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Choose one option for each question

Motivation

Reduce break in presence
Reduce systematic biases S
Lower entry barrier O O O O o
Reduce development time and
costs

Features

Plug & Play integration
Desktop & Virtual Reality mode
Works as build and in editor
NASA TLX, SUS, SSQ etc.

- Auto-export as .csv or .txt file

- Reusable

*mandatory
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VR is a beautiful research tool
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Happiness is the key to success
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