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Author Questionnaire:
1. Microscopy: Does your protocol involve video microscopy? N
2. Does your protocol demonstrate software usage? Y
3. Which steps from the protocol section below are the most important for viewers to see? 
2.1., 2.3., 3.1., 3.2.
4. What is the single most difficult aspect of this procedure and what do you do to ensure success? 
2.4. We needed to follow the general ethical guidelines of internationals protocols and to accept the specific suggestions made by the three experts that revised our study. Also, in order to reach our goals we needed to pay attention to the experimental design, which had to be adequate and clear.
4.2. When searching for participants, we let them know the research details and highlighted that their participation would be simple and easy, but very relevant to the topic studied. We also told them that they would receive a feedback about the final results. 
5. Will the filming need to take place in multiple locations (greater than walking distance)? N


Section - Introduction
Videographer: Interviewee Headshots are required. Take a headshot for each interviewee.

1. REQUIRED Interview Statements (Said by you on camera): All interview statements may be edited for length and clarity.

1.1. Roberto Sánchez-Cabrero: I believe that virtual reality is meant to change many things drastically in our society, for example, teaching and learning, although the timeline for this evolution is unknown [1]. 

1.1.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera

1.2. Ana C. León-Mejía: The application of an online questionnaire in a specialized forum of VR users allows us to quickly and easily access a community of early adopters from all over the world [1]. 

1.2.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera

OPTIONAL Interview Statements: (Said by you on camera) - All interview statements may be edited for length and clarity.

1.3. Amaya Arigita-García: Thanks to VR early adopter consultation and experience analysis, we can establish the likelihood and possibility of a relationship between education and VR [1].   

1.3.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera

1.4. Amelia Barrientos-Fernández:  Early VR adopters are ahead of other consumers and the rest of society and, therefore, possess valuable information about the future of VR [1].

1.4.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera

1.5. Ana C. León-Mejía: The most difficult part of this analysis is acquiring a pool of early adopters large enough to administer the study [1].

1.5.1. INTERVIEW: Above Talent speaking the statement above in an interview-style shot, looking slightly off-camera

Ethics title card: (for human subjects or animal work, does not count toward word length total)

1.6. Procedures involving human subjects have been approved by the from the Scientific and Ethical Committee of the Nebrija University.


Section - Protocol
2. Research Instrument Design
2.1. Before beginning the experiment, design a first draft of the questionnaire [1].
2.1.1. WIDE: Talent at computer, designing questionnaire, with monitor visible in frame Videographer: Important step
2.2. Include the informed consent on the first page [1] followed by demographic questions that should include single, multiple, and open answers  [2] …... descriptive information about previous VR (V-R) experience as well as the frequency of usage [3-TXT] … subjective opinions and attitudes regarding VR [4] … and beliefs about the future of VR in education [5].
2.2.1. LAB MEDIA: Supplemental File Research goals and Informed consent
2.2.2. LAB MEDIA: Supplemental File Demographic and Social Data
2.2.3. LAB MEDIA: Supplemental File VR Usage and Experience TEXT: VR: Virtual Reality
2.2.4. LAB MEDIA: Supplemental File Subjective Opinions and Attitudes
2.2.5. LAB MEDIA: Supplemental File Beliefs VR in Education
2.3. Give a draft to three social scientists and experts in technology external to the research team to review the experimental design, ethical aspects, and study design [1].
2.3.1. Talent handing draft to a group of people around a table Videographer: Important step
2.4. After incorporating any suggestions, design a final version of the questionnaire for submission to the institutional scientific and ethical review committee along with a research report of the project [1].
2.4.1. LAB MEDIA: Supplemental File 2 page 2
3. Questionnaire Adaptation to Secure Online Server Specification 
3.1. To adapt the questionnaire for use on a secure online server, log into the main page of an SaaS (S-A-A-S) with a private server as a registered user of the platform [1-TXT].
3.1.1. WIDE: Talent opening page, with monitor visible in frame Videographer: Important step TEXT: SaaS: software as a service
3.2. Select New Survey and New Survey-Create your survey from scratch [1] and create the questionnaire questions and possible answers [2]. 
3.2.1. SCREEN: screenshot_1: 00:02-00:08
3.2.2. Talent at computer, creating questions, with monitor visible in frame Videographer: Important step
3.3. Once the survey has been created and saved, return to the main menu of the platform and select the questionnaire. To make the questionnaire available to participants, click Open-Close Public Survey [1].
3.3.1. SCREEN: screenshot_3: 00:02-00:11
3.4. Then click Link to the Survey and select one of the several options by which participants can access the survey [1].
3.4.1. SCREEN: screenshot_3: 00:12-00:29 Videographer: can speed up
4. Sampling Method
4.1. To set up the study details, log into the internet portal as a registered user [1] and create a thread in the VR forum [2].
4.1.1. [bookmark: _GoBack]WIDE: Talent logging into portal, with monitor visible in frame
4.1.2. SCREEN: screenshot_12: 00:16-00:42 Videographer: please speed up
4.2. Post a hyperlink to the survey hosted in the online private server [1] and publish the thread in the forum [2].
4.2.1. SCREEN: screenshot_12: 00:43-01:03 Videographer: please speed up 
4.2.2. SCREEN: screenshot_12: 01:03-01:08 
4.3. Roberto Sánchez-Cabrero: To get as many participants as possible, stress the value of the participation while being clear that the participation is easy and is without cost [1].

