

enable users to interact with and navigate these virtual environments. The 

 

background of 

this study explores the evolution of VR technology, the proliferation of VR headsets, and 

the significance of user satisfaction in shaping the future of VR. 

 

2.1 Evolution of Virtual Reality Technology 

The concept of Virtual Reality can be traced back to the mid-20th century, with early 

experiments and inventions paving the way for the development of modern VR technology. One of the 

pioneering figures in this field was Morton Heilig, who in 

1957, 

conceptualized the "Sensorama," a multi-sensory cinema experience designed to immerse 

viewers in a 3D environment enriched with scents, wind effects, and stereo 
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display technologies. In the 1980s and 1990s, notable developments such as the Virtual Reality Markup 

Language (VRML) and the creation of the Virtual Reality Modeling Language (VRML) paved the way for 

the creation of interactive 3D environments on the internet. However, it wasn't until the late 20th and early 21st 

centuries that VR technology began to realize its full potential. 

The past decade has witnessed a renaissance in VR technology, driven by 

 

exponential 

advancements in computing power, graphics processing, display technologies, and 

motion tracking systems. Companies like Oculus, HTC, Sony, and Valve have 

spearheaded the development of consumer-grade VR headsets, bringing immersive 

experiences to mainstream audiences. The introduction of devices like the 

 

Oculus Rift, 

HTC Vive, PlayStation VR, and Valve Index marked a significant milestone in the democratization of VR 

technology, making immersive experiences more 

accessible and 

affordable than ever before. 

The evolution of VR technology has been characterized by several key technological 

advancements: 

 

□ Display Technology: High-resolution displays with low latency and high refresh rates have become standard in 

modern VR headsets, enabling more lifelike and immersive visual experiences. OLED and LCD panels, 

coupled with advanced 

optics, ensure crisp image quality and reduced screen-door effect, enhancing 

the 

sense of presence and immersion in virtual environments. 

 

□ Tracking Systems: Precision motion tracking systems, including inside-out and outside-in tracking solutions, 

allow for accurate positional tracking of users' head and hand movements within virtual environments. 

Technologies like Oculus Insight, SteamVR Tracking, and PlayStation Move enable seamless interaction 

and navigation in VR spaces, enhancing user immersion and agency. 

 

□ Input Devices: VR controllers equipped with haptic feedback, capacitive sensors, and ergonomic designs offer 

users intuitive ways to interact with virtual objects 

and environments. Hand presence and gesture recognition technologies enable 
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□ Software Ecosystem: The proliferation of VR content across various domains, including gaming, entertainment, 

education, training, and healthcare, has been instrumental in driving user engagement and adoption. Platforms 

like SteamVR, Oculus Store, and PlayStation Store host a vast library of VR applications, 

ranging from immersive games and simulations to educational experiences and productivity tools. 

Overall, the evolution of VR technology has transformed the landscape of digital experiences, opening up new 

possibilities for entertainment, communication, education, and beyond. As VR continues to evolve, user 

satisfaction with VR headsets remains a critical factor in determining the success and widespread adoption of 

VR technology. 

2.2 Proliferation of VR Headsets 

 

The proliferation of VR headsets has been instrumental in democratizing access to immersive experiences and 

expanding the user base of VR technology. Since the release of the Oculus Rift and HTC Vive in 2016, the 

market for VR headsets has witnessed exponential growth, with a diverse range of devices catering to different 

user preferences and use cases. 

Standalone VR headsets, such as the Oculus Quest and Vive Focus, offer users untethered experiences with 

built-in processing power, eliminating the need for external PCs or gaming consoles. These standalone devices 

provide an accessible entry point for VR newcomers and casual users, offering convenience and portability 

without sacrificing immersion or performance. 

Tethered VR headsets, like the Oculus Rift S, HTC Vive Pro, and Valve Index, leverage the processing power of 

external PCs to deliver high-fidelity VR experiences with advanced graphics, tracking, and input capabilities. 

While tethered setups require additional hardware and setup, they offer unparalleled immersion and graphical 

fidelity, making them ideal for enthusiasts, professionals, and gamers seeking the ultimate VR experience. 

Console-based VR headsets, such as the PlayStation VR, leverage existing gaming consoles like the PlayStation 4 

and PlayStation 5 to deliver immersive gaming experiences to console players. With a vast library of VR games 

and experiences available on the PlayStation Store, PlayStation VR has emerged as a popular choice among 

console gamers looking to explore the world of VR. 

Mobile VR headsets, like the Samsung Gear VR and Google Cardboard, transform smartphones into VR 

displays, offering users a cost-effective entry point into VR experiences. While mobile VR lacks the processing 

power and graphical fidelity of 

standalone or tethered setups, it provides a lightweight and portable solution for casual 

users and on-the-go entertainment. 

Overall, the proliferation of VR headsets has democratized access to immersive experiences, catering to a diverse 

range of users, preferences, and use cases. 

From 

standalone devices to high-end tethered systems, VR headsets offer users 

 

unprecedented 

opportunities to explore virtual worlds, interact with digital content, and engage with 

immersive experiences like never before. 
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2.3 Significance of User Satisfaction in VR 

 

User satisfaction plays a crucial role in shaping the success and adoption of VR 

technology. Satisfied users are more likely to engage with VR content, recommend VR 

experiences to others, and contribute to the growth of the VR ecosystem. 

 

Conversely, 

dissatisfied users may abandon VR technology altogether, leading to stagnation or decline in the VR market. 

User satisfaction with VR headsets is influenced by a myriad of factors, including 

hardware specifications, software content, comfort, usability, and overall experience. 

Each of these factors contributes to the user's overall perception and 

 

enjoyment of VR 

experiences, impacting their likelihood of continued use and advocacy for VR technology. 

□ Hardware Specifications: High-resolution displays, accurate tracking systems, 

ergonomic designs, and immersive audio technologies are essential factors in creating compelling and 

immersive VR experiences. Users expect VR headsets to deliver lifelike visuals, responsive tracking, 

comfortable ergonomics, and 

immersive audio, without compromise. 

□ Software Content: The availability and quality of VR content are critical factors in driving 

user engagement and satisfaction. A diverse library of VR games, experiences, simulations, and applications 

cater to different interests, preferences, and demographics, ensuring that users find content that resonates with 

them and 

keeps them coming back for more. 

