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Acceptance by coaches of immersive virtual reality for improving sport performance

Devrièse-Sence 1 , A., Chomienne 1 , L., Bossard 2 , M., Verhulst Well accepted by athletes before a first use [START_REF] Mascret | Acceptance by athletes of a virtual reality head-mounted display intended to enhance sport performance[END_REF] 0

No study specifically on coaches' acceptance sport performance [START_REF] Michalski | Using Virtual Environments to Improve Real-World Motor Skills in Sports : A Systematic Review[END_REF] No-acceptance Threat [START_REF] Düking | The Potential Usefulness of Virtual Reality Systems for Athletes : A Short SWOT Analysis[END_REF] = Virtual reality (VR) and sport Acceptance of technologies

VR training

The tendency to be more or less favourable to the use of a technology before or/and after use [START_REF] Davis | Perceived Usefulness, Perceived Ease of Use, and User Acceptance of Information Technology[END_REF] .

Perceived ease of use 

Acceptance of VR in sport

Coaches seem to have the most influence on athletes [START_REF] Rittenberg | The influence of coaching efficacy on trust and usage of technology in golf instruction[END_REF] 
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Objectives( 1 )( 3 )

 13 is supported by a French government grant managed by the Agence Nationale de la Recherche under the Programme d'Investissements d'Avenir, reference 20-STHP-0004. Test the Technology Acceptance Model with coaches to investigate their acceptance before a first use (2)Examine the coaches' level of acceptance of VR headset before a first use Compare coaches acceptance before a first use according to their level of competition

R² = .809 X 2 (

 2 120, N = 239) = 180.78 p < .001 X 2 /df = 1.51 CFI = .999 TLI = .999 RMSEA = .046 SRMR = .048 Coaches accept VR headset before a first use TAM is validated among coaches for the use of VR in sport Main results Perspectives study of acceptance before use in specific sports study of acceptance after use

Structural Equation Modeling t-test and ANOVAs
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