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Introduction & Background 

The Purpose of this User Manual 

 “The Potential Use of Virtual Reality in Correctional Settings - Resource User 

Manual” was envisioned to provide practitioners with essential knowledge about the 

VISION methodology implementation, specifically with the application of Virtual 

Reality (VR) technology for educational, training, and rehabilitation contexts within 

correctional settings. Therefore, this manual is a useful guide for different stakeholders 

working in Vocational Education and Training (VET) prison settings, including: trainers, 

prison educators, NGOs, public institutions providing VET services, prison officers, 

educational institutions, local and central public bodies and agencies, universities, VR 

specialised companies, and other relevant national multi-agency stakeholders. 

This manual is structured into the following three complementary chapters: 

• “The Use of Virtual Reality: A Theoretical Introduction” – the first chapter is 

entirely dedicated to presenting theoretical insights into the use of VR in VET prison 

settings. It serves as an introduction to the basics of VR, covering how the devices 

operates, different types of VR and added values, as well as the limitations it entails. 

Additionally, this chapter highlights the potential of VR within the context of 

education and training for incarcerated individuals and discusses country-specific 

considerations for programme implementation. 

 

• “Practical Preparations for Successful Virtual Reality Implementation in 

Prisons” – chapter two covers the practical application of VR in VET prison settings. 

It provides essential information regarding the utilisation of VR technology 

equipment (including technical terminology). In this chapter, recommended 

procedures and instructions for the effective implementation of VR within prison 

settings can be found. 

 

• “Put Your Virtual Reality Knowledge into Action & Train Others” – lastly, once 

readers have gained familiarity with the theoretical and practical aspects of VR tool 

usage in the initial two chapters, the third and final one presents a comprehensive 

overview of the VISION virtual scenarios. It also equips readers with a clear 

understanding of what to anticipate when employing the project's methodology, 
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including implementing ethical and research procedures to guarantee the result’s 

comparison and validation. Through this chapter, readers will acquire the necessary 

skills and competencies to train future trainers within this framework. 

 
In sum, this manual offers interested stakeholders a valuable opportunity to gain 

essential knowledge in the field of rehabilitation, utilising a methodology with significant 

potential. Furthermore, it equips them to become trainers themselves, capable of 

providing training to other professionals involved in correctional settings. Most 

importantly, it enables them to deliver VISION's learning programme to inmates, 

fostering the development of vocational competencies and contributing to their 

reintegration into the labour market. 

 

The VISION Project 
 
This manual guide was developed under the scope of VISION – Visualising the Future 

Through Training. VISION is an Erasmus+ (KA220-VET-348D9406) project which aims 

to mitigate one of the most felt difficulties of inmates’ post-release: obtaining rewarding 

employment. For this purpose, the VISION project seeks to enhancing inmates’ 

competencies through VET programmes, supported by the application of VR technology. 

This rehabilitative intervention is designed to yield positive outcomes by developing an 

adequate training programme for educators, facilitators and trainers, enabling them to 

deliver the necessary training to inmates. By successfully accomplishing the project's 

goals, VISION aims to empower inmates with basic skills and readiness needed to obtain 

and maintain employment, thereby facilitating their successful social reintegration and 

reducing the likelihood of reincarceration.  

The project’s main missions and objectives are the following: 

1. Increase adherence to VET programmes (through the development of different 

virtual scenarios related to course enrolment and motivation); 

2. Increase commitment of inmates in VET programmes (inmates’ education and 

vocational skills development); 

3. Increase success (inmates’ preparation for labour market integration, employment 

post-release, reintegration, and avoidance of reincarceration); 

4. Improve trainers/educators’ skills to train inmates. 

https://www.visionvrproject.org/
https://www.visionvrproject.org/
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The VISION partnership is a collaborative effort that brings together eight organisations 

from a diverse range of sectors across six countries. The partnership comprises a 

university, Non-Governmental Organisations (NGOs), correctional 

institutions/penitentiaries, consulting firms specialising in the field of justice, and 

educational/vocational institutions. This diverse composition ensures a comprehensive 

and multidisciplinary approach to the VISION project1, combining expertise from various 

perspectives to achieve its objectives: 

• BSAFELab/UBI (University of Beira Interior) – Portugal 

• IPS_Innovative Prison Systems – Portugal 

• CPJ (Centro Protocolar de Formação Profissional para o Sector da Justiça) – Portugal 

• CIRE (Centre d'Iniciatives per a la Reinserció) – Spain 

• Greta du Velay (Lycee Charles Et Adrien Dupuy) – France 

• IRFIP (Istituto Religioso di Formazione e Istruzione Professionale) – Italy 

• ALLI (Athens Lifelong Learning Institute) – Greece 

• Penitenciarul Iasi – Romania 

 

 
 
 
 
 
 

 
 
 
 
 
 

 
 
1 Readers are invited to access the project’s website here for further details. 

Figure 1. The VISION partnership countries 

https://www.visionvrproject.org/
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Chapter I. The Use of Virtual Reality: A 
Theoretical Introduction 

A Brief Introduction to Virtual Reality 
 
Technology advancements have marked the modern world by enabling faster change 

and progress and making human life easier and more enjoyable. Some emerging 

technologies include the well-known smart devices, smart cars, artificial intelligence, 

machine learning, and Virtual Reality (VR). VR is a simulated environment that allows 

users to explore a world that is distinct from the real one – that is why “virtual” means 

“not present physically but made to appear by software” (Shreevershith, & Snigdha, 

2020). Specifically, it “refers to a computer-generated, three-dimensional, and interactive 

environment that allows the simulation of a real environment.” (Dolezal, Supe & Nisevic, 

2022). The goal of virtual scenarios is to provide the best possible realistic 

representation of the real world, immersing the user in a sensory system where 

interaction takes place (Ticknor, 2019). The immersion and interaction features are the 

key which distinguish VR from other technological devices, as the virtual world allows 

users to have an enhanced visual and felt experience (Shreevershith, & Snigdha, 2020). 

 

The concept of VR dates back to the 1960s, with the first “VR Head Mounted Display” 

by the cinematographer Morton Heilig (Bown, White & Boopalan, 2017), followed by the 

creation of “The Ultimate Display” by Ivan Sutherland, an improved version of VR with 

multiple input and output devices (Sutherland, 1956; Steinicke, 2016). Ensuing these two 

notable events, VR technology development experienced its next significant boom in the 

early 2010s, even though during that time VR was still considered a very expensive 

purchase and wasn't thought to be a technology that would ever catch on with the general 

public. However, it didn’t take too much for this scenario to change, as in 2012 the first 

Oculus prototype was debuted by Palmer Luckey (Harley, 2020), to be acquired in 2014 

by Mark Zuckerberg, the co-founder of Facebook, leading to the increase of VR’s strong 

interest and popularity among home users. From then to the present day, with more cost-

effective VR equipment available on the market (such as Meta Quest, Oculus, HTC, 

Samsung, etc.), this technology has expanded in popularity and accessibility for 

the average consumer. Especially now, with one of the recent world events, the COVID-
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19, the demand for this technology has gained ground and impact in every industry 

sector due to its eye-captivating engaging, dynamic and adaptable features. 

 

Virtual Reality Features 

Types of Immersion 
 
To display its three-dimensional features and give a sensation of real word interaction 

(with sensory elements, such as visual, auditory, tactile and olfactive), VR requires a set 

of technological devices. Usually, VR equipment includes an HMD (Head-Mounted 

Display), a motion-tracking sensor, controllers and a computer or a smartphone to create 

and project a virtual environment2 (Shreevershith, & Snigdha, 2020) (see Figure 2 below 

as an example). These devices can impact the three VR systems features, namely the 

immersion, the perception, and the interaction with the virtual environment (Cipresso, 

Giglioli, Raya, & Riva, 2018). 

 

 

 

 

 

 

 

 

 

 

Immersion is related to the number of senses stimulated, how interactive can be, and 

how closely the stimulus in the virtual scenarios resembles reality. Naturally, the 

 
 
2 The VR equipment explanation and details and be found in Chapter II of this guide manual. 

Figure 2. Meta Quest VR Equipment. Figure retrieved from Meta Quest website 

https://www.meta.com/quest/
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characteristics of the technological system used may impact this feature, producing three 

different types of VR immersion systems: 

• Non-immersive systems: these types of systems use the simplest and least 

expensive form of VR applications to replicate real-world images. One illustrative 

example is the Wii Sports game, as these types of videogames react to certain 

physical movements performed by the user (see Appendix 2 for an example) (Slater, 

2009; Cipresso, Giglioli, Raya, & Riva, 2018); 

 

• Semi-immersive systems: this type is inserted between the non-immersive and the 

immersive systems. Semi-immersive is characterised by a partial VR environment 

for the user to interact with (i.e., it allows a virtual experience, but the user is aware 

of its physical surroundings), which is provided with a stereo image of a 3D scene for 

the user to view through a monitor. Usually, semi-immersive systems are used in 

training and educational programmes. An example is viewing a 360-degree video 

through a computer and moving it with a mouse (see Appendix 3) (Slater, 2009; 

Cipresso, Giglioli, Raya, & Riva, 2018). 