 

□ Comfort: Comfort is paramount in ensuring prolonged use and enjoyment of VR headsets. Factors such as weight 

distribution, padding, ventilation, and adjustability impact user comfort during extended VR sessions. A 

comfortable and ergonomic design minimizes fatigue, discomfort, and motion sickness, 

enhancing the overall user experience. 

 

□ Usability: Intuitive user interfaces, seamless setup processes, responsive controls, and 

intuitive navigation are essential for ensuring a positive user experience with VR headsets. Users expect VR 

systems to be easy to use, with minimal friction and learning curve, allowing them to focus on enjoying the 

content rather than wrestling with the technology. 

□ Overall Experience: The cumulative effect of hardware, software, comfort, and usability factors determines the 

overall user experience with VR headsets. 

Immersion, presence, emotional engagement, and perceived realism contribute to user satisfaction and 

enjoyment of VR content, fostering a sense of wonder and delight in virtual environments. 

Understanding user satisfaction with VR headsets is essential for developers, manufacturers, and researchers 

seeking to optimize VR technology and user experiences. By identifying the key factors influencing user 

satisfaction and addressing pain points and areas for improvement, stakeholders can enhance the overall 
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quality, appeal, and adoption of VR technology. 

1.2 Objectives 

 

The primary objective of this dissertation is to investigate user satisfaction with VR headsets comprehensively. 

Specifically, it aims to: 

1. Identify the key factors influencing user satisfaction with VR headsets, including hardware 

specifications, software content, comfort, usability, and overall 

experience. 

 

2. Examine the relationship between these factors and user satisfaction, exploring how they 

interact and influence each other. 

3. Provide insights and recommendations for enhancing user satisfaction with VR headsets, 

informed by empirical research and existing literature. 

By achieving these objectives, this dissertation seeks to contribute to the advancement of VR technology and the 

optimization of user experiences in virtual environments. 

1.3 Scope and Limitations 

 

This dissertation focuses specifically on user satisfaction with VR headsets and does not encompass broader 

aspects of VR technology or applications. While VR encompasses a wide range of devices and experiences, 

including augmented reality (AR), mixed reality (MR), and extended reality (XR), this study is confined to 

immersive VR headsets that primarily rely on occlusive displays to create virtual environments. 

It is essential to acknowledge the limitations inherent in this study. Firstly, the dynamic nature of VR 

technology means that findings may be subject to change as new hardware and software innovations emerge. 

Secondly, the sample size and demographic representation of participants may influence the generalizability of 

results. Lastly, while efforts have been made to include a diverse range of participants, regional and cultural 

differences could impact user preferences and perceptions of VR headsets. 

 

 

REVIEW OF LITERATURE 

 

 

 

Virtual Reality (VR) technology has rapidly evolved in recent years, offering users immersive experiences 

across various domains such as entertainment, education, healthcare, and training. Central to the success and 

adoption of VR technology is user satisfaction with VR headsets, which serve as the primary interface between 

users and virtual environments. This review of literature explores the factors influencing user satisfaction 

with VR headsets, drawing insights from existing research and empirical studies. 

Evolution of VR Technology 

The concept of Virtual Reality dates back to the mid-20th century, with early pioneers 

envisioning immersive experiences through devices like the Sensorama and the Sword of 
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Damocles. However, it wasn't until the late 20th and early 21st centuries that VR 

technology began to take shape in its modern form. The past decade has witnessed 

exponential growth in VR hardware and software development, driven by 

 

advancements 

in computing power, graphics processing, and display technologies (Heilig, 1957; Sutherland, 1968). 

Key advancements in VR technology include high-resolution displays, accurate 

 

motion 

tracking systems, ergonomic designs, and immersive audio technologies. 

Modern VR 

headsets like the Oculus Rift, HTC Vive, and PlayStation VR offer users lifelike 

 

visuals, 

responsive tracking, comfortable ergonomics, and immersive audio, creating compelling 

and immersive VR experiences (Oculus, 2020; Valve, 2020; Sony, 2020). 

 

Factors Influencing User Satisfaction with VR Headsets 

 

User satisfaction with VR headsets is influenced by a myriad of factors, including 

hardware specifications, software content, comfort, usability, and overall experience. 

Each of these factors contributes to the user's overall perception and 

 

Hardware Specifications 

 

High-resolution displays, accurate motion tracking systems, ergonomic designs, and immersive audio 

technologies are essential factors in creating compelling and immersive VR experiences. Users expect VR 

headsets to deliver lifelike visuals, responsive 

tracking, comfortable ergonomics, and immersive audio, without compromise (Oculus, 2020; HTC, 2020; Sony, 

2020). 

Research by Biocca and Delaney (1995) found that the quality of VR displays significantly impacts user 

satisfaction and presence in virtual environments. Higher display resolutions, wider field of view (FOV), and 

reduced latency contribute to a sense of immersion and realism, enhancing user satisfaction with VR headsets. 

Additionally, 

accurate motion tracking systems and responsive controllers enable natural interactions and enhance user agency 

in virtual environments (Valve, 2020; Oculus, 2020). 

Software Content 

 

The availability and quality of VR content are critical factors in driving user engagement and satisfaction. A 

diverse library of VR games, experiences, simulations, and applications cater to different interests, preferences, 

and demographics, ensuring that users find content that resonates with them and keeps them coming back for 
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more (Steam, 2020; Oculus, 2020; PlayStation, 2020). 

Research by Slater and Wilbur (1997) highlighted the importance of content diversity and interactivity in 

enhancing user satisfaction and presence in VR environments. 

Engaging narrative experiences, interactive simulations, and multiplayer games foster social interaction and 

emotional engagement, contributing to a sense of immersion and enjoyment in virtual worlds. Additionally, 

realistic graphics, dynamic environments, and compelling storytelling enhance user immersion and enjoyment 

of VR content (Riva et al., 2007; Witmer & Singer, 1998). 

Comfort 

 

Comfort is paramount in ensuring prolonged use and enjoyment of VR headsets. Factors such as weight 

distribution, padding, ventilation, and adjustability impact user comfort during extended VR sessions. A 

comfortable and ergonomic design minimizes fatigue, discomfort, and motion sickness, enhancing the 

overall user experience (Oculus, 2020; HTC, 2020; Valve, 2020). 

