Appendix
Table A1. List of Constructs and Items
	Construct
	Item
	Description
	Reference

	Color
	CLR1
	The colors of the virtual screen when wearing a VR headset are good.
	Toufani et al. (2017)

	
	CLR2
	The virtual screen viewed while wearing the VR headset has a wide range of colors.
	

	
	CLR3
	The colors of the virtual screen viewed with the VR headset are well represented throughout.
	

	Aesthetics
	ATH1
	The virtual screen (e.g., colors, organization, menus) is beautiful when viewed with a VR headset.
	Lee and Kim (2019)

	
	ATH2
	The content of the virtual screen viewed while wearing the VR headset appears to be beautifully designed.
	

	
	ATH3
	The components of the virtual screen (e.g., icons, composition) that are visible when wearing the VR headset are aesthetically pleasing.
	

	Audio
	AUD1
	The audio (sound) quality of the VR headset is crisp and clear.
	Yao (2017)
;Schoeffler et al. (2015)

	
	AUD2
	The sound of the VR headset enhances the overall VR experience.
	

	
	AUD3
	The VR headset provides a realistic and engaging audio experience.
	

	Haptic
	HAP1
	The haptic (vibration) feedback from the VR device (headset or controller) enhances the realism of the experience.
	Lee and Kim (2008)
;Kaber and Zhang (2011)

	
	HAP2
	The haptic response of the VR device makes touch feel more realistic and responsive.
	

	
	HAP3
	The haptic response of the VR device is timely and accurate.
	

	Presence
	PRS1
	When I experience VR, I feel like I am in the real world.
	Lee et al. (2020)
;Yung et al. (2021)

	
	PRS2
	I felt like I was physically present in the virtual reality when experiencing VR.
	

	
	PRS3
	I felt that the avatar or objects in the virtual reality were real.
	

	Flow
	FLW1
	I felt that I was focused on using virtual reality when experiencing VR.
	Wu et al. (2021)
;Guerra-Tamez (2023)

	
	FLW2
	I felt like time was passing quickly when experiencing VR.
	

	
	FLW3
	I felt immersed while experiencing VR.
	

	Escapism
	ESC1
	I can temporarily Escapism my current real-world situation while experiencing VR.
	Chen et al. (2016)
;Ballabio et al. (2017)

	
	ESC2
	I can temporarily Escapism from real-world relationships while experiencing VR.
	

	
	ESC3
	I can forget about school or work while experiencing VR.
	

	Vicarious
Satisfaction
	VIC1
	I can experience things in VR that are difficult to do in real life.
	Jang (2022)

	
	VIC2
	I can go places in VR that I can't go in real life.
	

	
	VIC3
	I can do things in VR that I can't do in real life.
	

	Well-being
	WEB1
	I feel emotionally calm while experiencing VR.
	Agarwal et al. (2019)
;Butt et al. (2020)

	
	WEB2
	I feel healthy and happy while experiencing VR.
	

	
	WEB3
	VR plays an important role in refreshing my mood.
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