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360° 7MHEAl F4T QU B4 BE TAz FPAY

Comparison of experience recognition in 360° virtual reality

videos and common videos

Eun—Kyung Jung' - Ji-Yeon Jung®
'Department of Emergency Medical Service, Honam University

“Department of Emergency Medical Service, Howon University

=Abstract =

Purpose: This study simulates cardiac arrest situations in 360° virtual reality video clips and

general video clips, and compares the correlations between educational media and experience
recognition,

Methods: Experimental research was carried out on a random control group (n=32) and
experimental group (n=32) on March 20, 2019,

Results: The groups where participants were trained with the 360° virtual reality video clips and
a higher score of experience recognition (p=.047) than the group where participants were trained
with the general video clips. Moreover, the subfactors of experience recognition including the
sense of presence and vividness (p=.05), immersion (p{ 05). experience (p<{ 01), fantasy factor
(p€.05). and content satisfaction (p{.05) were positively correlated.,

Conclusion: Enhancing vividness and the sense of presence when developing virtual reality videos
recorded with a 360° camera is thought to enable experience recognition without any direct

interaction,
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‘ Assessed for eligibility (N= 65) ‘

Randomized controlled trial (N= 65)

T

Intervention group(N=33)
- 360° Virtual reality videos

Absence
N=1

Control group(N=32)

- Common videos

‘ Experience recognition test ‘

‘Data collection and analysis(N:M)‘

Fig. 1. Flow sheet of the study.
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Table 1. General characteristics of subjects

) gk 2%,

7Fetsict. A9 *ﬂ =5 —E'rﬁ,ﬁ}ﬂ -?—]6‘]—01]
Cronbach’s alphaZ® 4%t Ay} FFIA
0.886°]31ct,

, 25.0 for Windows
(SPSS Inc. Chicago, Illinois, USA)E ©]&3

‘21‘:}. o‘ﬂiﬂ 54 24 e QPH“—‘%‘%, Hat it

Control group
(N=32)

Intervention group
(N=32)

Characteristics
N(%) or mean+SD N(%) or mean+SD
Age 22.69+1.82 22.88+1.79
Male 20(52.5%) 20(52.5%)
Gender
Female 12(37.5%) 12(37.5%)
Grade 2 14(43.8%) 15(46.9%)
Grade Grade 3 13(40.6%) 16(50,0%)
Grade 4 5(15.6%) 1( 1.6%)
Lecture 1( 3.1%) 4(12.5%)
Video 7(21.9%) 10(31.3%)
Preference for teaching method
Simulation 20(62.5%) 13(40.6%)
Virtual reality 4(12.5%) 5(15.6%)
Yes. 0(0.0%) 0(0.0%)
Past VR experience
No. 32(100. 0%) 32(100.0%)

VR : Virtual reality
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.292
1999
.590

Experience recognition
(mean+SD)
3.97+0.52
3.84£0.39
3.85+£0.08
3.97+0.09
4.01+0.25
3.96+0.11
3.92x0.12
3.92+0.09
3.91+£0.10

Male

Female

Grade 2
Grade 3
Grade 4
Lecture

Video
Simulation
Virtual reality

Variables
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Preferred teaching method

Gender
Grade

Table 2. Comparison of experience recognition according to general characteristics
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Table 3. Comparison of experience recognition in intervention and control group (N=64)
Intervention group Control group
Variables (N=32) (N=32) )
(mean +SD) (mean+SD)

Experience recognition 4.04+0.49 3.80+0.45 .047
Presence 3.64+0.71 3.17+0.50 .004
Vividness 4.04+0.66 3.77+0.67 105
Flow 4,03+0.64 3.72+0.61 .061
Experience 4.28+0.72 4.06+0.71 230
Fantastic factor 3.91£1.02 3.28+0.99 .016
Challenging factor 4,20+0.59 3.90£0.58 .049
Contents satisfaction 4,40+0.49 4.15+0.62 .080
Simulator sickness 2.04+0.91 1.78+0.94 .267

Table 4. Correlation of experience recognition in intervention group (N=64)
Presence Vividness Flow Experience F‘afw‘.ralztas:ic Ch?;i?f:ng sega(i):i'fcItl:ic(s)n Ssiircnkullla;:;r

Presence 1

Vividness 716" 1

Flow 774 757 1

Experience 443" 641”3017 1

pantastic 5227 19" 17 338 1

?ﬁgfngmg 528" 6737 459" 5797 614" 1

S;S ;?:Cttsl on 574" 7417 670™ 601" 5257 720" 1

Simulator - 129 028 101 ~.099 027 - 184 -.045 1
“p< .05, T pC 01

o FEAT B (r=.443, p=.011), 4 84 5 [XFO| AEQIAlo Akmtaty|

(=522, p=.002). =dH 886=528, gael  Aucldel  guwdel  Fus
p=.002), TH= W= (r=574, p=.001)l= (Table 59+ Zch oMbl EojAbo @ Qe oLoj
ofRt Fof JHEAE EAirh A Az YATHr=407. p=.021), 29

(r=.444, p=.011), B4 2 4(r=477, p=.006)
L Rold ol JUVAS By

The Korean Journal of Emergency Medical Services Vol, 23(3)



151
(N=64)

sickness

Simulator

—-.139

satisfaction

740"
-.270

factor

challenging Contents
tod diAdALe] E2Hm—YPAS; modified

o

406"
317"
137
H
Yale Preoperative Anxiety Scale)S ZA4AAlF

Fantastic
factor
ou O

ke

156
408"

513"
-.391"

498"
-1m

Flow Experience
4537

530"
578"

6397

.266
7307
748%™
713™
-.085

407"
444"
7
AT
256
159
158

Presence Vividness

01

Table 5. Correlation of experience recognition in control group
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