 

• Immersive systems: this is the most fully immersive simulation a VR system can 

provide. Immersive systems are supported by several sensory devices (e.g., HMD, 

vision and audio devices) to offer the most realistic experience possible to the user, 

especially supported by the wide-area view and higher resolution of the VR headset. 

Typically, immersive systems are used for entertainment (such as gaming). An 

example can be flight or driving simulations, in which the user experiences lying down 

or sitting, needs to move arms and hands (manipulating the surroundings), and feels 

other sensations such as hearing and touch (see Appendix 4 for an example) (Slater, 

2009; Cipresso, Giglioli, Raya, & Riva, 2018). 

In VR, presence causes the user to experience a complex psychological “being there” 

sensation (i.e., physical presence), which includes the interaction feature (the possibility 

to react with the virtual surroundings) (Heeter, 1992). In what concerns the virtual 

environment realism, its impact will depend on the user’s expectations about the actual 

experience. This means that if the presented stimuli correspond with the user’s 

expectation from reality, the scenario might have a much larger impact on the user and, 
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thus, enhance the VR experience (and this also includes the level of interactivity) (Baños 

et al., 2009). 

 
 

From Virtual to Augmented & Mixed Reality 
 
In addition to the types of VR immersion, it is also important to distinguish VR from 

Augmented Reality (AR) and Mixed Reality (MR) – reduced immersive forms of 

experiencing a virtual world. AR is considered to be a more recent technology system, 

wherein during the experience, virtual objects are added in real-time to the physical 

environment (Cipresso, Giglioli, Raya, & Riva, 2018). AR characteristics are identified by 

a combination of real-world and virtual objectives in the same environment (Azuma et 

al., 2001). Similar to VR, in AR the user can expect as main features the realism and the 

feeling of presence, however it’s not as immersive as VR, as it’s not possible to 

interact with the environment (Bretón-López et al., 2010). AR can be found in mobile 

applications, for example Google Maps, in which users can navigate through streets by 

walking (Figure 3), Instagram/Facebook/Snapchat filters or even Pokémon Go (thus 

making it more accessible, because these applications are available in a mobile device).  

Figure 3. Google Maps example of AR.  Figure retrieved from Join TechCrunch+ 

https://techcrunch.com/2019/08/08/google-launches-live-view-ar-walking-directions-for-google-maps/?guccounter=1&guce_referrer=aHR0cHM6Ly93d3cuZ29vZ2xlLmNvbS8&guce_referrer_sig=AQAAAArKiWGTBXSQm8Re24Tb2qXyFkHnyNWJaXa4gePWaegJ8xztCvgvJG4VB_D2cSIXiAVV74a4RCUkzgqhqVjG8GCjD0HRCNQg_AapvS9gPIIsiypm8eUsdPZndc6SAPIhnPqEl7kIfLidZvlwrBtdzUe8IJOkU_Rmdztd01j7ckOi
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MR, on the other hand, is distinguished by the mixed characteristics of VR and AR. This 

means that MR capacitates users to be immersive in the virtual experience while giving 

them a perspective of their own reality (thus the term “mixed reality”) (Hamad, & Jia, 

2022). MR technology goes beyond merely overlaying digital elements onto the real-

world backdrop – it allows interaction. In an MR environment, users can not only 

observe but also engage with both digital and physical elements simultaneously. As a 

result, MR experiences are responsive to environmental cues, adapting and transforming 

based on the input they receive from the surroundings. For a more tangible illustration 

highlighting the distinction between AR, VR and MR, please refer to Appendix 5. 

 

 
 

The Potential & Limitations of Virtual Reality in the 
Education Context 
 
VR stands as an impressive technology, holding immense promise across diverse 

sectors including education, training, rehabilitation, marketing, and entertainment 

(despite VR being initially marketed toward gaming). Its utilisation spans a wide range 

of professionals, encompassing teachers, medical practitioners, law enforcement 

agencies, firefighters, psychologists, and more. As VR becomes increasingly accessible 

and finds its footing in secure and controlled environments, clinicians have harnessed 

Figure 4. Illustration difference between AR, MR, and VR.  Figure retrieved  

from Interaction Design Foundation 

https://www.interaction-design.org/literature/article/beyond-ar-vs-vr-what-is-the-difference-between-ar-vs-mr-vs-vr-vs-xr
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its potential for assessments, therapies, and treatments (Ticknor, 2019), consistently 

yielding positive outcomes. For example, research has documented reductions in anxiety 

and stress levels through VR interventions (Krisch, Bandarian-Balooch, O’Donnell & 

Neuman, 2016). 

 

Beyond healthcare, VR has also entered the domains of training. For instance, it has 

been adopted in emergency response simulations for firefighters, enhancing their 

preparedness and skills (Gamberini, Cottone, Spagnolli, Varotto & Mantovani, 2003; 

Martirosov & Kopecek, 2017). Moreover, VR's reach extends to vocational training 

contexts, as exemplified by its application in production sectors like the automotive 

industry, facilitating immersive learning experiences (Dávideková, Mjartan & Gregus, 

2017). 

 

In what concerns specifically the use of VR in educational settings, the 

following can succinctly capture its positive impact:  

 

• Enhanced Visual Learning: VR opens up remarkable possibilities by allowing 

individuals to explore entirely new worlds and experiences. Through high-quality 

visual immersion, contents can be conveyed more effectively than traditional 

teaching methods relying solely on visuals (Van Gelder, Otte & Luciano, 2014). 

 

• Facilitated Interaction: the incorporation of VR can be a game-changer to foster 

interactive engagement. VR-driven training captures and sustains learners' attention, 

ultimately leading to better information retention (Cornet & Van Gelder, 2020; 

Martirosov & Kopecek, 2017). 

 

• Engagement and Motivation: due to features that enhance the learning process, 

namely gamification, multisensory interactive scenarios, and real-world visual 

representations, students become more motivated, encouraging sustained 

engagement within the educational context (Monahan, McArdle & Bertolotto, 2008). 

 

• Safe Exploration of Scenarios: one of VR's primary strengths is creating a secure 

environment for learners to engage with virtual scenarios. Complex and challenging 

learning areas become accessible, enabling learners to make decisions without 

impacting real-world resources (Grillon et al., 2006; Krisch et al., 2016). 
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• Embodied Cognition and Emotional Impact: the synergy between motor and 

visual processes in VR experiences can elevate cognitive processing. Emotional 

responses play a significant role in decision-making, particularly in high-stakes 

situations, adding another layer of depth to the VR experience (Ticknor, 2019). 

 

• Hands-On Technical Learning: VR empowers learners to gain practical experience 

in technical domains. Physical interaction with virtual objects, enabled by hand-held 

VR controllers, offers a unique advantage for technical instruction, enhancing 

scalability and reducing the need for costly real-world equipment (Cornet & Van 

Gelder, 2020; Martirosov & Kopecek, 2017).  

 

• Breaking Language Barriers: language can often impact effective education. VR 

seamlessly integrates any language into its software, eliminating language barriers 

that may impede learners' educational pursuits (Krisch et al., 2016). 

 

VR has reformed education, offering students a captivating and innovative approach to 

learning. Students may wear specialised equipment that allows them to virtually move, 

manipulate objects, and engage in the virtual environment (Shreevershith, & Snigdha, 

2020). 

 

 

However, there are some technological limitations associated with VR use: 

 

• Feeling of Nausea: one of the VR limitations is certainly the tendency for users to 

experience nausea after a brief period of time experiencing it, with the likelihood of 

this sensation increasing over extended durations. Nausea is primarily caused by 

motion sickness, especially in more dynamic VR experiences. Technological 

advancements in recent years have reduced this limitation, which is more of a 

temporary discomfort than a substantial risk, as the sensation usually decreases or 

disappears after a break (Hamad & Jia, 2022). 

 

• Sense of Disorientation & Dry Eyes: additional possible discomforts when using 

VR for a prolonged period of time (e.g., more than 30 minutes) is the sense of 

disorientation within the physical surroundings, which can make users collide with 
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obstacles and leading to potential injuries (refer to appendix 6 for some safety 

recommendations when using VR). Additionally, the prolonged use of VR may result 

in dry eyes, thus is recommended that the user takes a break every 15 minutes 

(Cornet & Van Gelder, 2020). 

 

• Need for High-end Equipment: while the cost of VR equipment has significantly 

decreased over the past decade, high-end equipment remains a prerequisite, 

including a powerful device (such as a computer) and head-mounted display (HMD), 

as mentioned before (Cornet & Van Gelder, 2020).  

 

• Ethical Data Treatment: like any other experience that requires data collection, 

ethical data treatment is highly important and should be taken into consideration. 

Especially companies that collect user data for commercial purposes, potentially 

conflicting with users' data privacy rights, must protect the privacy of the user’s data 

(and this has an even greater emphasis within the criminal justice system) 

(Fromberger, Jordan & Müller, 2018). 

 

Due to these limitations, the use of VR is not advisable to individuals with medical 

diagnoses such as epilepsy, vertigo, hypertension, ear infection and psychological 

disorder of high clinical severity, individuals recovering after surgery and pregnant 

women. 

 

Virtual Reality Improves the Education of Formerly 
Incarcerated People 
 
Over the past few years, technology has been increasingly integrated into 

correctional settings, and due to its innovation, VR has been no exception. 

