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Nottingham Trent University
School of Science and Technology

Concept Testing of Virtual Reality Training in Professional Football

Dear participant,
Thank you for choosing to take part in our study exploring knowledge, thoughts, and experiences in virtual reality training in football. The questionnaire contains 12 questions split across 5 sections and should take approximately 10 minutes to answer. Remember, your responses will be completely confidential, so please answer honestly and give as much explanation as possible. There are no right or wrong answers.
If you have any questions regarding any part of this questionnaire please feel free to contact the principal investigator using the information below. Finally, your contribution to this research study is invaluable so we really appreciate you choosing to take part.

Your Name: ………………………………………………………………………………………......................
Your Club: ………………………………………………………………………………………........................
Your Job Title: ………………………………………………………………………………………………………..
Your Date of Birth: ………………………………………………………………………...........................
[bookmark: _Hlk64443862]
In order for us to identify your questionnaire in the event that you wish to withdraw your data, we need to generate a unique code. This will NOT be used for any identification purposes. Please type below your initials followed by the day and month of your birth. For example, if your name is Lionel Andres Messi and you were born on 24th of June, you would type: LAM2406

Your Unique Code: …………………………………………………………………………………………………….


	Section A

	1. On a scale from 1 to 10, with 1 being ‘none at all’ and 10 being ‘as much as anyone in professional football’, how knowledgeable are you of the latest innovations in sports technology?

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	If possible, please expand on your answer…




	2. On a scale from 1 to 10, with 1 being ‘none at all’ and 10 being ‘as much as anyone in professional football’, how knowledgeable are you in the area of virtual reality training in sport in general?

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	If possible, please expand on your answer…




	3. On a scale from 1 to 10, with 1 being ‘none at all’ and 10 being ‘as much as anyone in professional football’, how knowledgeable are you in the area of virtual reality specifically in football?

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	If possible, please expand on your answer…




	4. Have you ever heard of the virtual reality software company Rezzil?

	Yes
	No

	If possible, please expand on your answer…








Virtual reality (VR) is a technology that allows an individual to interact with a simulated environment. It is a step forward from simple motion sensor technology (i.e. the Nintendo Wii) in that the individual is fully immersed in a simulated world, with their head movements corresponding to changes in what they see. 
Most recent VR systems use a head-mounted display (like the Oculus Rift or HTC Vive) that the individual wears to create this experience. Forms of VR training exist in almost all domains, with the most notable being perhaps driving/flying and gaming. There has been a rapid growth in the use of VR training in sport, with major league baseball teams being particularly quick to explore and invest in the area.
A VR system usually requires a permanent setup area of approximately 10 by 10 feet. The cost of the technology has declined in recent years and, whilst the top-end price may still reach £40,000+, some systems can be purchased for less than £1,000.

	Section B

	5. a) Does your club currently have a VR system? 

	Yes
	No
	Don’t Know

	b) If yes, approximately how long has it had it for?

	Less than 1 month
	1-6 months
	6 months – 1 year
	1-2 years
	2+ years

	c) If yes, do you know the name of the VR system/company, please state it below.

	


	6. a) Has your club ever used a VR system in the past? 

	Yes
	No
	Don’t Know

	b) If yes, approximately how long was it used for? 

	Less than 1 month
	1-6 months
	6 months – 1 year
	1-2 years
	2+ years

	c) If yes, do you know the name of the VR system/company, please state it below.

	



	d) If applicable, why does the club no longer use it?

	




	Section C

	7. Thinking about the potential benefits of a VR training system for your club, please rate the following factors on a scale from 1 (‘not at all important’) to 10 (‘absolutely essential’):

	Improves on-field technical performance
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Improves on-field mental/tactical performance
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Allows for controlled testing (players compared under same conditions)
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Provides a safer way to practice certain skills (e.g. heading)
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Allows for quick changes to the environment and therefore more reps
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Can include contextual information such as crowds, referees, and opposition
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Allows for practice when outside conditions don’t (e.g. bad weather) 
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Allows injured/rehabbing players to practice
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Allows for inclusion of other sports-science methods (e.g. eye tracking)
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Allows for collection of other sports-science data (e.g. shot velocity)
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Eases the physical workload on coaches/support staff
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Provides greater variation and “fun” to training
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	8. Thinking specifically about your club, please rate the following potential obstacles on a scale from 1 (‘no issue at all’) to 10 (‘huge issue – impossible to resolve’):

	Lack of player approval
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Lack of coach approval
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Lack of executive approval
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	General negative perception (seen as a ‘gimmick’)
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Cost
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Lack of customization to club needs
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Lack of time
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Lack of space
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Difficult to use
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10