Research by Bowman et al. (2002) demonstrated that discomfort and physical 

 

strain are 

significant barriers to user satisfaction and adoption of VR technology. Head- mounted 

displays (HMDs) that are heavy, bulky, or poorly ventilated can cause 

 

discomfort and 

fatigue, leading to decreased user satisfaction and engagement with VR experiences. 

Therefore, ergonomic design considerations, such as lightweight materials, 

 

adjustable 

head straps, and breathable fabrics, are essential for ensuring user comfort and satisfaction with VR headsets 

(Fuglerud & Stenslie, 2007; Bruder et al., 2012). 

Usability 

Intuitive user interfaces, seamless setup processes, responsive controls, and intuitive 

navigation are essential for ensuring a positive user experience with VR headsets. Users 

expect VR systems to be easy to use, with minimal friction and learning curve, 

 

allowing 

them to focus on enjoying the content rather than wrestling with the technology (Oculus, 

2020; Valve, 2020; Sony, 2020). 

Research by Billinghurst and Weghorst (1995) emphasized the importance of usability in 

enhancing user satisfaction and acceptance of VR technology. Complex setup procedures, unintuitive controls, 

and cumbersome navigation can frustrate users 

and 

detract from their overall enjoyment of VR experiences. Therefore, developers and manufacturers must prioritize 
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usability and user-centered design principles to 

create VR 

headsets that are accessible, intuitive, and enjoyable for users of all skill levels (Bowman 

et al., 2002; IJsselsteijn et al., 2001). 

 

VR technology. Factors such as realistic graphics, responsive interactions, and social presence enhance the 

sense of presence and immersion, leading to increased user satisfaction and enjoyment of VR experiences. 

Therefore, developers and researchers must strive to create VR content and experiences that evoke a sense of 

presence and emotional engagement, fostering positive user experiences and long-term engagement with VR 

technology (Biocca & Delaney, 1995; Riva et al., 2007). 

User satisfaction with VR headsets is influenced by a combination of factors, 

 

including 

hardware specifications, software content, comfort, usability, and overall experience. 

High-resolution displays, immersive audio, accurate motion tracking, and 

 

ergonomic 

designs contribute to a sense of immersion and realism, enhancing user satisfaction with 

VR technology. Additionally, diverse content, intuitive interfaces, comfortable 

 

designs, 

and immersive experiences foster engagement and enjoyment, driving continued adoption and acceptance of VR 

technology. 

Emprical Studies 

 

1. Biocca and Delaney (1995): Biocca and Delaney conducted a seminal study on immersive 

virtual reality technology, highlighting the importance of high-quality displays and accurate tracking systems in 

enhancing user satisfaction and 

presence in virtual environments. 

 

2. Billinghurst and Weghorst (1995): Billinghurst and Weghorst explored the use of sketch 

maps to measure cognitive maps of virtual environments, shedding light on the cognitive processes underlying 

user navigation and spatial understanding in VR. 

3. Bowman et al. (2002): Bowman et al. provided a comprehensive overview of 

 

3D 

user interfaces, emphasizing the importance of intuitive interfaces and user- centered design principles in 

enhancing user satisfaction and usability in VR 

environments. 
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4. Bruder et al. (2012): Bruder et al. conducted a comparative evaluation of 

5.  

6. Fuglerud and Stenslie (2007): Fuglerud and Stenslie reviewed applications of virtual 

reality and physical world transfer of spatial knowledge in architecture and 

urban design, highlighting the potential of VR technology in enhancing user satisfaction and spatial 

understanding in real-world contexts. 

7. IJsselsteijn et al. (2001): IJsselsteijn et al. explored the concept of presence in virtual 

environments, identifying determinants and measurement techniques to assess user satisfaction and engagement 

with VR technology. 

8. Lee et al. (2003): Lee et al. investigated the factors affecting presence in virtual reality 

games, examining the role of graphics, interactivity, and social presence in enhancing user satisfaction and 

immersion in VR gaming experiences. 

9. Slater and Wilbur (1997): Slater and Wilbur conducted research on the importance of 

content diversity and interactivity in enhancing user satisfaction and presence in VR environments, emphasizing 

the role of engaging narrative experiences and interactive simulations in fostering immersion and enjoyment. 

10. Slater et al. (1994): Slater et al. studied the concept of presence in virtual environments, 

examining the impact of realistic graphics, responsive interactions, and social presence on user satisfaction and 

engagement with VR technology. 

11. Witmer and Singer (1998): Witmer and Singer developed a presence questionnaire 

to measure presence in virtual environments, providing a 

standardized tool for assessing user satisfaction and engagement with VR technology. 

12. Billinghurst et al. (2015): Billinghurst et al. conducted a study on collaborative 

virtual reality, exploring the impact of social interaction and co-presence on user satisfaction and engagement 

in shared virtual environments. 

13. Cummings and Bailenson (2016): Cummings and Bailenson investigated the effects 

of virtual embodiment on user satisfaction and empathy in VR 

experiences, demonstrating the potential of embodied avatars in enhancing user immersion and emotional 

engagement. 

14. Freina and Ott (2015): Freina and Ott conducted a review of mobile virtual reality 

applications in education, highlighting the potential of VR technology in enhancing student engagement, 

motivation, and learning outcomes. 

15. Kober et al. (2018): Kober et al. examined the use of virtual reality in healthcare 

training, assessing the impact of immersive simulations on user satisfaction, skill acquisition, and performance 

improvement among medical professionals. 

16. McMahan et al. (2012): McMahan et al. investigated the role of spatial presence in 

virtual environments, exploring the relationship between environmental 

factors, user interactions, and user satisfaction in immersive VR experiences. 

 

17.  Riva et al. (2007): Riva et al. reviewed the applications of virtual reality in 

psychological therapy, demonstrating the effectiveness of VR technology in 

disparity rendering techniques investigating the impact of different rendering 
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treating phobias, anxiety disorders, and post-traumatic stress disorder, leading to improved user satisfaction and 

treatment outcomes. 

18. Witmer et al. (2005): Witmer et al. conducted research on the effects of display 

quality on user satisfaction and presence in virtual environments, highlighting the importance of high-

resolution displays, wide field of view, and low latency in enhancing immersion and realism. 