Specifically, it holds potential to be integrated with Vocational Education and Training 

(VET) programmes. Numerous examples showcase VR's capacity to support career 

development and educational training through lifelike scenarios, effectively preparing 

incarcerated individuals for the challenges they might face upon re-entry into society. 

By employing VR in rehabilitation services, not only are inmates' apprehensions and 

anxieties regarding societal reintegration addressed (Schultheis & Rizzo, 2001), but also 

the likelihood of recidivism may be reduced by enhancing employable skills (Ticknor & 

Tillinghast, 2011). 
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These training scenarios provide inmates access to valuable activities that might 

otherwise be restricted inside prison, such as simulating job interviews (for reference 

access appendices 7 and 8). Beyond the 

practical aspects, VR carries a substantial 

emotional and social learning component, 

allowing users to practise conflict resolution, 

problem-solving, collaborative teamwork, 

and decision-making skills (Thornhill-Miller & 

Dupont, 2016), all without the inherent risks 

associated with real-life practice. 

 

The beauty of virtual scenarios lies in their programmability and adaptability to the 

unique needs of individual inmates. This personalised intervention approach offers 

an environment that is very challenging to be accessed inside correctional facilities 

without the facilitation of VR (Kip et al., 2019). This is crucial mostly because studies 

indicate that the majority of incarcerated individuals tend to have limited educational 

backgrounds and face deficiencies in academic skills (e.g., Davis et al., 2014). Evidence 

further suggests that many correctional facilities are not adequately equipped to identify 

inmates who may have learning disabilities or challenges (Office of the United Nations 

High Commissioner for Human Rights, 2009). The combination of limited educational 

abilities and learning disabilities poses a notable barrier for inmates for post-release 

employment opportunities. This, in turn, can hinder effective social reintegration and 

potentially contribute to higher rates of recidivism (Clarke, 2010). However, the 

incorporation of VR gaming elements can enhance inmates' motivation, fostering a 

greater willingness to engage actively in educational learning pursuits (Ticknor & 

Tillinghast, 2011). 

 

In this particular context, VR emerges as a significant opportunity for enriching the 

educational journey of formerly incarcerated individuals, particularly those grappling 

with challenges in numeracy and literacy (McLauchlan & Farley, 2019). Its potential lies 

in its capability to create scenarios that are finely adjusted to the distinct to the unique 

needs of each group of the inmate population (such as refugees with language barrier, 

inmates with few work and education skills; inmates dealing with mental health problems, 
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etc.). This tailored approach not only addresses their unique needs but also cultivates a 

diverse skill set, fostering motivation and active engagement in the VR experience. 

 

 

Country-Specific Policies for Virtual Reality Implementation 
within Prison Settings 
 
The integration of VR technology into correctional facilities has emerged as a 

progressive opportunity with the potential to revolutionize inmate rehabilitation and 

reintegration programmes. As governments and correctional systems worldwide explore 

the benefits of VR in prison settings, the development of country-specific policies 

becomes imperative to ensure ethical, effective, and standardized implementation. 

Thus, it’s important to have at least a basic knowledge of countries’ policies for VR 

implementations within prisons3. 

 

In this context, the partnership sought to answer the following set of questions about 

specific policies for VR implementation within prison settings4: 

 
• In general, what type of authorisations/requirements are needed to enter and apply 

the VR methodology in prisons? 

• Is it possible to use internet inside prisons, or all materials must be used offline? 

• If it is possible to access internet, what are the policies or procedures to use it in 

prisons? 

• In general, is there specific legislation in prisons in regard to the use of VR? If yes, 

please describe it. 

• What could be the potential barriers in prisons that might hinder the implementation 

of the VR programme?

 
 
3 This information reflects the current situation in the year of 2023. However, it’s important to 
note that circumstances may evolve or shift over time. The partnership acknowledges that it 
cannot be held accountable for any alterations or updates to this information beyond the 
specified period. It’s advisable to verify the current status independently, as the dynamic nature 
of certain factors might lead to changes after the data collection period.  
  
4 There are currently no overarching European policies regarding the implementation of VR in 
prisons, however, we can take guidance from the safe and ethical considerations of other 
emerging technologies, such as Artificial Intelligence, which can be found here. 

https://justice-trends.press/guidelines-for-the-safe-and-ethical-implementation-of-ai-in-prisons-and-probation/
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PT Portugal 
 

Questions Guidance 

In general, what type of 
authorisations/requirements are needed to enter 
and apply the VR methodology in prisons? 

It’s required to obtain authorisation from the Directorate-General for Reinsertion and 
Prison Services (DGRSP), the body responsible for crime prevention, execution of 
sentences, social reintegration and management of the educational and prison 
systems. 

Is it possible to use internet inside prisons, or all 
materials must be used offline? 

Internet may be used, however, subject to prior authorisation from the DGRSP. 
Otherwise, materials must be used offline. 

If it is possible to access internet, what are the 
policies or procedures to use it in prisons? 

Authorisation for the entry of equipment (DGRSP and prisons) is required. A technician 
will be responsible for safeguarding and using the equipment. 

In general, is there specific legislation in prisons in 
regard to the use of VR? If yes, please describe it. 

There is no national legislation in Portugal up until now. 

What could be the potential barriers in prisons that 
might hinder the implementation of the VR 
programme? 

Obtaining authorisation from DGRSP for this purpose. The entry and use of this 
equipment always require prior evaluation and authorisation by the DGRSP. 

 
 
 

https://dgrsp.justica.gov.pt/
https://dgrsp.justica.gov.pt/
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ES Spain 
 

Questions Guidance 

In general, what type of authorisations/requirements 
are needed to enter and apply the VR methodology 
in prisons? 

In general, the procedures necessary to use VR in prisons consist of requesting 
authorisation from the prison management, which must state which devices are to be 
introduced, the description of the activity to be carried out, and specify whether they 
require the use of the Internet (further checks must then be carried out) or not. 

Is it possible to use internet inside prisons, or all 
materials must be used offline? 

Internet use in prisons and juvenile justice centres is highly restricted and controlled. 
It is basically authorised for educational use, under the control of professionals and 
with access to a limited number of websites. 

If it is possible to access internet, what are the 
policies or procedures to use it in prisons? 

In general, the internet is not accessible, except in the cases explained above. A 
digitalisation project is currently being implemented in prisons and juvenile justice 
centres, although it is not sufficiently developed to know how internet access will be 
regulated. It is expected to be operational in the second half of this year. 

In general, is there specific legislation in prisons in 
regard to the use of VR? If yes, please describe it. 

No, there is no specific regulation for the use of VR in prisons and juvenile justice 
centres. 

What could be the potential barriers in prisons that 
might hinder the implementation of the VR 
programme? 

In order for VR to be used in prisons and juvenile justice centres it should be able to 
be applied in offline mode, because its challenging if it has to be connected to the 
internet via Wi-Fi or other systems. Another difficulty could be the lack of devices 
(headsets) to be used with a group of participants. For the optimisation of the use of 
the devices, it should be ensured that different apps can be applied on the same 
device. 
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FR France 

Questions Guidance 

In general, what type of 
authorisations/requirements are needed to enter 
and apply the VR methodology in prisons? 

The director of the prison must provide the authorisation. VR equipment cannot be 
connected to the internet and must be prepared in advance. 

Is it possible to use internet inside prisons, or all 
materials must be used offline? 

No equipment with internet access is allowed. Computer equipment may be allowed 
if a request has been made to the prison’s director. The computer equipment will be 
checked by an IT specialist before the trainer delivers the course. There is no law 
governing access to the internet in prison. However, a principle of prohibition was 
established by the administration in 2004: "Prohibition on prisoners accessing the 
Internet and any external [information system]". It was renewed in 2009 by the prison 
administration on access to computers for people in custody. 

If it is possible to access internet, what are the 
policies or procedures to use it in prisons? 

Experimented in three prisons (Melun, Strasbourg and Dijon) since 2021, “Digital in 
Detention” intends to allow inmates to consult their personal accounts, buy extra food 
or make requests to the administration via internet. Its generalization is only planned 
for 2024, at best. Technically, the inmates access the internet through shared tablets 
(one per cell) fixed to the wall and wired to the telephone network deployed in 
detention. Terminals are also accessible from the activity rooms. Two other types of 
terminals equipped with keyboards are being studied. 

In general, is there specific legislation in prisons in 
regard to the use of VR? If yes, please describe it. 

There isn’t specific legislation about VR. 

What could be the potential barriers in prisons that 
might hinder the implementation of the VR 
programme? 

The maintenance of the equipment (someone has to be responsible for the headsets: 
updating, cleaning, storing). 
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🇮🇹 Italy 
 

Questions Guidance 

In general, what type of 
authorisations/requirements are needed to enter 
and apply the VR methodology in prisons? 

VR in prison in Italy is not yet regulated by specific legislation. 

Is it possible to use internet inside prisons, or all 
materials must be used offline? 

Using the internet in some penal institutions is possible, but the network must be wired 
and have specific features for mainly educational use. This means that some penal 
institutions with classrooms can use the internet through the teacher. Therefore, 
inmates cannot access the network themselves; consequently, they cannot use the 
internet or their laptops in the cells. 

