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Abstract
Sharply increasing knowledge and information and the development of Information Communication Technology (ICT) have given rise to a new type of learning, Especially, Virtual Reality (VR), based on 3D video, is perceived as a noteworthy learning medium in that it promotes interest and immersion in learning by providing realistic information and with sensory immersion characteristic of the medium, which exerts significant influence on achievement in and satisfaction with learning.
VR, characterized by 3D spatiality, immersion, real-time interaction etc., refers to the technology that provides the user with information which does not exist in reality and lets the user experience vividly situations which are not experienced in the real world through the interaction that taps into the senses in the computer-created virtual space. Experiential Safety Hall, in particular, should find great effectiveness through the employment of such virtual reality, as it includes the temporo-spatial concept for such situations as are hard to explain with 2D data or text and so cannot be directly observed. 
Activities in Experiential Safety Hall which proceed with such VR experiences help effective realization of educational learning, in that learning naturally implements itself while audience-led observation and manipulation lead to immersion in learning, interest, and satisfaction.
The study is designed to identify the influences that virtual reality exercises on educational effectiveness and return visitors in Experiential Safety Hall activities and present directions for future operation by tapping into the characteristics of VR based on an empirical data analysis.
Introduction in Chapter 1 presents the background and purpose of the study and describes the scope, method, and flow chart of the research.
With the understanding that the discussion of the activities in Experiential Safety Hall, the concept and characteristic sof VR and their application in education could lead to immersion and interest in education and satisfaction with it and thereby result in return visitors, Theoretical Literature Review in Chapter 2 reviews earlier studies related to the components. Also, the chapter surveys actual content in Experiential Safety Hall and examines the earlier studies on the definition and importance of experiential safety education.
Research Method of Chapter 3 establishes the study model and hypothesis for an empirical study, provides operational definitions of any experience of VR, preferred type of experiential hall activities in accordance with classification of experiential safety content by type, which are the subfactors of Experiential Safety Hall activities, of immersion and interest in learning and satisfaction with it as the subfactors of educational effectiveness, and of the variables of the intention to return as visitors and the intention to recommend as subfactors of return visitors, and then presents the composition of the questionnaire, the composition of the measuring tool, and statistical analysis method.
Empirical Analysis and Hypothesis Testing in Chapter 4 proceeds with an empirical analysis based on the responses to a questionnaire, which is a measuring tool serving the research method. The study was performed with a survey using a self-administered questionnaire. For hypothesis testing, the study performed frequency analysis, reliability test, independent sample t-test, one-way ANOVA, and Scheffe’s test, and calculated mean and standard deviation to identify descriptive statistics. Besides, the study analyzed the hypothesis testing with correlation analysis and regression analysis. The analysis ended up rejecting 6 out of all 33 hypotheses while accepting 27 of them.
Conclusion in Chapter 5 summarizes the discussions, implications, and limitations of the study and then makes suggestions for further studies.
Based on the results of the empirical analysis, what the study wants to suggest can be summarized as follows.
First, considering that most of the hypotheses about the influences that virtual reality exercises on educational effectiveness in Experiential Safety Hall activities, VR content needs to be propagated through its diversification with a view to boosting its educational effectiveness with respect to safety.
Second, the analysis of the intention to return as visitors and the intention to recommend with a view to audience’s return to activities in Experiential Safety Hall shows that as the activities in Experiential Safety Hall, the number of visits, any experience of VR, and return to preferred activities did not exert significant influence, whereas past experience of VR was not significant. Specifically, the presence of past experience of VR showed greater influence than its lack, and immersion VR as active experience registered greater influence on return as visitors. This analytical result verifies that those visitors who experienced VR through the activities at Experiential Safety Hall continued to recommend Experiential Safety Hall and return to it. It is my understanding that organizing and acquiring diverse VR content helps visitors’ return to Experiential Safety Hall.
Third, the analysis of the influences on educational effectiveness and visitors’ return, which are major characteristics of Experiential Safety Hall activities, shows that educational effectiveness exerts a significant positive influence on visitors’ return. To check the influence of subfactors, immersion and interest in learning and satisfaction with it all exerted significant positive influence on visitors’ return as well as its subfactors of the intention to return and the intention to recommend. Accordingly, it has been demonstrated that greater educational effectiveness increases the possibility for visitors’ return.