	Section D

	9. If your club were to own a VR training system, who would likely be responsible for implementing its use? 

	Head Sport Scientist
	Other Sport Scientist
	Data Analyst

	Coach
	Other Support Staff
	Intern or Associated Student/Academic

	External Individual
	Players Themselves
	Other

	If possible, please expand on your answer…



	10. If your club were to own a VR training system, how frequently do you expect that it would be used?

	Multiple times a day
	Once a day
	Multiple times a week

	Once a week
	Once a month
	Less than once a month

	If possible, please expand on your answer…



	11. If your club were to own a VR training system, to what extent extent would each of the following groups likely use it? Please circle ONE answer. 

	First Team Players
	Never
	Seldom
	Sometimes
	Frequently
	Always

	Under-23 Players
	Never
	Seldom
	Sometimes
	Frequently
	Always

	[bookmark: _Hlk64440767]Older Academy Players (e.g. 14-18 years old)
	Never
	Seldom
	Sometimes
	Frequently
	Always

	Younger Academy Players (e.g.  less than 14 years old)
	Never
	Seldom
	Sometimes
	Frequently
	Always

	Injured/Rehab Players
	Never
	Seldom
	Sometimes
	Frequently
	Always

	Trialists
	Never
	Seldom
	Sometimes
	Frequently
	Always

	If possible, please expand on any of your answers…







	Section E

	12. Do you have any other thoughts or comments regarding VR training – either specifically at your club or within football in general – that have not already been discussed?

	



The questionnaire is now complete. Thank you again for taking part in this study!


Appendix B – Baseball Sample Questionnaire
[image: ]


Nottingham Trent University
School of Science and Technology

Concept Testing of Virtual Reality Training in Baseball

Dear participant,
Thank you for choosing to take part in our study exploring knowledge, thoughts, and experiences in virtual reality training in football. The questionnaire contains 12 questions split across 5 sections and should take approximately 10 minutes to answer. Remember, your responses will be completely confidential, so please answer honestly and give as much explanation as possible. There are no right or wrong answers.
If you have any questions regarding any part of this questionnaire please feel free to contact the principal investigator using the information below. Finally, your contribution to this research study is invaluable so we really appreciate you choosing to take part.

Your Name: ………………………………………………………………………………………......................
Your Club: ………………………………………………………………………………………........................
Your Job Title: ………………………………………………………………………………………………………..
Your Date of Birth: ………………………………………………………………………...........................

In order for us to identify your questionnaire in the event that you wish to withdraw your data, we need to generate a unique code. This will NOT be used for any identification purposes. Please type below your initials followed by the day and month of your birth. For example, if your name is George Herman Ruth and you were born on February 6th, you would type: GHR0602

Your Unique Code: …………………………………………………………………………………………………….


	Section A

	1. On a scale from 1 to 10, with 1 being ‘none at all’ and 10 being ‘as much as anyone in baseballl’, how knowledgeable are you of the latest innovations in sports technology?

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	If possible, please expand on your answer…




	2. On a scale from 1 to 10, with 1 being ‘none at all’ and 10 being ‘as much as anyone in baseball’, how knowledgeable are you in the area of virtual reality training in sport in general?

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	If possible, please expand on your answer…





	3. On a scale from 1 to 10, with 1 being ‘none at all’ and 10 being ‘as much as anyone in baseball’, how knowledgeable are you in the area of virtual reality specifically in baseball?

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	If possible, please expand on your answer…




	4. Have you ever heard of the following virtual reality software companies? (Please circle all that apply).

	WinR
	TrinityVR

	Monsterful
	Other

	If ‘Other’, please specify if possible:








Virtual reality (VR) is a technology that allows an individual to interact with a simulated environment. It is a step forward from simple motion sensor technology (i.e. the Nintendo Wii) in that the individual is fully immersed in a simulated world, with their head movements corresponding to changes in what they see. Most recent VR systems use a head-mounted display (like the Oculus Rift or HTC Vive) that the individual wears to create this experience.
Forms of VR training exist in almost all domains, with the most notable being perhaps driving/flying and gaming. Interest in VR in the sports domain has grown rapidly in recent years. Numerous companies have emerged that offer a range of potential uses, whilst systems specific to baseball have also been developed at Universities for research purposes.
A VR system usually requires a permanent setup area of approximately 10 by 10 feet. The cost of the technology has declined in recent years and, whilst the top-end price may still reach $250,000+, some systems can be purchased for less than $100,000.

	Section B

	5. a) Does your organization currently have a VR system? 

