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EI FINDING

Ten people each tried the Conventional KYT and the VR KTY, with the following
results.

As for Table 1, it shows the number of responses per person: in VR, the number
of correct answers was fixed at three, while in Conventional KYT, subjects were
asked to answer as many as they could think of. Partly because of this effect,
more risk factors were found when the KYT was administered with conventional
KYT than with VR.
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As for Table 2, it compares the response time per person. we believe that the
response time for the Conventional KYT was longer than for the VR, which only
requires keystrokes, because of the time it takes to type the letters.

Tab.2 Average response time per person
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The items in Table 3 that are not highlighted in red are responses that we, the
creators, did not intend.

The fact that as many as five items were listed suggests that the game-style
KYT has a predetermined correct answer, while the conventional KYT does not
require the respondent to give the correct answer and allows more freedom of
thought.

Tab.3 Answers by people who have done Conventional KYT

Number of
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Do not wear glasses 10

People in table range of motion

Hammer about to fall

Material not secured

Cap not the right size

No one to push the emergency stop button

No one wearing work clothes
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n addition, 100% of the people in the conventional KYT were able to detect the
oresence of a worker in the area of table movement, whereas it took them
longer to do so in VR. Conversely, nearly 100% of people in VR were able to
quickly detect the hammer hazard, while only 80% of people in conventional
KYT were able to do so.

\EI INTERPRETATION AND CONCLUSION

It is necessary to make the best of both, since what Conventional KYT could
have noticed and what VR KYT could have noticed more immediately are
different from each other.
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[1] Differences in Educational Effects of Instructional Materials for Traffic Safety Hazard Prediction Training by Media Type. (2021).
Search on September 29, 2024 from.
https://scholar.google.com/scholar?hl=ja&as_sdt=0%2C5&q=%E5%8D%B1%E9%99%BA%EA4%BA%88%E7%9F%A5%E3%83%88%E3%83%
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