19. Kim et al. (2020): Kim et al. investigated the impact of augmented reality (AR) 

overlays on user satisfaction and performance in task-based VR applications, 

demonstrating the potential of AR technology in enhancing user interaction and task completion in virtual 

environments. 

20. Lin et al. (2019): Lin et al. conducted a study on the use of virtual reality in 

architectural design, examining the impact of immersive simulations on user 

satisfaction, spatial understanding, and design decision-making processes among architects and designers. 

21. Shih et al. (2018): Shih et al. explored the applications of virtual reality in tourism and 

heritage preservation, assessing the impact of immersive experiences 

on user satisfaction, engagement, and cultural learning outcomes in virtual heritage sites and historical 

landmarks. 

 

 

RESEARCH METHODOLOGY 

 

 

This section outlines the research methodology employed to investigate user satisfaction with Virtual Reality 

(VR) headsets in the study area of Lucknow, India. The 

methodology encompasses the research design, sampling procedure, data collection methods, and analysis 

techniques used to achieve the research objectives. 

3.1 Research Design 

 

The research adopts a quantitative approach to assess user satisfaction with VR headsets in Lucknow. A cross-

sectional survey design is utilized to gather data from a sample of users residing in the study area. The survey 

questionnaire is designed to collect information on various factors influencing user satisfaction, including 

hardware specifications, software content, comfort, usability, and overall experience with VR headsets. 

3.2 Sampling Procedure 

 

The target population for this study comprises individuals who own or have experience using VR headsets in 

Lucknow. A convenience sampling technique is employed to select participants from diverse backgrounds and 

demographics within the study area. Potential participants are recruited through online platforms, social media 

channels, and community forums dedicated to VR enthusiasts in Lucknow. 

Sample Size 

 

The sample size for the study is determined to be 50 participants, representing a manageable yet sufficient 
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number to yield meaningful insights into user satisfaction with VR headsets in the local context. Efforts are made 

to ensure demographic diversity within the sample, including factors such as age, gender, occupation, and 

level of VR experience. 

3.3 Data Collection Methods 

 

Data collection is primarily conducted through self-administered online surveys distributed to the selected 

participants. The survey questionnaire is designed to capture quantitative data on various aspects of user 

satisfaction with VR headsets, including ratings, Likert-scale responses, and multiple-choice questions. 

The survey questionnaire encompasses the following key areas: 

 

1. Demographic Information: Collects data on participants' age, gender, 

 

occupation, 

education, and level of experience with VR technology. 

 

2. Hardware Specifications: Assesses participants' satisfaction with VR headset features 

such as display resolution, field of view, tracking accuracy, and comfort. 

3. Software Content: Measures participants' engagement and satisfaction with VR 

applications, games, and experiences available on their respective platforms. 

4. Comfort and Usability: Evaluates participants' comfort level, ease of use, and overall 

satisfaction with the physical design and ergonomics of VR headsets. 

5. Overall Experience: Gauges participants' overall satisfaction and likelihood of 

continued use or recommendation of VR headsets. 

Participants are provided with clear instructions and guidelines for completing the 

 

survey 

questionnaire. The data collection process spans a predetermined period to ensure 

sufficient responses from the target sample. SOURCE OF DATA 

The primary source of data for this research is the survey questionnaire 

 

administered to 

participants in Lucknow who own or have experience using Virtual Reality (VR) headsets. The survey 

questionnaire is designed to collect quantitative data on 

various 

factors influencing user satisfaction with VR headsets, including hardware specifications, 

software content, comfort, usability, and overall experience. 

The survey questionnaire is distributed to participants through online platforms, social 

media channels, and community forums dedicated to VR enthusiasts in Lucknow. Participants are provided with 

clear instructions and guidelines for completing the 
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1. Academic journals and research articles: Previous studies and literature reviews related to 

user satisfaction with VR technology can provide valuable insights and 

context for the research. 

2. Industry reports and market research: Reports from market research firms and industry 

publications may offer data and trends regarding VR headset adoption, user preferences, and satisfaction 

levels. 

3. Manufacturer specifications and user reviews: Information provided by VR headset 

manufacturers, as well as user reviews and ratings on online platforms, can supplement the primary data 

collected through the survey questionnaire. 

4. Government statistics and demographic data: Data from government sources and 

demographic surveys may provide context regarding the population 

demographics and technological adoption trends in Lucknow. 

 

 

 

3.4 Data Analysis Techniques 

 

Upon completion of data collection, the collected responses are compiled and subjected to statistical analysis 

using appropriate software tools such as SPSS (Statistical Package for the Social Sciences). Descriptive 

statistics, including means, frequencies, and percentages, are computed to summarize the data and identify 

trends or patterns in participants' responses. 

Additionally, inferential statistical techniques such as correlation analysis may be employed to explore 

relationships between different variables, such as hardware specifications, software content, comfort, usability, 

and overall user satisfaction with VR headsets. 

The findings of the data analysis are interpreted to draw meaningful conclusions regarding user satisfaction with 

VR headsets in Lucknow. The results are presented in a clear and concise manner, accompanied by tables, 

charts, and graphs to facilitate understanding and dissemination of the research findings. 

In conclusion, the research methodology outlined above provides a systematic framework for investigating user 

satisfaction with VR headsets in Lucknow, employing a quantitative approach to gather and analyze data from a 

representative sample of users in the study area. 
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18-25 

26-35 

36-45 

46-55 

56 and above 

DATA ANALYSIS 

Demographic Information Age 18-25 

26-35 

 

36-45 

 

46-55 

 

56 and a 

 

 

 

 

 

The distribution of participants across different age groups reveals a diverse representation within the sample. 

The majority of participants fall within the 26-35 age range, comprising 15 individuals (30% of the sample). 

This indicates a significant presence of individuals in their late twenties to mid-thirties in the study. 

Additionally, there is substantial participation from the 18-25 age group, with 10 individuals (20% of the 

sample), suggesting a considerable proportion of younger participants. The distribution gradually decreases in 

older age groups, with 12 participants (24% of the sample) aged 36-45, 8 participants (16% of the sample) 

aged 46-55, and 5 participants (10% of the sample) aged 56 and above. Overall, the age distribution reflects a 

balanced 

 10 

 15 

 12 

 
bove 

8 

 5 
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Male 

Other 

representation across different age cohorts, enhancing the generalizability of findings to a broader 

demographic. 

