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Development and validation of gaming to enhance resilient safe behavior in
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We developed an online experiment to compare the effects of "prevention
focus™, which aims to avoid negative outcomes, and "promotion focus" which aims to achieve positive
outcomes, on problem-solving. The result of the experiment suggested that in situations where it is
difficult to solve the situation by following prescribed procedures, thinking and working
autonomously daily can increase the potential for the front-line workers to cope with disturbances,
rather than just teaching them manuals and how to follow the procedures. In the second half of the

research period, we worked with airline safety staff to develop a training program to increase the
resilience of flight crews in emergencies.
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