If it is possible to access internet, what are the 
policies or procedures to use it in prisons? 

To connect to the internet within the classroom, students’ inmates can connect due to 
the teacher/educator, but it is always limited to educational purposes. In some 
penitentiaries, inmates can use Skype video calls or WhatsApp through mobile 
phones provided by the prison administration. 

In general, is there specific legislation in prisons in 
regard to the use of VR? If yes, please describe it. 

Currently, there is no regulation of VR in penal institutions, but in general, all 
authorisations go through the department, the regional superintendencies and the 
probation magistrate. 

What could be the potential barriers in prisons that 
might hinder the implementation of the VR 
programme? 

One obstacle is the fact that the world outside is changing fast, whereas in prison it is 
exactly the opposite, and new technologies struggle to enter, although with the 
pandemic video calls, which were previously a taboo, have increased.  
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🇬🇷 Greece 

 
Questions Guidance 

In general, what type of 
authorisations/requirements are 
needed to enter and apply the VR 
methodology in prisons? 

VR in prisons in Greece is not yet regulated by any specific legislation. 

Is it possible to use internet inside 
prisons, or all materials must be 
used offline? 

In general, the use of the internet in prisons in Greece is prohibited. All materials must be used offline. 
There are some exceptions related to the use of the internet for educational purposes (inmates can 
access only specific pages related to their education at the tertiary level); communication purposes 
(inmates can use Skype to contact their families); medical purpose (very few prisons in Greece use 
“telemedicine”, which is when an inmate can have an appointment with a doctor, after request). A 
member of the prison staff must be present when these three situations take place. 

If it is possible to access internet, 
what are the policies or 
procedures to use it in prisons? 

Access to the internet in prisons is currently restricted. Stakeholders acknowledge the potential benefits 
of technology for learning but concerns about risks have led to limited access. Some initiatives, such as 
providing computers to student inmates demonstrate positive use of technology in education within 
prisons. Tele-visits with members of the family and telemedicine for doctor’s appointments are also 
available in some correctional institutions in Greece. Inmates have to apply for both types of services 
and the Prison Board decides on their applications. When permission is granted, a member of the prison 
staff is present during these forms of telecommunication. 

In general, is there specific 
legislation in prisons in regard to 
the use of VR? If yes, please 
describe it. 

There is no specific legislation regarding the use of VR in Greece. 

What could be the potential 
barriers in prisons that might 
hinder the implementation of the 
VR programme? 

Possible obstacles may encompass time-consuming protocols, where new technology adoption 
requires Prison Board approval through detailed applications outlining usage specifics. Restrictions on 
laptops, computers, and mobile devices further impede access, often necessitating a prolonged and 
potentially unsuccessful application process for bringing computers into prisons. Consequently, a VR 
programme might only operate in offline mode, relying on available correctional institution computers. 
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🇷🇴 Romania 

 
Questions Guidance 

In general, what type of 
authorisations/requirements are needed to 
enter and apply the VR methodology in 
prisons? 

The director of the prison must give the authorisation. Usually, VR equipment cannot be 
connected to the internet and must be prepared in advance. The IT department may adjust 
a workstation connected to the internet inside the prison, but there are some strict rules to 
be followed by the employee that is using the technology. This must be happening in a 
specially designated space within the prison. Even if it is possible to have internet inside the 
prison, usually just one room in a building has a personal computer connected to the 
internet, so there are a lot of limitations. 

Is it possible to use internet inside prisons, or 
all materials must be used offline? 

Because the internet is very limited in connectivity, the materials must be brought offline in 
the wing sections. This is only done with the authorisation of the director of the prison, and 
the data content is checked first by the IT department. 

If it is possible to access internet, what are the 
policies or procedures to use it in prisons? 

You can access only some institutional links, and a few other ones just to get some 
educational information about inmates. 

In general, is there specific legislation in 
prisons in regard to the use of VR? If yes, 
please describe it. 

There is no specific legislation regarding VR technology. VR technology must be used 
offline, by default. 

What could be the potential barriers in 
prisons that might hinder the implementation 
of the VR programme? 

Not having the possibility to transfer offline the needed data for the VR programme to work. 
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Chapter II.  Practical Preparations for Successful 
Virtual Reality Implementation in Prisons 
 

As highlighted in Chapter I, a variety of Virtual Reality (VR) devices and brands are 

accessible in the market. Here are a few examples: Meta Quest 2, HTC Vive, Goertek, 

Samsung, Valve Index, among others. Within the context of the VISION project, Meta 

Quest 2 was selected due to its cost-effectiveness and offline usability. Consequently, 

it's important for the reader to be aware that while the instructions for various brands 

might share similarities, we cannot ensure their universal applicability. As such, it is 

advised to refer directly to the brand's website for precise guidance on equipment usage. 

 

Meta Quest 2 Characteristics 
 

• The cost of acquiring Meta Quest 2 varies based on the chosen storage capacity 

and additional enhancements. This device is accessible for purchase through the 

official website, but it can also be found on various other platforms (for example, 

Amazon5). Prices start from 349.99€ for 128GB and extend to 399.99€ for 256GB. A 

256GB generally is more expensive compared to a 128GB, mainly because 256GB 

has twice the storage capacity, which can be better if the user requires additional 

space for files and applications. However, both the 128GB and 256GB have the 

same technological specifications, such as read speeds and enabling rapid data 

loading. 

 

• The resolution of 1832x1920 pixels per eye allows diverse experiences ranging from 

multiplayer interactions and applications to immersive 360° videos to appear 

enhanced. Moreover, the augmented graphics processing capability supports a 90 

Hz refresh rate (the refresh rate counts the number of times the display fully refreshes 

every second; in this case, 90 Hz refreshes 90 times per second). 

 

 
 
5 We do not guarantee the quality of the product if it is purchased through Meta Quest’s 
unofficial websites. It is the responsibility of the reader to assess the source and quality of the 
product. 

https://www.meta.com/
https://www.vive.com/us/
https://www.goertek.com/en/index.html
https://www.samsung.com/pt/mobile-accessories/gear-vr-r325-sm-r325nzvctph/
https://store.steampowered.com/valveindex
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• This device has speakers integrated within the head strap mounts on either side. 

While they cannot replace the performance of top-tier headphones, their functionality 

is highly effective. The speakers do not project sound directly into the user’s ears like 

traditional headphones, yet they enhance the feeling of being fully immersed in the 

virtual environment, all without the inconvenience of a cable connection. 

 

• The controllers have a thoughtful design that lends themself to a comfortable grip. 

Its ergonomic structure and quick-responsive controls facilitate virtual navigation.6 

 

• Meta Quest 2 provides a continuous usage span of approximately 2 to 3 hours. 

While this duration is generally sufficient for most training sessions, it might pose a 

challenge for sessions with many participants. A solution is to bring 2 to 3 headsets, 

using each one in turn as the battery runs down, while others are recharging, or have 

a short debriefing break to discuss the experience if multiple headsets are not an 

option. 

 

Equipment & Installation 
 
After purchasing the Meta Quest 2, the first thing that users will notice when opening the 

box is the following equipment: 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 

 
 
6 Although it’s possible to use the controllers, the VISION VR was built to be used with hands. 

Figures 5. What’s in the Meta Quest 2 Box. 

VR headset Two Touch Controllers 
& AA Batteries 

Charging Cable & 
Power Adapter 

Glasses Spacer 

 

Reference Guide & 
Safety & Warranty 

Figures retrieved from Meta Quest 2 

https://www.meta.com/quest/products/quest-2/
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Step by Step Installation7: 
 

1. To initiate, it is necessary to charge the headset. Connect the charging cable to a 

power outlet and insert the USB-C end into the left side of the headset (1). The 

charging indicator will shift from orange to green once the battery achieves full charge 

(2). 

 
 
 
 
 
 
 
 
 
 
 
 

2. Once the battery achieves a complete charge, move on to customising the 

headset's fit to your head size using the top and side straps. Additionally, align the 

lenses according to the distance between your eyes. In case you wear glasses, 

remember to use the glasses spacer (for reference, access the short tutorial videos 

on Appendix 9).  

 

3. Turn on the headset (1) by pressing the button located on the right side (next to the 

charging indicator) and adjust the straps once more if necessary.  

 
 
 
 
 
 
 
 
 
 
 

 
 
7 Adapted from the Meta Quest 2 website, thus all the figures are retrieved from it. 

Figures 6. VR headsets power connection 

1 
2 

Figure 7. How to turn on the VR headset 

1 

https://www.meta.com/
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4. Install the Meta Quest mobile app (1), which will allow the user to set up the 

headset, browse and manage VR apps, customise the device settings and cast the 

VR experience to the user’s phone or any Chromecast-enabled device. The 

installation is available for Android 5.0+ through the Google Play Store, and Apple 

iOS 12.4+ through the App Store. Note: the phone must be connected to Wi-Fi and 

have Bluetooth turned on to use the Meta Quest mobile app. For more details about 

the installation process, please refer to Appendix 10. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

5. To move within the play area, it is important to establish room scale in Guardian 

mode, which defines a safe play boundary. The user requires an unobstructed space 

of at least 6.5 feet by 6.5 feet (2 meters by 2 meters). If such ample room isn't 

available, the user can define the Stationary Mode, and play seated or standing still. 