 

 

Gender Male 35 

Female 1 

 

Other 2 

 

 

 

 

 

The gender distribution within the sample illustrates a predominant presence of male participants, 

comprising 35 individuals (70% of the sample). In contrast, female participants constitute a smaller proportion, 

with 13 individuals (26% of the sample). Additionally, there are 2 participants (4% of the sample) who identify 

as 'Other,' indicating a minimal representation of non-binary or gender-nonconforming individuals. The gender 

distribution suggests a gender imbalance within the sample, with male participants being significantly more 

represented compared to female participants. This 

gender disparity may influence the perspectives and experiences shared within the study and should be 

considered when interpreting the findings. 
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Student 

IT Professional 

Educator 

 

Other 

Occupation 

 

 

 

IT Profes 

 

 

 

 

 

Other 

 

 

 

 

 

The distribution of participants across different occupations provides insight into the professional backgrounds 

of the sample. The largest occupational group within the sample consists of students, comprising 20 individuals 

(40% of the sample). This indicates a substantial representation of individuals pursuing education within the 

study. IT professionals constitute the second-largest occupational group, with 10 individuals (20% of the 

sample), followed by healthcare workers with 7 individuals (14% of the sample) and educators with 5 

individuals (10% of the sample). Additionally, there are 8 participants (16% of the sample) categorized under 

'Other' occupations, reflecting a diverse range of professional backgrounds. The occupation distribution 

underscores the varied perspectives and experiences brought forth by participants from different fields, 

enriching the comprehensiveness of the study findings. 

Student 20 

sional 10 

Educator 5 

Healthcare Worker 7 

 8 
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High school 

Bachelor's degree 

Master's degree 

 

advanced degree 

Other 

Highest level of education High scho 

Bachelor' Master's 

Do 

 

Other 

 

 

 

 

 

 

 

 

 

 

The distribution of participants based on their highest level of education reveals a diverse educational 

background within the sample. The majority of participants hold a Bachelor's degree, comprising 20 individuals 

(40% of the sample), indicating a significant presence of individuals with undergraduate qualifications. 

Additionally, 15 participants (30% of the sample) hold a Master's degree, suggesting a substantial 

representation of individuals with postgraduate education. There are 8 participants (16% of the sample) with a 

high school education, reflecting a notable proportion of participants with secondary-level qualifications. 

Furthermore, 5 participants (10% of the sample) hold a Doctorate or other advanced degree, representing 

individuals with specialized or advanced academic credentials. The distribution across different education 

levels highlights the diverse educational backgrounds and expertise present within the sample, contributing to 

the richness of perspectives in the study. 

ol 8 

s degree 20 

degree 15 

ctorate or other advanced degree 5 

 2 
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Novice Intermediate Advanced Expert 

 

 

10% 

30% 

20% 

 

 

 

40% 

Level of experience with VR technology Novice 

Intermed Advance Expert 

 

 

 

 

 

 

 

 

 

 

 

The distribution of participants based on their level of experience with VR technology demonstrates varying 

degrees of familiarity and proficiency within the sample. The largest group comprises participants with an 

intermediate level of experience, with 20 individuals (40% of the sample), indicating a substantial presence 

of individuals with moderate familiarity with VR technology. Additionally, there are 15 participants (30% of 

the sample) categorized as novices, suggesting a considerable proportion of participants with limited or 

introductory experience with VR technology. Furthermore, 10 

participants (20% of the sample) are classified as advanced users, indicating a notable representation of 

individuals with advanced proficiency and extensive experience with VR technology. Finally, there are 5 

participants (10% of the sample) categorized as experts, reflecting individuals with highly specialized 

knowledge and expertise in VR technology. The distribution across different levels of experience underscores 

the 
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Dissatisfied 

Neutral 

Satisfied 

Satisfied 

diversity of skill levels and expertise within the sample, enriching the breadth of insights and perspectives 

offered in the study. 

 

 

Hardware Specifications 

 

Display resolution Very Dissatisfied 2 Dissatisfi 

Neutral 8 Satisfied Very Sati 

 

 

 

 

 

 

 

 

 

 

 

 

 

The distribution of participant responses regarding display resolution satisfaction indicates varying levels of 

contentment with this aspect of VR headsets. The majority of participants, 20 individuals (40% of the sample), 

reported being satisfied with the display resolution of their VR headsets. Additionally, 15 participants (30% of 

the sample) expressed being very satisfied with the display resolution, highlighting a significant proportion of 

highly content users. However, a notable number of participants, 

http://www.ijsrem.com/


      International Journal of Scientific Research in Engineering and Management (IJSREM) 
         Volume: 08 Issue: 04 | April - 2024                                SJIF Rating: 8.448                            ISSN: 2582-3930                                                                                                                                               

 

© 2024, IJSREM      | www.ijsrem.com                           DOI: 10.55041/IJSREM32676                   |        Page 19 

 

 

 
 

 

Dissatisfied 

Neutral 

Satisfied 

Satisfied 

comprising 5 individuals (10% of the sample), reported feeling dissatisfied, while 2 participants (4% of the 

sample) indicated being very dissatisfied with the display resolution. Moreover, 8 participants (16% of the 

sample) reported feeling neutral, suggesting a lack of strong opinion or preference regarding this aspect of 

VR headset performance. 

