[bookmark: _GoBack]Questionnaire
This questionnaire was carried out in the students' native language (Spanish). It is divided up into different sections related to aspects of interest in an immersive environment in the metaverse. The scaled sections were represented by the iconography and the scale of values indicated in the following figure:
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The sections with Yes/No answers present a derived question, with a scale of 0-10, for students who answer yes. This 0-10 scale is intended to measure the intensity with which the question asked affected them. Note that the scale starts at 0 (an affirmative answer and a value of 0 on this scale is the equivalent to a No) because, in our experience with the use of questionnaires with medical students, in some cases they forget to complete it at the end of the activity, or they reply quickly and this effect can be detected. 

The proposed questionnaire is separated into sections that address several standard questions for assessing this type of application.

Presence: Questions about the application’s ability to made the user feel present in the represented scenario.

1. The Virtual Reality application responds to the actions (visualization, movement, etc.) that I carry out within the virtual scenario, making me feel as if I am physically within the scenario shown.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
2. My interaction (how I position myself, movement of my head, movement of my hands, picking up objects, looking at classmates, etc.) within the virtual environment appears natural. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
3. The visual aspect of the virtual environment made me feel immersed in the represented scenario. I feel like I am in the represented room. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
4. The feeling of movement within the virtual environment was convincing.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
5. I felt as if I was in the virtual experience at all times.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
6. During the virtual experience, I felt perfectly able to move around and interact with the scenario and my peers. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly

Capturing attention: The application’s ability to capture the user’s attention entirely. 

1. The visual quality of the virtual scenario facilitated my attention within the VR application.
Yes/No
2. The use of VR controls/controllers distracted me from carrying out the assigned tasks in the VR application.
Yes/No

Immersion: Ability of the application to generation, through the VR features, the illusion of being inside a real scenario.

1. Within the virtual environment, I felt stimulated to perform the activity.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
2. I was so focused within the virtual environment that I was not aware of what might be going on around me.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
3. Within the virtual environment, I was able to identify myself (first person) virtually.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
4. Within the virtual environment, I felt physically oriented with regard to my head and limbs.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly

Concentration: Ability of the application to create a state of full concentration that promotes a feeling of control and enjoyment.

1. During the virtual experience, I felt that I was in control of my movements and actions. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
2. During the virtual experience, I knew what I had to do at all times.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
3. During the virtual experience, my subjective feeling of the passing of time was different from the one I usually have.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
4. During the virtual experience, I felt that time passed very quickly. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
5. During the virtual experience, I lost track of time.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
6. During the virtual experience, I was not worried about the opinion of my peers about my performance in the virtual environment. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
7. During the virtual experience, I was not worried about what other classmates thought about me. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
8. During the virtual experience, I felt very motivated by the experience itself. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
9. The virtual experience will allow me to learn the health contents taught.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
10. When I remember the virtual experience, I feel the need to share my experience. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly

Handling the Environment: The user’s ability to handle the technological environment on which the VR application is based. 

1. During the virtual experience, I felt confident when selecting and picking up objects. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
2. During the virtual experience, I felt confident when using the controllers (VR controls) to move my hands and pick up objects. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
3. During the virtual experience, I felt confident with the terms, words and figures related to how to act with the VR controls/controllers.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly

Emotional: Ability of the VR application to generate feelings of pleasure, satisfaction, disappointment, frustration, anxiety etc. in the user. 

1. In the virtual environment, there were times when I felt scared that something might happen to me. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
2. I had fun using the VR application.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
3. I got tense while using the VR application.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
4. I was so excited and motivated that I could stay inside the VR application for a long time.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
5. I became nervous inside the VR application.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
6. When I used the VR application, I was scared of doing something wrong.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
7. I was worried about whether I would be able to deal with all the instructions I was given when using the VR application.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
8. At some points, I thought about why I was in a virtual environment. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
9. Using the VR controls (controllers) bored me a lot. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
10. The VR application puzzled me because I didn’t really understand how it worked.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly

Usability: Ease of use and handling of the VR application.

1. I found the VR controls/controllers easy to use.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
2. There were contradictions within the virtual environment that made it difficult to use.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
3. From my experience with the VR application, I think that the VR controls/controllers were very easy to use in the virtual environment.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly

Technological Enthusiasm: User satisfaction to repeat, or recommend, the use of the application.

1. If I were to use the VR application again, I would have no problem using and handling it.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
2. In my opinion, having the VR controls/controllers in the environment is very good.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
3. During the experience, I had the necessary information and guidance to use the VR controls/controllers.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
4. This VR application is compatible with the use of other technological applications I already use.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly

Assessment: Overall user assessment of the application.

1. I think that the VR application used is quite user-friendly and easy to use.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
2. I think that the VR application used is confusing. 
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
3. I found the VR application to be original.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
4. I found the VR application motivating.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly
5. I felt that the VR application used was professional software.
Iconography: Disagree strongly / Disagree / Indifferent / Agree  / Agree strongly

Adverse Effects: Questions concerning the adverse effects the user experienced when using the VR application.

1. I felt sick while I was using the VR application.
Yes/No
2. If the answer to the previous question was YES, rate between 0 and 10
Score 0-10
3. I suffered a headache while I was using the VR application.
4. If the answer to the previous question was YES, rate between 0 and 10
Score 0-10
5. I suffered from eyestrain while I was using the VR application.
6. If the answer to the previous question was YES, rate between 0 and 10
Score 0-10
7. [bookmark: _gjdgxs]I found I was sweating more than normal while I was using the VR application.
8. If the answer to the previous question was YES, rate between 0 and 10
Score 0-10
9. I suffered from vertigo while I was using the VR application.
10. If the answer to the previous question was YES, rate between 0 and 10
Score 0-10

Familiarity: Questions concerning the user’s familiarity with VR environments.

1. I had already used VR environments on other occasions and outside of the healthcare setting.
Yes/No
2. I am a regular user of VR systems.
Yes/No
3. I have VR glasses and use them regularly.
Yes/No
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