Users can always switch between Guardian modes or redefine boundaries. To do 

this, press the Oculus button on the right touch controller ( ) (1), accessing 

the universal menu. Select the clock symbol (2) located on the menu's left side and 

select the Quick Settings panel. Choose Guardian (3), and from there, opt for either 

Stationary or Room scale, following the on-screen instructions to create a new 

Guardian boundary. Refer to appendix 11 to set up the Guardian mode. 

 

 

Figures 8. Meta Quest mobile app – Oculus 

1 

https://play.google.com/store/apps/details?id=com.oculus.twilight
https://apps.apple.com/us/app/oculus-vr/id1366478176


 

 
 

24   

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 
 
 
 
 
 
 
 
 
 

6. Connect the VR headset to Wi-Fi by pressing the Oculus button (    ) (1). 

Then, on the Quick Setting panel (2), select the Wi-Fi symbol (next to the battery 

and time). On the Wi-Fi (3), select the network, enter the password and finally 

select Connect. 

 
 
 
 
 
 

 
 
 
 
 

1 

2 

Figures 9. How to change the Guardian mode 

3 

1 
2 
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7. The VISION VR app is available on the Meta Quest Store. To download it directly 

to the headset, just access the “Store” icon (1), search for “VISION” and then select 

the one that has the project logo. Then, click on the “Get” button to start downloading 

it. After the download is completed, you will find the VISION app icon on the “App 

Library” (2). Click on the app and then “Start” (3). 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

1 

1 

2 

Figures 10. How to connect the VR headset to Wi-Fi 

3 

https://www.meta.com/fr-fr/experiences/6624867677604977/
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8. A very interesting feature of Meta Quest 2 is the possibility to cast. Enabling casting 

on Meta Quest 2 facilitates the sharing of the VR experience with those around the 

user. This feature allows casting to various devices, including a computer, 

smartphone, or compatible Chromecast device. First, ensure that the phone and 

headset are connected to the same Wi-Fi network. The chosen device must support 

Chromecast (if not supported, it is possible to cast to the phone's Meta Quest app 

previously installed). 

To cast to a TV or phone: on the app select “Cast ” (1). Then, select the headset 

for casting by tapping on it, and tap on the target device to cast (in the example of 

the figure below, a computer or Chromecast) (2). In case the screen isn't immediately 

visible, tap on "Other Devices" to explore the network for an accessible device. 

Initiate the casting process by tapping on "Start" (3) and then “Allow” (4). 

To stop sharing, locate "Stop casting" (6 – 8) within the Meta Quest app on the phone 

or on the headset. Note: if the Meta Quest app is closed or switched to another 

application during the cast mode on the phone, the casting process will be 

automatically ended. See appendix 12. 

 

 

Figures 11. How to download the VISION app 

3 
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9. When it is time to finish the VR experience, there are two ways: either the user puts 

the headset in sleep mode or turns it off. To initiate the sleep mode, simply press 

the power button on your headset (1). When ready to resume, just place the headset 

on your head, and it will awaken. It is important to note that the headset is asleep, it 

still draws a little power, but much less than when using it. 

Figures 12. Cast to a screen on Meta Quest 2 

1 

2 

3 

4 

5 

6 

7 

8 
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Powering down the headset results in a complete shutdown of the system, requiring 

the power button to be held for reactivation. While your headset is powered off, power 

consumption is significantly lower compared to sleep mode. To switch off the 

headset, press and hold the power button for a minimum of three seconds. This 

action will be indicated by the indicator light turning off and the power-down chime 

being audible. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Preventing Common Mistakes When Using VR 
 
Using a VR headset can be a highly immersive and enjoyable experience, but there are 

a few common mistakes that users might make. Here are some of them: 

• Ensure the headset is away from sunlight, as prolonged exposure can lead to 

permanent lens damage. 

• Avoid from using alcoholic wipes for cleaning, as they can harm the headset. Opt 

for non-alcoholic, anti-bacterial wipes instead. 

• Avoid initiating a factory reset on the headset, as this action erases all content, 

rendering them unplayable (unless needed). 

• Use the controllers with caution and avoid dropping or hurling them onto the 

ground or against walls. 

• Failing to charge the headset when needed can result in interruptions during use. 

Keep the headset charged to avoid unexpected shutdowns. 

 
 
By being aware of these common mistakes and taking the necessary precautions, you 

can enhance your VR experience and avoid potential issues! 

Figure 13. How to turn off and activate the sleep mode on the headset 

1 
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Chapter III. Put Your Virtual Reality 
Knowledge into Action & Train Others 
 

Overview of the VISION’s Virtual Scenarios 
 

The primary objective of the VISION programme is to increase inmates’ motivation 

(through the strategic usage of innovative VR tools) to be actively engaged in VET 

programmes, to develop their skills, and ultimately increase their chances of being 

employed once they finish their sentence, reducing their recidivism probabilities. As 

such, the project’s programme is focused on the kitchen and hospitality sector, due to 

its wide representation in prison education/training settings across partner countries, 

offering diverse employment opportunities. However, VISION’s programme curriculum 

serves as an educational introduction to the kitchen sector (and its required set of 

needed knowledge/skills in different areas), rather than a comprehensive training 

initiative. Thus, the aim is to stimulate inmates’ motivation to pursue further sector-

specific training by providing them with a foundational insight into what they can 

expect if they decide to take this labour path. It is the hope that this will empower 

them to make informed decisions and at the same time increase their entry-level skills 

and knowledge. 

 

The project’s methodology is directed towards adult inmates (men and women)8, with no 

previous kitchen (nor technological) knowledge needed, as the programme was 

designed with an introductory basis on four different areas of the sector (recorded in 

360-degree video, and then edited in VR): 

• Cooking 

• Bakery & Pastry 

• Kitchen Health & Safety 

• Catering Assistant 

 

 

 
 
8 A previous pre-selection of the participants of the programme should be done based on the 
recommendations on “The Potential & Limitations of Virtual Reality in the Education Context”. 
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Cooking Scenario 

The cooking scenario provides a comprehensive exploration of fundamental aspects 

relevant to operating in a commercial kitchen. It presents the commercial kitchen 

environment, including various types of equipment (both large and lower volume) and 

their functions corresponding to specific food techniques. Additionally, it highlights key 

workstations, such as storage, washing station, food preparation, cooking station, and 

service, emphasizing their significance in efficiently organising the workflow in a 

commercial kitchen. The scenario also offers information into the types of dishes typically 

covered in student learning, depending on the kitchen and available resources. 

 

All the scenarios were built using insights from actual prison kitchens accessible to 

partners. The aim was to align the learning experience in the scenario with the practical 

access inmates have within the prison, ensuring a realistic representation and managing 

their expectations. Our partners' analysis indicates that commercial kitchens in the 

community exhibit some similarities to those within prison settings, providing a valuable 

reference for inmates considering this educational pathway post-sentence. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 14. Examples of a commercial kitchen layout (taken from partner’s countries kitchens) 
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In every kitchen area scenario, participants encounter various interactive elements. 

These include direct engagement with the environment, "did you know?" fun facts, and 

exercises throughout the scenario, including true or false questions and multiple-choice 

questions. Interactivity is highly important to keep participants engaged, preventing 

passive observation, and enhancing knowledge acquisition. Additionally, the interaction 

with the surroundings helps maintain interest, and the exercises test participants' 

understanding of the scenario's content. 

 

Some examples of these interactive elements in the cooking scenario include: 

 

Engagement with the environment via skills imitation: 

 

 

“Did you know?” fun fact: 

Did you know that the layout of a commercial kitchen can have a big impact on how well 

your kitchen operates and delivers? 

The workstations reflect the kitchen efficiency because it demonstrates careful planning 

within the working environment and the kitchen team workflow. As such, a kitchen 

assembly line is basically where the dish preparation starts from one end and finishes at 

the other. Ingredients and workspace are typically arranged in a single line in a central 

row or island. 

Figure 15. Example of the cooking scenario interaction (cutting vegetables with a knife) 
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Knowledge testing exercises: 

All of these reasons make proper planning in food production and kitchen design crucial, 

except one. Can you guess which? 

A. It helps the chef figure out how much kitchen help she or he needs. 

B. It helps the chef determine the types of foods customers like. 

C. It helps the chef ensure that food is handled and stored safely. 

D. It helps the chef determine when to cook things, saving time. 

 

(B is the correct answer) 

 

 

Bakery & Pastry Scenario 

This scenario focuses on the bakery and pastry area. It explores the main components 

and ingredients used (such as flour, sugar, eggs, chocolate, etc.) and also the specific 

tools commonly employed (kitchen scales, piping bags and tips, and electric mixer are 

some examples). This scenario offers a highly interactive experience, as participants are 

encouraged to recreate a simple recipe using their hands. 