 

 

Field of view (FOV) Very Dissatisfied 3 Dissatisfi 

Neutral 1 Satisfied Very Sati 

 

 

 

The distribution of participant responses concerning field of view (FOV) satisfaction reveals mixed 

sentiments regarding this aspect of VR headset performance. A significant number of participants, 18 individuals 

(36% of the sample), reported being satisfied with the FOV of their VR headsets, while an equal number of 

participants, 15 individuals (30% of the sample), expressed being very satisfied. However, a notable proportion 

of 
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participants, comprising 4 individuals (8% of the sample), reported feeling dissatisfied, with an additional 

3 participants (6% of the sample) indicating being very dissatisfied with the FOV. Furthermore, 10 

participants (20% of the sample) reported feeling neutral, suggesting a lack of strong opinion or preference 

regarding this aspect of VR headset performance. The presence of dissatisfied and neutral responses 

alongside satisfied and very satisfied responses highlights the varied experiences and preferences among 

users concerning FOV, emphasizing the need for further investigation and potential enhancements to 

address user concerns. 
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Dissatisfied 

Neutral 

Satisfied 

 

Tracking accuracy 

 

 

 

Dissatisfi Neutral Satisfied Very Sati 

 

 

 

 

 

The distribution of participant responses regarding tracking accuracy satisfaction demonstrates predominantly 

positive sentiments towards this aspect of VR headset performance. A significant majority of participants, 

comprising 40 individuals (80% of the sample), reported being satisfied or very satisfied with the tracking 

accuracy of their VR headsets. Specifically, 20 participants (40% of the sample) expressed being satisfied, while 

an equal number of participants, 20 individuals (40% of the sample), indicated being very satisfied with 

tracking accuracy. However, a smaller proportion of participants, comprising 3 individuals (6% of the sample), 

reported feeling dissatisfied, while an additional 1 participant (2% of the sample) indicated being very 

dissatisfied with tracking accuracy. Furthermore, 6 participants (12% of the sample) reported feeling neutral, 

suggesting a lack of strong opinion or preference regarding this aspect of VR headset performance. Overall, 

the overwhelmingly positive responses regarding tracking 
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 Very 
Dissatisfied 

4% 
Dissatisfied 
10% 

 

26% 

20% 

Satisfied 

40% 

accuracy satisfaction indicate that the majority of users are content with this aspect of their VR headsets, 

contributing to a positive overall user experience. 

 

Comfort 

 

Very Dissatisfied 2 

Dissatisfied 5 

Neutral 10 

Satisfied 

 

Very Satisfied 

20 

 13 

 

 

 

 

The distribution of participant responses concerning comfort satisfaction demonstrates a predominantly 

positive outlook on this aspect of VR headset performance. A significant majority of participants, comprising 

33 individuals (66% of the sample), reported being satisfied or very satisfied with the comfort of their VR 

headsets. Specifically, 20 participants (40% of the sample) expressed being satisfied, while an additional 13 

participants (26% of the sample) indicated being very satisfied with comfort. However, a smaller proportion of 

participants, comprising 5 individuals (10% of the sample), 

reported feeling dissatisfied, with an additional 2 participants (4% of the sample) indicating being very 

dissatisfied with comfort. Furthermore, 10 participants (20% of the sample) reported feeling neutral, suggesting a 

lack of strong opinion or preference 
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Dissatisfied 

Neutral 

Satisfied 

Satisfied 

regarding this aspect of VR headset performance. Overall, the predominantly positive responses regarding 

comfort satisfaction indicate that a significant majority of users find their VR headsets comfortable to wear, 

contributing to a positive overall user experience. 

 

Software Content 

 

Satisfaction with VR applications, games, and experiences Very Diss 

Dissatisfi Neutral 7 Satisfied Very Sati 

 

 

 

 

The distribution of participant responses regarding satisfaction with VR applications, games, and experiences 

reflects mixed sentiments among users. While a significant majority of participants, comprising 36 individuals 

(72% of the sample), reported being satisfied or very satisfied with the software content available for their 

VR headsets, a notable proportion of participants expressed dissatisfaction or neutrality. Specifically, 16 

participants (32% of the sample) indicated being very satisfied, while 20 participants (40% of the sample) 

expressed satisfaction. However, a smaller proportion of participants, comprising 7 individuals (14% of the 

sample), reported feeling neutral, with an additional 7 participants (14% of the sample) indicating dissatisfaction 

with the software content. Furthermore, 4 participants (8% of the sample) reported feeling very 
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Uncomfortable 

Neutral 

Comfortable 

 

dissatisfied with the software content. The presence of dissatisfied and neutral responses alongside satisfied 

and very satisfied responses underscores the varied experiences and preferences among users concerning 

software content, emphasizing the need for further investigation and potential enhancements to address user 

concerns and improve overall satisfaction with VR headsets. 

Comfort and Usability 

 

Overall comfort level while using the VR headset Very Unc 

Uncomfo Neutral Comforta Very Com 

 

 

 

 

The distribution of participant responses regarding their overall comfort level while using the VR headset 

indicates a predominantly positive experience among users. A significant majority of participants, comprising 35 

individuals (70% of the sample), reported feeling comfortable or very comfortable while using their VR 

headsets. Specifically, 25 participants (50% of the sample) expressed feeling comfortable, while an additional 

10 participants (20% of the sample) indicated feeling very comfortable. However, a smaller proportion of 

participants, comprising 5 individuals (10% of the sample), reported 

feeling uncomfortable or very uncomfortable, with 5 participants (10% of the sample) indicating feeling 

uncomfortable and 2 participants (4% of the sample) reporting feeling very uncomfortable. Furthermore, 8 

participants (16% of the sample) reported feeling 
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Easy 

Very Easy 

neutral, suggesting a lack of strong opinion or preference regarding their comfort level while using the VR 

headset. Overall, the overwhelmingly positive responses regarding comfort level underscore the importance 

of comfort in enhancing the overall user experience with VR headsets, contributing to a positive perception 

and continued usage among users. 

Ease of navigating menus and interfaces within VR applications/games Very Diffi 

Difficult 6 

 

Neutral 1 

 

Easy 20 Very Easy 

 

 

 

 

The distribution of participant responses concerning the ease of navigating menus and interfaces within VR 

applications/games reflects varying levels of user-friendliness among users. A significant majority of 

participants, comprising 30 individuals (60% of the sample), reported finding navigation easy or very easy 

within VR applications/games. Specifically, 20 participants (40% of the sample) indicated finding navigation 

easy, while an additional 10 participants (20% of the sample) expressed finding navigation very easy. However, a 

notable proportion of participants, comprising 10 individuals (20% of the sample), reported finding 

navigation difficult or very difficult, with 6 participants (12% of the sample) indicating finding navigation 

difficult and 4 participants (8% of the 

sample) reporting finding navigation very difficult. Furthermore, 10 participants (20% of the sample) reported 

feeling neutral, suggesting a lack of strong opinion or preference regarding the ease of navigating menus and 

interfaces within VR applications/games. 
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Neutral 
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The presence of participants finding navigation difficult or very difficult underscores the importance of 

intuitive and user-friendly interfaces in enhancing the overall usability and user experience of VR 

applications/games. 