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I. Introduction
Sharply increasing knowledge and information and the development of Information Communication Technology (ICT) have given rise to a new type of learning, Especially, Virtual Reality (VR), based on 3D video, is perceived as a noteworthy learning medium in that it promotes interest and immersion in learning by providing realistic information and with sensory immersion characteristic of the medium, which exerts significant influence on achievement in and satisfaction with learning.
II. Paradigm
VR, characterized by 3D spatiality, immersion, real-time interaction etc., refers to the technology that provides the user with information which does not exist in reality and lets the user experience vividly situations which are not experienced in the real world through the interaction that taps into the senses in the computer-created virtual space. Experiential Safety Hall, in particular, should find great effectiveness through the employment of such virtual reality, as it includes the temporo-spatial concept for such situations as are hard to explain with 2D data or text and so cannot be directly observed. 
Activities in Experiential Safety Hall which proceed with such VR experiences help effective realization of educational learning, in that learning naturally implements itself while audience-led observation and manipulation lead to immersion in learning, interest, and satisfaction.
III. Design Program
The study is designed to identify the influences that virtual reality exercises on educational effectiveness and return visitors in Experiential Safety Hall activities and present directions for future operation by tapping into the characteristics of VR based on an empirical data analysis.
Introduction in Chapter 1 presents the background and purpose of the study and describes the scope, method, and flow chart of the research.
With the understanding that the discussion of the activities in Experiential Safety Hall, the concept and characteristic sof VR and their application in education could lead to immersion and interest in education and satisfaction with it and thereby result in return visitors, Theoretical Literature Review in Chapter 2 reviews earlier studies related to the components. Also, the chapter surveys actual content in Experiential Safety Hall and examines the earlier studies on the definition and importance of experiential safety education.
IV. Modeling Program 

Research Method of Chapter 3 establishes the study model and hypothesis for an empirical study, provides operational definitions of any experience of VR, preferred type of experiential hall activities in accordance with classification of experiential safety content by type, which are the subfactors of Experiential Safety Hall activities, of immersion and interest in learning and satisfaction with it as the subfactors of educational effectiveness, and of the variables of the intention to return as visitors and the intention to recommend as subfactors of return visitors, and then presents the composition of the questionnaire, the composition of the measuring tool, and statistical analysis method.
Empirical Analysis and Hypothesis Testing in Chapter 4 proceeds with an empirical analysis based on the responses to a questionnaire, which is a measuring tool serving the research method. The study was performed with a survey using a self-administered questionnaire. For hypothesis testing, the study performed frequency analysis, reliability test, independent sample t-test, one-way ANOVA, and Scheffe’s test, and calculated mean and standard deviation to identify descriptive statistics. Besides, the study analyzed the hypothesis testing with correlation analysis and regression analysis. The analysis ended up rejecting 6 out of all 33 hypotheses while accepting 27 of them.
Conclusion in Chapter 5 summarizes the discussions, implications, and limitations of the study and then makes suggestions for further studies.
V. Conclusion

Based on the results of the empirical analysis, what the study wants to suggest can be summarized as follows.
First, considering that most of the hypotheses about the influences that virtual reality exercises on educational effectiveness in Experiential Safety Hall activities, VR content needs to be propagated through its diversification with a view to boosting its educational effectiveness with respect to safety.
Second, the analysis of the intention to return as visitors and the intention to recommend with a view to audience’s return to activities in Experiential Safety Hall shows that as the activities in Experiential Safety Hall, the number of visits, any experience of VR, and return to preferred activities did not exert significant influence, whereas past experience of VR was not significant. Specifically, the presence of past experience of VR showed greater influence than its lack, and immersion VR as active experience registered greater influence on return as visitors. This analytical result verifies that those visitors who experienced VR through the activities at Experiential Safety Hall continued to recommend Experiential Safety Hall and return to it. It is my understanding that organizing and acquiring diverse VR content helps visitors’ return to Experiential Safety Hall.
Third, the analysis of the influences on educational effectiveness and visitors’ return, which are major characteristics of Experiential Safety Hall activities, shows that educational effectiveness exerts a significant positive influence on visitors’ return. To check the influence of subfactors, immersion and interest in learning and satisfaction with it all exerted significant positive influence on visitors’ return as well as its subfactors of the intention to return and the intention to recommend. Accordingly, it has been demonstrated that greater educational effectiveness increases the possibility for visitors’ return.
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