 

Some examples of these interactive elements in the bakery and pastry scenario 

include: 

 

Engagement with the environment via skills imitation: 
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“Did you know?” fun fact: 

Were you aware that chocolate chip cookies were actually born out of a mistake made 

by Ruth Graves Wakefield in 1938? The inception of these delectable treats can be 

traced back to the baker's endeavour to create cookies infused with pure chocolate by 

incorporating chopped chocolate, with the expectation that it would melt seamlessly 

during baking. The outcome fell short of expectations; nonetheless, the remnants of 

chocolate that resisted melting proved to be remarkably delightful. Fascinatingly enough, 

the concept of chocolate chips emerged after this baking misadventure! 

 

Knowledge testing exercises: 

Can you guess what is the ingredient most used in a bakery and pastry kitchen? 

A. Chocolate 

B. Eggs 

C. Flour 

 

(C is the correct answer) 

 

 

Kitchen Health & Safety Scenario 

Kitchen Health and Safety (in short OH&S) addresses key health and safety aspects 

of a kitchen, which is crucial to learn for someone wishing to follow any type of hospitality 

or kitchen-based job. As such, this scenario highlights how to ensure both staff and 

customer well-being, as well as minimising the risk of accidents or injuries during a shift. 

The primary emphasis in this scenario is on hazard prevention, covering physical, 

Figure 16. Example of the bakery & pastry scenario interaction (making a recipe) 
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ergonomic, biological, and chemical hazards, along with offering practical, real-life tips 

crucial for daily operations in this sector. 

 
 
Engagement with the environment via spotting hazards: 

 

“Did you know?” fun fact: 

The ‘torque blanche’, meaning ‘white hat’ in French, traditionally has 100 folds, with the 

pleats representing the number of recipes a chef had mastered. Having 100 pleats meant 

you were a master chef. This idea also applied to the height. Marie Antoine Carême, 

considered a pioneering French chef in the 1800s, was said to have worn one 18 inches 

in height — so tall it needed cardboard support! The colour white was also chosen to 

represent cleanliness. 

Figure 17. Example of the kitchen health & safety scenario interaction (spotting hazards) 
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Knowledge testing exercises: 

Now that you know broadly what a hazard is, and how to dress safely to protect yourself 

from it, let’s have a look at an easy way to remember how to approach and handle 

hazards, called the ‘S.A.F.E. steps’. Can you guess what each letter stands for? 

S stands for: 

A) Stop what you’re doing 

B) Spot the hazard  

C) Shout that there’s a hazard 

 

(B is the correct answer) 

 

F stands for: 

A) Find the alarm 

B) Follow what others are doing 

C) Fix the problem (if safe and possible) 

 

(C is the correct answer) 

 
 
 
 

Catering Assistant Scenario 

Regardless of the kitchen sector, once the food has been prepared, it needs to be served 

to customers. The catering assistant is a professional who assists in the preparation, 

quality control and serving of food in restaurants, and at events and functions. Within this 

scenario, participants are taught the difference between the role of the back of the house 

(the kitchen area, before food service starts) and the front of the house (customer facing 

area of a food service setting). Essential information such as setting up a venue and 

tables, tracking orders, and quality control are also addressed within this scenario. 

 

 

 

 

 

A stands for: 

A) Assess the risk 

B) Ask for help 

C) Alert emergency services 

 

(A is the correct answer) 

E stands for: 

A) Evaluate results 

B) Exit the building 

C) Eat the evidence 

 

(A is the correct answer) 
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Engagement with the environment via skills imitation: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

“Did you know?” fun fact: 

Some resultants have a kitchen that is viewable to customers, called a ‘show kitchen’ 

this means there is extra pressure on staff to perform their tasks well, with speed and 

accuracy.   

 

Knowledge testing exercise: 

Can you guess how many typical table settings there are? 

 

A) 7 

 

B) 4 

 

C) 9 

 
D) 3 

 

Figure 18. Example of the catering assistant scenario (tables settings) 
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(C is the correct answer). Correct, there’s generally 3 typical types of table settings, these 

include: basic, casual (or informal) and formal. Remember, there may of course be 

variations between these, but let’s go through each now! 

 

 

Virtual Scenarios Sequence  
 

The virtual scenarios in this project were built to be viewed independently (i.e., there is 

no specific/obligatory sequence that participants must follow). Nevertheless, given that 

the cooking scenario serves as an introductory overview to a commercial kitchen, it's 

recommended that professionals guiding pilot sessions propose participants start 

with this scenario. 

 

Before diving into the four scenarios, there's an introduction menu. It's highly advisable 

for participants to view this introduction before any other scenarios, especially if they are 

unfamiliar with the VR equipment. This menu provides instructions on using hands for 

interaction, pointing the cursor, selecting by pinching, accessing the main menu with all 

areas, and checking clarity. 

 

 

 

 

 

 

 

 

 

 

 

 

 

Despite being covered in the introductory menu, we find it crucial to highlight the method 

for accessing the main menu (containing instructions and the four kitchen scenarios). 

Users must simply close their hands (right or left, it works for both) completely and then 

open them with the palm facing upwards. A menu will appear above their palm, stating 

Figure 19. VISION VR App – instructions menu overview 
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"open kitchen areas." While keeping the hand open, they should use the other hand to 

select this menu with a pinching motion, as explained in the introduction scenario.  

 

 

 

 

 

 

 

 

 
 
 

Important Procedures for the Sessions 
 
Prior to initiating the pilots, where the VISION methodology will be implemented and 

assessed, alongside the practical information in Chapter II, facilitators must also address 

other important procedures. These include: 

• Informed Consent. According to the University of Oxford, “Informed consent is 

one of the founding principles of research ethics. Its intent is that human 

participants can enter research freely (voluntarily) with full information about what 

it means for them to take part, and that they give consent before they enter the 

research.” As such, consent should be secured before the participant begins the 

research, without any undue influence. To be considered informed, the 

participant must comprehend the nature of the research and what they are 

agreeing to. Researchers must adhere to the General Data Protection 

Regulation (GDPR), especially when dealing with sensitive data. Consideration 

for data protection in research involving the inmate population is crucial. 

Different consent processes, whether written or oral (in VISION’s case, written), 

may be suitable depending on the research context, design, and participants.  

Due to its significance, the initial action before initiating the session involves 

presenting the inmate the informed consent. She/he should be given the 

opportunity to read it at their own pace, and there should be availability to address 

any questions. The process concludes with obtaining the inmate’s signed 

consent. It is crucial not to impose any suggestions/biased views, ensuring their 

Figure 20. VISION VR App – how to open the main menu with the hand 

https://researchsupport.admin.ox.ac.uk/governance/ethics/resources/consent
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voluntary participation. The facilitator should also not write on any part of the 

consent form any kind of information, even minimal, that would lead to the 

identification of the inmate. The consent form template can be found in appendix 

13. 

 

• Pre & Post Surveys. Once the participant has completed the informed consent, 

two questionnaires are presented at different phases of the session. The first 

questionnaire, referred to as the pre-test, is designed to evaluate the 

participant's knowledge before exposure to the session. The second 

questionnaire, known as the post-test, shares the same objective but is 

administered after the session concludes. Both questionnaires consist of 

identical questions, enabling the assessment of any changes in the participant's 

knowledge, perception, motivation, etc., regarding the VISION methodology (the 

post-test also includes questions for participants to provide feedback on the 

methodology so that partners can fine-tune it). It is crucial to allocate sufficient 

time for the participant to thoroughly read and respond to the questions on both 

questionnaires, ensuring honest answers. The questionnaires are developed in 

a user-friendly manner, employing simple language adapted to the target group. 

To facilitate comparison, facilitators should designate a common identifier in 

one of the upper corners of both questionnaires for each participant, 

ensuring reliable answer comparison. For example, they could write the following 

code: P1, P2, P3, etc. (and never participant’s name or any other information that 

could identify her/him). The questionnaires templates can be found in appendix 

14. 

 

• Certificate of Participation. After the scenarios are experienced by the 

participant, and the surveys are responded, it is recommended that facilitators 

provide a certificate of participation. This certificate proves the participant's 

involvement in the session of VR about kitchen area. It provides also details about 

the project, the issuance date, and the entity issuing the certificate. Additionally, 

it recognises the participant's commitment to the learning experience facilitated 

by the VR scenarios. The certificate of participation can be found in appendix 15. 