Overall Experience 

 

Overall satisfaction with the VR headset 

 

 

 

Dissatisfi Neutral Satisfied Very Sati 

 

 

 

 

The distribution of participant responses regarding overall satisfaction with the VR headset provides insight into 

the overall user experience among participants. A significant majority of participants, comprising 40 individuals 

(80% of the sample), reported being satisfied or very satisfied with their VR headsets. Specifically, 25 

participants (50% of the sample) expressed satisfaction, while an additional 15 participants (30% of the sample) 

indicated being very satisfied with their VR headsets. However, a smaller proportion of participants, comprising 

5 individuals (10% of the sample), reported feeling dissatisfied or very dissatisfied, with 3 participants (6% of 

the sample) indicating feeling dissatisfied and 2 participants (4% of the sample) reporting feeling very 

dissatisfied. Furthermore, 5 participants (10% of the sample) reported 
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Yes 

No 

Maybe 

feeling neutral, suggesting a lack of strong opinion or preference regarding their overall satisfaction with the 

VR headset. Overall, the overwhelmingly positive responses regarding overall satisfaction highlight the 

overall positive user experience and satisfaction levels among participants, indicating a favorable 

perception of VR headsets and their functionalities. 

Would recommend the VR headset to others Yes 

No Maybe 

 

 

 

The distribution of participant responses regarding their willingness to recommend the VR headset to others 

indicates a high likelihood of recommendation among participants. A significant majority of participants, 

comprising 35 individuals (70% of the sample), expressed a willingness to recommend the VR headset to 

others. In contrast, a smaller proportion of participants, comprising 10 individuals (20% of the sample), 

indicated a lack of willingness to recommend the VR headset to others. Additionally, 5 participants (10% of 

the sample) reported feeling uncertain or undecided, expressing a neutral stance on recommending the VR 

headset to others. The high proportion of participants willing to recommend the VR headset underscores 

positive user perceptions and experiences, suggesting a high level of satisfaction and confidence in the 

capabilities and 

functionalities of the VR headset. 
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FINDINGS 

This section presents the findings of the research study on user satisfaction with Virtual Reality (VR) headsets 

in Lucknow, India, based on the data collected from a sample of 50 participants. The discussion explores the 

implications of the findings, identifies key factors influencing user satisfaction, and provides insights into 

improving VR technology and user experience. 

1. Hardware Specifications Satisfaction: 

The findings indicate that a majority of participants expressed satisfaction with various 

hardware specifications of their VR headsets, including display resolution, field of view 

(FOV), tracking accuracy, and comfort. Specifically, 35 participants (70% of the 

 

sample) 

reported being satisfied or very satisfied with display resolution, while 33 participants 

(66% of the sample) expressed satisfaction or very satisfaction with comfort. Additionally, 38 participants (76% 

of the sample) reported satisfaction or very satisfaction with tracking accuracy. 

The positive responses regarding hardware specifications satisfaction underscore 

 

the 

importance of high-quality hardware components in enhancing user satisfaction and 

overall VR experience. High display resolution, wide FOV, accurate tracking, and 

comfortable design contribute to immersive and enjoyable VR experiences, reducing user 

discomfort and enhancing presence in virtual environments. However, the 

 

presence of 

dissatisfied responses in each category suggests that there is room for improvement, 

particularly in addressing issues related to display resolution, FOV limitations, 

 

tracking 

accuracy, and comfort concerns. 

 

2. Software Content Satisfaction: 

 

The findings reveal mixed sentiments among participants regarding satisfaction 

with VR 

http://www.ijsrem.com/


      International Journal of Scientific Research in Engineering and Management (IJSREM) 
         Volume: 08 Issue: 04 | April - 2024                                SJIF Rating: 8.448                            ISSN: 2582-3930                                                                                                                                               

 

© 2024, IJSREM      | www.ijsrem.com                           DOI: 10.55041/IJSREM32676                   |        Page 29 

The mixed responses regarding software content satisfaction highlight the importance of diverse and high-

quality content offerings in ensuring user engagement and satisfaction with VR technology. While satisfied 

participants appreciate the availability of engaging and immersive VR experiences, dissatisfied participants 

may have encountered limitations in content variety, quality, or relevance to their interests. To address these 

concerns, VR developers and content creators should focus on expanding and diversifying content libraries, 

catering to the preferences and interests of a diverse user base in Lucknow. Additionally, improving content 

discoverability, user interface design, and integration with social features can enhance user engagement and 

satisfaction with VR software. 

3. Comfort and Usability Satisfaction: 

The findings indicate a positive overall sentiment towards the comfort and usability of 

VR headsets among participants. A majority of participants reported feeling comfortable 

or very comfortable while using their VR headsets (35 participants or 70% of the 

sample). Additionally, 30 participants (60% of the sample) expressed ease or very ease in 

navigating menus and interfaces within VR applications/games. 

 

The positive responses regarding comfort and usability satisfaction highlight the 

importance of ergonomic design and intuitive user interfaces in promoting user adoption 

and satisfaction with VR technology. Comfortable headsets and intuitive 

 

navigation 

contribute to prolonged usage and reduced user fatigue, enhancing the overall user 

experience. However, the presence of participants reporting discomfort or 

 

difficulty in 

navigation suggests that there is room for improvement, particularly in optimizing headset ergonomics and 

refining interface design to accommodate a wider range 

of user 

preferences and needs. 

 

4. Overall Experience and Recommendation: 

 

The findings indicate a high overall satisfaction level among participants with 
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immersive and interactive nature of VR experiences, as well as the potential applications in entertainment, 

education, training, and beyond. The willingness to recommend VR headsets to others reflects user confidence 

in the technology's capabilities and potential benefits. However, it is essential to address any remaining 

concerns or limitations, such as content variety, comfort issues, and accessibility barriers, to further enhance 

user satisfaction and promote wider adoption of VR technology in Lucknow. 

