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ABSTRACT

Objectives: This study was conducted to verify the effectiveness of the VR-applied head and neck anatomy class and to be used
as basic data for the development of a teaching method using VR in the basic dental hygiene field. Methods: A convenience
sample was extracted from 128 students and graduates who completed the head and neck anatomy class at the department
of dental hygiene at a university in Gwangju. From June 1 to July 31, 2021, an online survey was conducted on class attitude
and satisfaction, and statistical analysis was performed using frequency analysis and independent sample t-test. Results: Class
attitude (3.79), interest (3.64), attention (3.88), learning motivation (3.80), and achievement motivation (3.84) were all high
in the head and neck anatomy VR application group (p<0.01). Satisfaction (3.99), relevance of class content (4.06) and class
achievement (3.96) were high in the head and neck anatomy VR application group (p<0.01). The suitability of class attitude
(3.65) and class content (sub-item of class satisfaction) (4.13) was high in the group with the 4th industrial revolution education
experience (p<0.05). Conclusions: The effect of VR application in the head and neck anatomy class was confirmed to increase
students’ class attitude and satisfaction. In the basic dental hygiene curriculum, it will be necessary to develop and utilize
teaching methods related to the 4th industrial revolution and VR application classes.
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Table 1. The general characteristics of the subjects (N=128)
Characteristics Division N %
Grade 1st 19 14.8
2nd 28 219
3rd 30 234
4th 35 27.3
Graduate 16 12.5
VR application experience in head and neck anatomy class Yes 65 50.8
No 63 49.2
VR gaming experience Yes 69 53.9
No 59 46.1
The need for VR - applied head and neck anatomy practice class Yes 116 90.6
No 12 9.4
Appropriate class hours per week in VR - applied head and neck anatomy class 2 hours 89 69.5
3 hours 34 26.6
More than 4 hours 5 3.9
4th industrial revolution education experience Yes 9 77.3
No 29 22.7
Total 128 100.0
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Table 2. Class attitude and class satisfaction according to VR application class experience of head and neck anatomy
Unit : Mean£SD

VR application class experience of head and neck anatomy

Characteristics Sub - items Yes No tp
Class attitude 3.79 = 0.51 3.50 = 0.54 3.050 (0.003)
Interest 3.64 = 0.62 3.37 2072 2.271 (0.025)
Attention 3.88 = 0.58 3.66 = 0.63 2.102 (0.038)
Motivation to learn 3.80 £ 0.63 343 £ 0.64 3.196 (0.002)
Achievement motivation 3.84 = 0.60 3.53 = 0.64 2.733 (0.007)
Class satisfaction 3.99 £ 0.56 3.72 = 0.70 2.454 (0.015)
Satisfaction 3.97 = 0.63 3.68 =0.73 1.001 (0.319)
Relevance of class content 4.06 + 0.56 3.82 £ 0.75 2.070 (0.040)
Class achievement 3.96 £ 0.60 3.68 £ 0.73 2.406 (0.018)
‘by t-test
Table 3. Class attitude and class satisfaction according to VR gaming experience Unit : Mean=£SD
Characteristics ~ Sub - items VR gaming experience t(p)
Yes No
Class attitude 3.86 = 0.59 3.70 = 0.40 1.264 (0.211)
Interest 3.78 £ 0.67 3.48 £0.53 1.980 (0.052)
Attention 3.87 = 0.69 3.90 = 0.43 -0.182 (0.856)
Motivation to learn 3.86 +0.73 3.72 £ 0.50 0.901 (0.371)
Achievement motivation 3.94 + 0.65 3.72 +0.52 1.530 (0.131)
Class satisfaction 4.07 +0.62 3.91 + 0.48 1.146 (0.256)
Satisfaction 4.06 = 0.67 3.87 = 0.57 1.207 (0.232)
Relevance of class content 411 + 0.64 4.00 + 0.45 0.771 (0.444)
Class achievement 4.05 £ 0.64 3.87 £ 0.54 1.198 (0.236)

‘by t-test
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Table 4. Class attitude and class satisfaction according to 4th industrial revolution education experience Unit:Mean®SD
Characteristics  Sub - items 4th industrial revolution education experience t(p)
Yes No

Class attitude 3.65 = 0.51 3.17 £ 047 3.434 (0.001)
Interest 3.68 = 0.64 348 £ 0.52 0.928 (0.357)
Attention 3.89 £ 0.60 3.86 £ 0.45 1.153 (0.879)
Motivation to learn 3.82 +0.64 3.65 + 0.57 0.806 (0.423)
Achievement motivation 3.88 = 0.59 3.64 = 0.68 1.154 (0.253)

Class satisfaction 4.04 = 0.57 3.72 = 0.46 1.658 (0.102)
Satisfaction 4.01 + 0.62 3.75 = 0.67 1.239 (0.220)
Relevance of class content 4.13 £ 0.56 3.67 = 042 2.469 (0.016)
Class achievement 4.00 + 0.61 3.75 + 0.51 1.248 (0.217)

‘by t-test
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