 
 
 



 

 
 

40   

Conclusion 
 
"The Potential Use of Virtual Reality in Correctional Settings - Resource User 

Manual" serves as a comprehensive guide for practitioners involved in Vocational 

Education and Training (VET) within correctional settings. Developed under the VISION 

project, this manual addresses the theoretical foundations, practical considerations, and 

implementation strategies of Virtual Reality (VR) technology. By providing insights into 

the theoretical aspects of VR, practical preparations for successful implementation, and 

a detailed overview of VISION's virtual scenarios, the manual equips stakeholders with 

the knowledge and skills needed to employ VR in rehabilitation effectively. Beyond being 

an informative resource, this manual empowers individuals to become trainers 

themselves, facilitating the widespread application of the VISION methodology and 

contributing to the successful reintegration of inmates into the labour market.  
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Annexes 
 

Annexe 1. Example of a non-immersive system9 
 
 
 
 
 
 

 
 

 
 
 

 
 

Annexe 2. Example of a semi-immersive system10 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
9 https://www.youtube.com/watch?v=qAka9mi9kzQ  
10 https://www.youtube.com/watch?v=Gd22fxyChJ8  

https://www.youtube.com/watch?v=qAka9mi9kzQ
https://www.youtube.com/watch?v=Gd22fxyChJ8
https://www.youtube.com/embed/qAka9mi9kzQ?feature=oembed
https://www.youtube.com/embed/Gd22fxyChJ8?feature=oembed
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Annexe 3. Example of a full-immersive system11 
 
 
 
 
 
 
 
 
 
 
 
 
Annexe 4. Difference between AR and VR12  
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 

 
 
11 https://www.youtube.com/watch?v=vz0UUVDt2ps 
12 https://www.youtube.com/watch?v=gWLHIusLWOc 

https://www.youtube.com/watch?v=vz0UUVDt2ps
https://www.youtube.com/watch?v=gWLHIusLWOc
https://www.youtube.com/embed/gWLHIusLWOc?feature=oembed
https://www.youtube.com/embed/vz0UUVDt2ps?feature=oembed
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Annexe 5. Difference between AR, VR and MR13 
 
 
 
 
 
 
 
 
 
 
 
 
Annexe 6. Safety Recommendations when using VR14 
 
 
 
 
 
 
 
 
 
 
 

 
 
13 https://www.youtube.com/watch?v=IFgGzOpjlUM  
14 https://www.youtube.com/watch?v=Ke4MefpmRmc  

https://www.youtube.com/watch?v=IFgGzOpjlUM
https://www.youtube.com/watch?v=Ke4MefpmRmc
https://www.youtube.com/embed/IFgGzOpjlUM?feature=oembed
https://www.youtube.com/embed/Ke4MefpmRmc?feature=oembed
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Annexe 7. How VR can Prepare Inmates for Life on the 
Outside15 

 

 

 

 

 
 
 
 
 
 
 
 
 
 
 
 

Annexe 8. Inmates Are Using VR For a Chance to Get Out of 
Prison16 
 
 
 
 
 
 
 
 
 
 
 
 

  

 
 
15 https://www.youtube.com/watch?v=HmW2vZ72Szw  
16 https://www.youtube.com/watch?v=s7hPBZxHvk4  

https://www.youtube.com/watch?v=HmW2vZ72Szw
https://www.youtube.com/watch?v=s7hPBZxHvk4
https://www.youtube.com/embed/s7hPBZxHvk4?feature=oembed
https://www.youtube.com/embed/HmW2vZ72Szw?feature=oembed
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Annexe 9. Oculus Quest 2 VR Headset Comfortable Fit17 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  

 
 
17 https://www.youtube.com/watch?v=XpJ2LvS35VE&t=11s; 

https://www.youtube.com/watch?v=1lqmm0Rv0K0  

https://www.youtube.com/watch?v=XpJ2LvS35VE&t=11s
https://www.youtube.com/watch?v=1lqmm0Rv0K0
https://www.youtube.com/embed/XpJ2LvS35VE?start=11&feature=oembed
https://www.youtube.com/embed/1lqmm0Rv0K0?feature=oembed
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Annexe 10. How to install the Oculus App18 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Annexe 11. Setting up the Guardian19 
 
 
 
 
  

 
 
18 https://www.youtube.com/watch?v=HjHZHoz53pk  
19 https://www.youtube.com/watch?v=GojevL05Avw  

https://www.youtube.com/watch?v=HjHZHoz53pk
https://www.youtube.com/watch?v=GojevL05Avw
https://www.youtube.com/embed/HjHZHoz53pk?feature=oembed
https://www.youtube.com/embed/GojevL05Avw?feature=oembed
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Annexe 12. How to Cast20 
 
 

 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 

 
 
20 https://www.youtube.com/watch?v=OLgjbC_YW2I  

https://www.youtube.com/watch?v=OLgjbC_YW2I
https://www.youtube.com/embed/OLgjbC_YW2I?feature=oembed
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KA220-VET-348D9406 

Appendices 
 

Appendix 1. Informed Consent Template 
 

Consent Form 

VISION – Visualising the Future Through Training 

 
Purpose of the Study 

You are being asked to take part in this research study. Before you decide to participate 

in it, it is important that you understand why the research is being done and what it will 

involve. Please read the following information carefully. Please ask the researcher if 

there is anything that is not clear or if you need more information. 

The purpose of this study is to introduce different areas of the kitchen and hospitality 

sector, as well as the required set of needed knowledge/skills to perform successfully 

within those areas, which in this study these are: cooking, bakery and pastry, kitchen 

health and safety, and catering assistance. 

The introduction to areas of the kitchen sector will be supported through the use of 

Virtual Reality technology. The goal of Virtual Reality is to provide an interactive 

simulation of real life through virtual scenarios, from devices such as goggles and remote 

controls. 

 

Study Procedures 

Your participation in this study requires the following procedures: reading and signing 

this informed consent; reading and responding to a questionnaire (immediately after this 

consent); using and experiencing the virtual scenarios; reading and responding to a 

feedback questionnaire (at the end of the experience). 

Each virtual scenario lasts approximately x minutes; thus, the total duration of this 

experience is approximately y hour/minutes. 

 

Risks 

The exposure to VR technology content may involve a possible feeling of nausea or 

motion sickness. Thus, it is not advisable for individuals with medical diagnoses such as 

epilepsy, vertigo, hypertension, ear infection and psychological disorders of high clinical 

severity (such as mental illness). Individuals recovering after surgery and pregnant 

women should also not use Virtual Reality technology. If you feel any discomfort during 

the study, please inform the responsible research team. 
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Benefits 

Participating in this study will provide you with an introductory knowledge of the four 

kitchen and hospitality areas mentioned above. Additionally, our goal is to enhance your 

decision-making skills, potentially inspiring you to initiate or continue your involvement 

in available kitchen-based training courses within your prison establishment. Finally, by 

participating in this study, you will benefit from a Certificate of Participation at the end 

of the programme. 

 

Confidentiality 

Your responses to the questionnaires, as well as your performance during the scenarios, 

will be anonymous. Please do not write any identifying information on the questionnaires. 

Every effort will be made by the researcher to preserve your confidentiality including the 

following:  

• Assigning code names/numbers for participants that will be used on all research notes 

and questionnaires; 

• Participant data will be kept confidential except in cases where the researcher is legally 

obligated to report specific incidents. 

 

Voluntary Participation 

Your participation in this study is voluntary. It is up to you to decide whether or not to 

take part in this study. If you decide to take part in this study, you will be asked to sign 

this consent form. After you sign this consent form, you are still free to withdraw at any 

time and without giving a reason. If you withdraw from the study before data collection is 

completed, your data will be destroyed. 

  

Consent 
 
I have read and understand the provided information and have had the opportunity to 
ask questions. I understand that my participation is voluntary and that I am free to 
withdraw at any time, without giving a reason and without cost. I voluntarily agree to 
take part in this study.  
 
 
Participant's signature ______________________________ Date __________  
 
 
 
Investigator's signature _____________________________ Date __________ 
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Participant code: 
______________ 

KA220-VET-348D9406 

Appendix 2. Pre- & Post-Surveys Templates 
 

Pre-test 

VISION – Visualising the Future Through Training 

 
Thank you for participating in this pre-test. Your input is valuable in helping us 

understand your knowledge and perceptions regarding Virtual Reality (VR) technology, 

the kitchen and hospitality sector, and education/training overall. Please answer the 

following questions to the best of your ability and honesty. 

 

Virtual Reality Technology 

 

1. What comes to your mind when you hear the term “Virtual Reality”? 

 

 

2. Have you ever experienced Virtual Reality before? 

 

 

 

3. Do you believe Virtual Reality can be used for educational or training purposes in a 

prison setting? 

 

 

 

4. What potential benefits do you think Virtual Reality could offer for educational and 

training programmes in prison? 

 

Yes No 

Strongly 

Agree 

 

Agree Neutral 

 

Disagree Strongly 
Disagree 
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Kitchen & Hospitality Sector 

5. Do you have any specific goals or aspirations related to vocational training in the 

kitchen and hospitality sector? 

 

 

 

6. How familiar are you with the below areas of the kitchen and hospitality sector (write 

an X for each area)? 

 
Commercial 

Cooking 

Bakery and 

Pastry 

Kitchen 

Health and 

Safety 

Catering 

Assistance 

Very familiar     

Somewhat 

familiar 

    

Neutral     

Not very 

familiar 

    

Not familiar 

at all 

    

 

 

7. How interested could you be in participating in vocational training programmes 

related to the kitchen and hospitality sector? 

 

 

 

 

 

 

 

 

 

Yes No 

Very 

Interested 

 

Interested Neutral Not very 
Interested 

Not 
Interested 

at all 
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Education & Training Prospects 

We would like to know more about your thoughts and preferences regarding education 

and training opportunities in prison. Please answer each of the following items, 

considering a response scale from “Totally Disagree” to “Totally Agree”. 

Questions 
Totally 

Disagree 
Disagree 

Neither 

Agree nor 

Disagree 

Agree 
Totally 

Agree 

1. I want to make the 

most out of time while in 

prison. 

     

2. I want to get out of 

prison with better 

opportunities. 

     

3. I want to earn money 

while in prison. 

     

4. I want to find a high-

paying job later. 