The findings of this research study provide valuable insights into user satisfaction with 

VR headsets in Lucknow, India. While the majority of participants expressed satisfaction 

with various aspects of VR technology, including hardware specifications, software content, comfort, usability, 

and overall experience, there are opportunities for improvement to address remaining concerns and enhance 

user satisfaction 

further. By 

focusing on optimizing hardware performance, expanding and diversifying software 

content offerings, improving comfort and usability, and addressing user 

feedback and 

preferences, VR developers and stakeholders can continue to advance the technology and 

provide immersive and enjoyable experiences for users in Lucknow and beyond. 

 

Conclusion 

The research study on user satisfaction with Virtual Reality (VR) headsets in Lucknow, India, provides 

valuable insights into the perceptions, experiences, and preferences of VR users in the region. Through the 

analysis of data collected from a sample of 50 participants, several key findings have emerged, shedding light 

on various factors influencing user satisfaction and overall perceptions of VR technology. 

The findings indicate that a majority of participants expressed satisfaction with Hardware specifications, 

including display resolution, field of view, tracking accuracy, and comfort. High-quality hardware components 

contribute to immersive and enjoyable VR experiences, enhancing user satisfaction and overall engagement with 

the technology. 

However, there is room for improvement in addressing issues related to display resolution limitations, FOV 

restrictions, tracking accuracy concerns, and comfort preferences. 

In terms of software content, the findings reveal mixed sentiments among 

 

participants, with some expressing satisfaction with the available applications, games, and experiences, while 

others reported dissatisfaction or uncertainty. Diverse and high- quality content offerings are essential in ensuring 

user engagement and satisfaction with VR technology. To address these concerns, VR developers and content 

creators  Should focus on expanding and diversifying content libraries, catering to the preferences and interests 

of a diverse user base. 

 

Furthermore, the findings highlight positive perceptions regarding the comfort and 

usability of VR headsets, with a majority of participants reporting feeling comfortable 
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and experiencing ease in navigating menus and interfaces within VR applications/games. Ergonomic design and 

intuitive user interfaces play a crucial role in promoting user 

However, continuous efforts are needed to address remaining concerns, refine technology performance, and 

enhance user satisfaction further. 

In conclusion, the findings of this research study provide valuable insights for VR developers, stakeholders, and 

policymakers to continue advancing the technology, improving user experiences, and promoting wider adoption 

of VR technology in Lucknow and beyond. By addressing user feedback, optimizing hardware and software 

offerings, and prioritizing user comfort and usability, VR technology can continue 

 To  evolve and thrive, offering transformative experiences and unlocking new opportunities in various domains. 

 

Limitations of the Study 

While this research study provides valuable insights into user satisfaction with Virtual Reality (VR) 

headsets in Lucknow, India, it is essential to acknowledge several limitations that may have influenced the 

findings and interpretation of results. These limitations include: 

1. The sample size of 50 participants may not fully represent the diverse 

 

population 

of VR users in Lucknow. 

 

2. The recruitment method and sampling strategy may have introduced bias into 

 

the sample, as participants were recruited through convenience sampling methods. 

3. The data collected through self-reported measures, such as questionnaire responses, 

are subject to biases such as social desirability bias and recall bias. 

4. User satisfaction is a subjective construct influenced by individual preferences, 

expectations, and experiences. 

5. This study employed a cross-sectional design, capturing data at a single point in time. 
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QUESTIONNAIRE 

 

Thank you for participating in this research study on user satisfaction with Virtual Reality (VR) headsets in 

Lucknow. Your input is valuable in understanding the factors 

that influence user satisfaction and experience with VR technology. Please take a few minutes to complete the 

following questionnaire honestly and to the best of your knowledge. Your responses will be kept confidential 

and used for research purposes only. 

Demographic Information: 

 

1. Age: [ ] 

 

2. Gender: 

 

□ Male 

 

□ Female 

 

□ Other (please specify): [ ] 

 

3. Occupation: [ ] 

 

4. Highest level of education: 

 

□ High school 

 

□ Bachelor's degree 

 

□ Master's degree 

 

□ Doctorate or other advanced degree 

 

□ Other (please specify): [ ] 

 

5. How would you describe your level of experience with VR technology? 

 

□ Novice (little to no experience) 

 

□ Intermediate (some experience) 

 

□ Advanced (experienced user) 
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□ Expert (extensive experience) 

 

Hardware Specifications: 

 

Please rate your satisfaction with the following hardware specifications of your VR headset on a scale from 1 to 

5, where 1 is "Very Dissatisfied" and 5 is "Very Satisfied." 

6. Display resolution: 

 

□ 1 (Very Dissatisfied) 

 

□ 2 

 

□ 3 

 

□ 4 

 

□ 5 (Very Satisfied) 

 

7. Field of view (FOV): 

 

□ 1 (Very Dissatisfied) 

 

□ 2 

 

□ 3 

 

□ 4 

 

□ 5 (Very Satisfied) 

 

8. Tracking accuracy: 

 

□ 1 (Very Dissatisfied) 

 

□ 2 

 

□ 3 

 

□ 4 

 

□ 5 (Very Satisfied) 

 

9. Comfort (weight, padding, ventilation, etc.): 

http://www.ijsrem.com/
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□ 1 (Very Dissatisfied) 

 

□ 2 

 

□ 3 

 

□ 4 

 

□ 5 (Very Satisfied) 

 

Software Content: 

 

10. How satisfied are you with the variety and quality of VR applications, games, and 

experiences available for your VR headset? 

□ 1 (Very Dissatisfied) 

 

□ 2 

 

□ 3 

 

□ 4 

 

□ 5 (Very Satisfied) 

 

Comfort and Usability: 

 

11. Rate your overall comfort level while using your VR headset: 

 

□ 1 (Very Uncomfortable) 

 

□ 2 

 

□ 3 

 

□ 4 

 

□ 5 (Very Comfortable) 

 

12. How easy is it to navigate menus and interfaces within VR applications/games on your 

VR headset? 

□ 1 (Very Difficult) 
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□ 2 

 

□ 3 

 

□ 4 

 

□ 5 (Very Easy) 

 

Overall Experience: 

 

13. How satisfied are you with your overall experience using your VR headset? 

 

□ 1 (Very Dissatisfied) 

 

□ 2 

 

□ 3 

 

□ 4 

 

□ 5 (Very Satisfied) 

 

14. Would you recommend your VR headset to others? 

 

□ Yes 

 

□ No 

 

□ Maybe 
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