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which permits any non-commercial use, sharing, distribution and 
reproduction in any medium or format, as long as you give appropri-
ate credit to the original author(s) and the source, provide a link to the 
Creative Commons licence, and indicate if you modified the licensed 
material. You do not have permission under this licence to share 
adapted material derived from this article or parts of it. The images or 
other third party material in this article are included in the article’s Cre-
ative Commons licence, unless indicated otherwise in a credit line to 
the material. If material is not included in the article’s Creative Com-
mons licence and your intended use is not permitted by statutory regu-
lation or exceeds the permitted use, you will need to obtain permission 
directly from the copyright holder. To view a copy of this licence, visit ​
h​t​t​p​:​​​/​​/​c​r​e​a​t​i​​v​e​c​​o​m​m​o​​n​​s​.​​o​r​​​g​/​l​​i​c​e​​n​s​​e​​s​/​​​b​y​​-​n​c​​-​​n​d​/​4​.​0​/.

Publisher’s note  Springer Nature remains neutral with regard to juris-
dictional claims in published maps and institutional affiliations.

Correction to: Virtual Reality (2025) 29:49 ​​h​t​t​p​​s​:​/​​/​d​o​i​​.​o​​
r​g​/​​1​0​.​1​​0​0​7​​/​s​1​​0​0​5​5​-​0​2​5​-​0​1​1​2​9​-​w​

In the Original Publication, the first name and last name 
of first and fourth author was incorrectly published. The 
names should have appeared as follows:
First name: Bosman
Second name: Isak de Villiers
First name: Buruk
Second name: Oğuz ‘Oz’
This has been corrected in the original publication.”

Open Access   This article is licensed under a Creative Commons 
Attribution-NonCommercial-NoDerivatives 4.0 International License, 
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