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Virtual Reality Neuroscience Questionnaire (VRNQ) – Evaluation Template
Instructions: The VRNQ assesses four key areas of VR experience: user experience, game mechanics, in-game assistance, and VR-induced symptoms (VRISE). Please rate each item based on your VR session, using a scale from 1 (Very Poor) to 7 (Excellent).
Scoring: Each section can be scored independently to evaluate different dimensions of the VR experience. Higher scores indicate more positive perceptions or fewer symptoms. Consider tracking results over multiple sessions.  
1. User Experience
1. How engaging was the VR experience?
 [ 1   2   3   4   5   6   7 ]
2. How immersive was the VR environment?
 [ 1   2   3   4   5   6   7 ]
3. How realistic did the virtual environment feel?
 [ 1   2   3   4   5   6   7 ]
4. How enjoyable was the session?
 [ 1   2   3   4   5   6   7 ]
5. How easy was it to interact with the environment?
 [ 1   2   3   4   5   6   7 ]
2. Game Mechanics (if applicable)
6. Were the controls responsive?
 [ 1   2   3   4   5   6   7 ]
7. Were the goals and objectives clear?
 [ 1   2   3   4   5   6   7 ]
8. How well did the system react to your input?
 [ 1   2   3   4   5   6   7 ]
9. How smooth were the animations and movements?
 [ 1   2   3   4   5   6   7 ]
10. Was the overall interaction fluid and intuitive?
 [ 1   2   3   4   5   6   7 ]
3. In-Game Assistance
11. Was help or guidance available when needed?
 [ 1   2   3   4   5   6   7 ]
12. Was the onboarding/tutorial effective?
 [ 1   2   3   4   5   6   7 ]
13. Did you feel supported in understanding the experience?
 [ 1   2   3   4   5   6   7 ]
14. Were instructions clear and visible?
 [ 1   2   3   4   5   6   7 ]
15. Did you know what to do at each step?
 [ 1   2   3   4   5   6   7 ]
4. VR-Induced Symptoms (VRISE)
16. Did you feel dizzy or nauseous during/after the session?
 [ 1   2   3   4   5   6   7 ]
17. Did your eyes feel strained?
 [ 1   2   3   4   5   6   7 ]
18. Did you experience any discomfort or fatigue?
 [ 1   2   3   4   5   6   7 ]
19. Did you feel disoriented after using VR?
 [ 1   2   3   4   5   6   7 ]
20. Did you experience any headaches or motion sickness?
 [ 1   2   3   4   5   6   7 ]
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