4.3.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera
4.4. Select the questionnaire in the SaaS [1] and click Results and Questionnaire to access the filled-out questionnaires [2].
4.4.1. SCREEN: screenshot_5: 00:02-00:06
4.4.2. SCREEN: screenshot_5: 00:07-00:57 Video Editor: please cut wait time being button being clicked and results appearing TEXT: Delete incomplete or erroneous questionnaires
4.5. When the minimum number of questionnaires have been submitted, select the questionnaire in the main page of the SaaS and click Open-Close Public Survey to close the survey to further participation [1].
4.5.1. SCREEN: screenshot_3: 00:02-00:11
5. Statistical Analyses
5.1. For statistical analysis of the questionnaire answers, select the survey in the main page of the SaaS [1] and click Results. In the pop-up menu, click Export to select the detailed report options to be exported via email in .csv format [2].
5.1.1. WIDE: Talent selecting survey, monitor visible in frame
5.1.2. SCREEN: screenshot_6: 00:07-00:50 Video Editor: cut wait time being button being clicked and results appearing
5.2. After receiving the survey data, open the data in an appropriate statistical analysis software program [1-TXT].
5.2.1. SCREEN: screenshot_7: 00:05-00:25 TEXT: Delete imported data to not be analyzed Video Editor: please speed up
5.3. To assess the internal consistency of the questionnaire, select the Analyze Menu, Scale, and Reliability Analysis and transfer all of the variables to the Reliability Analysis dialogue box [1].
5.3.1. SCREEN: screenshot_8: 00:02-00:14
5.4.  Then click OK to measure the data using Alpha's Cronbach [1].
5.4.1. SCREEN: screenshot_8: 00:14-00:18
5.5. To perform a descriptive analysis, select Analyze Menu, Descriptive Statistics, and Frequencies to explore descriptive statistics such as the arithmetic mean and the standard deviation for the quantitative "Age" variable [1]. 
5.5.1. SCREEN: screenshot_9: 00:04-00:18 Video Editor: can speed up
5.6. Then select Analyze, Descriptive Statistics, and Descriptive to study the frequency distribution within the rest of the variables [1].
5.6.1. SCREEN: screenshot_9: 00:22-00:37
5.7. [bookmark: _Hlk13469548]To conduct a One-Way ANOVA (A-nova) analysis, select Analyze Menu, Compare Means, and One-Way ANOVA [1].
5.7.1. SCREEN: screenshot_10: 00:03-00:10
5.8. In the One-Way ANOVA dialogue box, enter "Age" as the factor and enter the rest of the variables as the dependent variables [1].
5.8.1. SCREEN: screenshot_10: 00:11-00:35 Video Editor: please speed up
5.9. To conduct a Chi-squared test on the contingency tables to test whether or not there is a relationship between the variables, select Analyze menu, Descriptive Statistics, and Crosstabs [1].
5.9.1. SCREEN: screenshot_11: 00:03-00:09
5.10. In the Crosstabs dialogue box, transfer one of the nominal or ordinal variables as rows and the rest of the variables as columns for each of the variables in the rows to obtain the correlations between each set of variables [1].
5.10.1. SCREEN: screenshot_11: 00:10-00:17
5.11. Then click Statistics, select the Chi-squared and Somers' d options, and click Continue and Ok [1].
5.11.1. SCREEN: screenshot_11: 00:17-00:32 Video Editor: can speed up

Section – Results
6. Results: Representative Analysis of Early Adopter Impressions of the Use of VR in Education 

6.1. In this representative analysis, the mean age of the participants was 36.91 with a standard deviation of 6.39 years [1]. No statistically significant gender differences were observed [2].

6.1.1. LAB MEDIA: Figure 12: JoVE Video Editor please add dotted horizontal line across graph at about 37
6.1.2. LAB MEDIA: Table 2: JoVE Video Editor please emphasize Gender data row

6.2. While more females reported using VR for learning purposes in addition to recreation [1], the male participants overall used VR more frequently and had tried more sophisticated VR head-mounted displays [2].

6.2.1. LAB MEDIA: Figure 14: JoVE Video Editor please emphasize green data bars
6.2.2. LAB MEDIA: Figure 13: JoVE Video Editor please emphasize blue data bars

6.3. The VR head-mounted game console users, all of whom were men, were not interested in the use of VR as a learning tool [1], suggesting a strong gender difference between entertainment and leisure [2].

6.3.1. LAB MEDIA: Figure 13: JoVE Video Editor please emphasize lack of green data bars in center of figure
6.3.2. LAB MEDIA: Figure 13

6.4. Of interest, those participants who felt more optimistic about the future educational possibilities of VR technology were younger than those who did not [1].

6.4.1.  LAB MEDIA: Table 2: JoVE Video Editor please emphasize Optimism data row



Section - Conclusion
7. Conclusion Interview Statements: (Said by you on camera) - All interview statements may be edited for length and clarity.
7.1. Amaya Arigita-García: VR is a popular emerging technology, but its role in education is as yet unknown, as it requires the creation of resources that do not yet exist [1].
7.1.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera
7.2. Amelia Barrientos-Fernández: It will be very interesting to keep studying the experience of early adopters to VR possibilities and its limitations in other areas, such as leisure, tourism, communication, medicine [1].  
7.2.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera
7.3. Roberto Sánchez-Cabrero: To aid the adaptation VR in education, it will be important to guide the development of new materials and content [1]. 
7.3.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera
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