     

5. I want to pursue a 

training/education that 

will prepare me for the 

career that I want. 

     

6. I want to learn about 

things that I’m interested 

in. 

     

7. I want to have a 

better salary later on. 

     

8. I want to prove to 

myself that I can 

complete an education 

and succeed.  

     

9. I want to improve 

myself and my qualities. 

     

10. I want to feel a 

person of worth, at least 

on an equal plane with 

others. 
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11. I don’t know. I can’t 

see any reason to 

participate in 

education/training 

activities. 

     

12. I want to show 

myself that I am an 

intelligent person. 

     

13. I want to earn credit 

for good behaviour.  

     

14. I want to see my 

strengths recognised by 

supervisors. 

     

15. I want to make my 

family and friends proud 

of me. 

     

16. I want to spend 

more time with other 

people. 

     

17. I just want to break 

my routine. 

     

18. I prefer studying 

over working. 

     

19. I want to spend 

more time outside the 

cell. 

     

20. I want to escape 

from the prison 

environment.  

     

 

Thank you for completing this pre-test. If you have any additional comments or thoughts, 

please feel free to share them below. 
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Post-test 

VISION – Visualising the Future Through Training 

 
Thank you for participating in this post-test. Your input is valuable in helping us 

understand your knowledge and perceptions regarding Virtual Reality (VR) technology, 

the kitchen and hospitality sector, and education/training overall. Please answer the 

following questions to the best of your ability and honesty. 

 

Virtual Reality Technology 

 

8. Do you believe Virtual Reality can be used for educational or training purposes in a 

prison setting? 

 

 

 

9. Are there any further potential benefits you think Virtual Reality could offer for 

educational and training programmes in prison after experiencing it firsthand? 

 

 

 

Kitchen & Hospitality Sector 

10. Do you have any specific goals or aspirations related to vocational training in the 

kitchen and hospitality sector? 

 

 

 

 

11. How familiar are you now with the below areas of the kitchen and hospitality sector 

(write an X for each area)? 

Strongly 

Agree 

 

Agree Neutral 

 

Disagree Strongly 
Disagree 

Yes No 
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Commercial 

Cooking 

Bakery and 

Pastry 

Kitchen 

Health and 

Safety 

Catering 

Assistance 

Very familiar     

Somewhat 

familiar 

    

Neutral     

Not very 

familiar 

    

Not familiar 

at all 

    

 

 

12. After your VR experience, how interested could you be in participating in vocational 

training programmes related to the kitchen and hospitality sector? 

 

 

 

 

Education & Training Prospects 

We would like to know if your thoughts and preferences regarding education and 

training opportunities in prison have. Please answer each of the following items, 

considering a response scale from “Totally Disagree” to “Totally Agree”. 

Questions 
Totally 

Disagree 
Disagree 

Neither 

Agree nor 

Disagree 

Agree 
Totally 

Agree 

1. I want to make the 

most out of time while in 

prison. 

     

2. I want to get out of 

prison with better 

opportunities. 

     

3. I want to earn money 

while in prison. 

     

Very 

Interested 

 

Interested Neutral Not very 
Interested 

Not 
Interested 

at all 
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4. I want to find a high-

paying job later. 

     

5. I want to pursue a 

training/education that 

will prepare me for the 

career that I want. 

     

6. I want to learn about 

things that I’m interested 

in. 

     

7. I want to have a 

better salary later on. 

     

8. I want to prove to 

myself that I can 

complete an education 

and succeed.  

     

9. I want to improve 

myself and my qualities. 

     

10. I want to feel a 

person of worth, at least 

on an equal plane with 

others. 

     

11. I don’t know. I can’t 

see any reason to 

participate in 

education/training 

activities. 

     

12. I want to show 

myself that I am an 

intelligent person. 

     

13. I want to earn credit 

for good behaviour.  

     

14. I want to see my 

strengths recognised by 

supervisors. 

     

15. I want to make my 

family and friends proud 

of me. 
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16. I want to spend 

more time with other 

people. 

     

17. I just want to break 

my routine. 

     

18. I prefer studying 

over working. 

     

19. I want to spend 

more time outside the 

cell. 

     

20. I want to escape 

from the prison 

environment.  

     

 

 

 

Thank you for completing this post-test. If you have any additional comments or thoughts, 

please feel free to share them below. For example, what elements of VR did you enjoy 

the most? 
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How to Interpret the Results of the Education & Training Prospects 

Each question is included in a specific group (called “dimensions”). Below you can find what dimension each question is included: 

 

Items Dimensions Notes 

1. I want to make the most out of time while in prison. 5 – Escapism/Amotivation  

2. I want to get out of prison with better opportunities. 2 – Expectations/Future Rewards  

3. I want to earn money while in prison. 6 – Economic Motivation  

4. I want to find a high-paying job later. 2 – Expectations/Future Rewards  

5. I want to pursue a training/education that will prepare me for the career that I want. 2 – Expectations/Future Rewards  

6. I want to learn about things that I’m interested in. 3 – Interests/Self-worth  

7. I want to have a better salary later on. 2 – Expectations/Future Rewards  

8. To prove to myself that I can complete an education and succeed.  2 – Expectations/Future Rewards  

9. To improve myself and my qualities. 3 – Interests/Self-worth  

10. To feel a person of worth, at least on an equal plane with others. 3 – Interests/Self-worth  

11. I don’t know. I can’t see any reason to participate in education/training activities. 5 – Escapism/Amotivation Inverted 

12. To show myself that I am an intelligent person. 1 – Proud/Recognition  

13. To earn credit for good behaviour.  1 – Proud/Recognition  

14. To see my strengths recognised by supervisors. 1 – Proud/Recognition  

15. To make my family and friends proud of me. 1 – Proud/Recognition  

16. I want to spend more time with other people. 4 – Avoid Routines  

17. I just want to break my routine. 4 – Avoid Routines  

18. I prefer studying over working. 6 – Economic Motivation Inverted 

19. I want to spend more time outside the cell. 4 – Avoid Routines  

20. I want to escape from the prison environment.  5 – Escapism/Amotivation  
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1. Each participant should give an answer from “Totally Disagree” to “Totally Agree”, and 

each answer is related to the following numeration: 

• Totally Disagree – 1 

• Disagree – 2  

• Neither Agree not Disagree – 3  

• Agree – 4 

• Totally Agree – 5  

 

2. Add up the results of each answer per dimension (taking into consideration that the 

question 11 and 18 are inverted21). For example: 

• Dimension 1 (Proud/Recognition): 4 + 4 + 5 + 5 = 18 

• Dimension 2 (Expectations/Future Rewards): 5 + 5 + 5 + 4 + 5 = 24 

• Dimension 3 (Interests/Self-worth): 5 + 4 + 1 = 10 

• Dimension 4 (Avoid Routines): 4 + 4 + 4 = 12 

• Dimension 5 (Escapism/Amotivation): 5 + 222 + 4 = 11 

• Dimension 6 (Economic Motivation): 5 + 423 = 9 

 

3. After adding up, the result is divided by the number of answers per dimension. For 

example: 

• Dimension 1 (Proud/Recognition): 4 + 4 + 5 + 5 = 18/424 = 4,5 

• Dimension 2 (Expectations/Future Rewards): 5 + 5 + 5 + 4 + 5 = 24/5 = 4,8 

• Dimension 3 (Interests/Self-worth): 5 + 4 + 1 = 10/3 = 3,3 

• Dimension 4 (Avoid Routines): 4 + 4 + 4 = 12/3 = 4 

• Dimension 5 (Escapism/Amotivation): 5 + 2 + 4 = 11/3 = 3,6 

• Dimension 6 (Economic Motivation): 5 + 4 = 9/2 = 4,5 

 
 
21 This means that the scale response will be inverted by the opposite scale. If the participant 
answered 1, the answer is 5; if answered 2, the answer is 4; if answered 3, the answer is 3; 
and if answered 5, the answer is 2. The reason for this inversion is related to statistical rules 
that apply to this questionnaire. 
22 Inverted scale (the original answer was 4, but it's counted as 2). 
23 Inverted scale (the original answer was 2, but it's counted as 4). 
24 It’s divided by 4, because there are 4 questions within dimension 1 (and so on for the other 
dimensions). 
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Participant code: 
______________ 

KA220-VET-348D9406 

4. After dividing, the results will indicate the average response per motivation dimension. 

This means that, on a scale of 1 to 5, for example, based on the answers above, the 

participant in the "Proud/Recognition" dimension is almost at the extremity of the scale 

5 (because the average is 4.5), which could mean that he/she has high levels in this 

dimension of motivation. The same exercise applies to the other dimensions, thus 

assessing whether the participant has low, medium or high levels of motivation per 

dimension. 
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CERTIFICATE OF PARTICIPATION 
 

The VISION Consortium certifies that 

_________________________________________________________ 

 

Has successfully completed the introductory kitchen and hospitality Virtual Reality scenarios (cooking, 

bakery and pastry, kitchen health and safety and catering assistance), as well as the required set of 

needed knowledge/skills to perform successfully within these areas. 

(Partner representative 
name and position) 

Date: __/__/____ 

Appendix 3. Certificate of Participation Template 

VISION – Visualising the Future Through Training (KA220-VET-48D9406) 
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