	Yes
	No
	Don’t Know

	b) If yes, approximately how long has it had it for?

	Less than 1 month
	1-6 months
	6 months – 1 year
	1-2 years
	2+ years

	c) If yes, do you know the name of the VR system/company, please state it below.

	


	6. a) Has your organization ever used a VR system in the past? 

	Yes
	No
	Don’t Know

	b) If yes, approximately how long was it used for? 

	Less than 1 month
	1-6 months
	6 months – 1 year
	1-2 years
	2+ years

	c) If yes, do you know the name of the VR system/company, please state it below.

	



	d) If applicable, why does the organization no longer use it?


	Section C

	7. When considering a VR system to purchase, please indicate the degree to which each of the following factors would be/were important to you (1 = ‘not at all important’; 10 = ‘absolutely essential’)

	Improves on-field technical performance
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Improves on-field mental/tactical performance
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Allows for controlled testing (players compared under same conditions)
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Provides a safer way to practice certain skills
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Allows for quick changes to the environment and therefore more reps
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Can include contextual information such as crowds, umpires, and opposition
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Allows for practice when outside conditions don’t (e.g. bad weather) 
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Allows injured/rehabbing players to practice
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Allows for inclusion of other sports-science methods (e.g. eye tracking)
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Allows for collection of other sports-science data (e.g. bat path, swing decisions)
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Eases the physical workload on coaches/support staff
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Provides greater variation and “fun” to training
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	8. With respect to past, current or future deployment of virtual reality training in your organization, please rate the degree to which you have seen or foresee the following to present obstacles (1 = ‘no issue at all’; 10 = ‘major issue – impossible to resolve’)

	Lack of player approval
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Lack of coach approval
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Lack of executive approval
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	General negative perception (seen as a ‘gimmick’)
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Cost
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Lack of customization to organizational needs
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Lack of time
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Lack of space
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Difficult to use
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10




	Section D
***Note: If your organization already owns a VR training system, please answer with what best reflects the current situation***

	9. If your organization were to own a VR training system, who would likely be responsible for implementing its use?

	Head Sport Scientist
	Other Sport Scientist
	Data Analyst

	Coach
	Other Support Staff
	Intern or Associated Student/Academic

	External Individual
	Players Themselves
	Other

	If possible, please expand on your answer…




	10. If your organization were to own a VR training system, how frequently do you expect that it would be used?

	Multiple times a day
	Once a day
	Multiple times a week

	Once a week
	Once a month
	Less than once a month

	If possible, please expand on your answer…




	11. [bookmark: _Hlk64096911]a) PROFESSIONAL BASEBALL ORGANIZATIONS ONLY:  If your organization were to own a VR training system, to what extent extent would each of the following groups likely use it? Please circle ONE answer. 

	[bookmark: _Hlk64096345]Big League Players
	Never
	Seldom
	Sometimes
	Frequently
	Always

	AAA Players
	Never
	Seldom
	Sometimes
	Frequently
	Always

	AA Players
	Never
	Seldom
	Sometimes
	Frequently
	Always

	A/A+ Players
	Never
	Seldom
	Sometimes
	Frequently
	Always

	Rookies
	Never
	Seldom
	Sometimes
	Frequently
	Always

	DR Players
	Never
	Seldom
	Sometimes
	Frequently
	Always

	Injured/Rehab Players
	Never
	Seldom
	Sometimes
	Frequently
	Always

	[bookmark: _Hlk64034551]If possible, please expand on any of your answers…




	b) COLLEGE BASEBALL ORGANIZATIONS ONLY:  If your organization were to own a VR training system, to what extent extent would each of the following groups likely use it? Please circle ONE answer

	Seniors
	Never
	Seldom
	Sometimes
	Frequently
	Always

	Juniors
	Never
	Seldom
	Sometimes
	Frequently
	Always

	Sophomores
	Never
	Seldom
	Sometimes
	Frequently
	Always

	Freshmen
	Never
	Seldom
	Sometimes
	Frequently
	Always

	Starters
	Never
	Seldom
	Sometimes
	Frequently
	Always

	Reserves
	Never
	Seldom
	Sometimes
	Frequently
	Always

	Injured/Rehab Players
	Never
	Seldom
	Sometimes
	Frequently
	Always

	Potential Recruits
	Never
	Seldom
	Sometimes
	Frequently
	Always

	If possible, please expand on any of your answers…






	Section E

	12. Do you have any other thoughts or comments regarding VR training – either specifically at your organization or within baseball in general – that have not already been discussed?

	



The questionnaire is now complete. Thank you again for taking part in this study!
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