
• Hearing and proprioception were the 
senses most significant to the immersive 
experience according to users.

• 50% of  users experienced immersive 
sensory experience as expected by the 
creators.

• 30% of  users did not understand the 
objectives targeted within the game, as well 
as what they were supposed to "feel”, at a 
sensory level, according to the creators of  
the PRISON BOSS VR universe.

Game produced by the 

company TREBUCHET:

• The objective is to escape 

from your cell by 

manufacturing illicit 

equipment.

• The guards circulate 

between the cells to 

surveil prisoners.
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