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Augmentation of Simulated Experience through ICT-based Evacuation Drill and its
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In this study, we developed evacuation training systems based on ICT such as
VR (Virtual Reality)/AR (Augmented Reality) and mobile devices and then applied the systems
primarily to school disaster education. We have obtained the following research outcomes: (1)
Developing a mobile application for hybrid indoor-outdoor evacuation training, including an AR
function for expressing disaster situations; (2) Constructing a cyclic evacuation training model,
practicing the evacuation training in an elementary school, and analyzing its training effects; (3)
Developing VR-based disaster simulation and evacuation training systems, analyzing participant
evacuation behaviors, and extending the systems to evacuation training in Metaverse; (4) Analyzing
disaster education practices through observing and discussing ICT-based evacuation training in
advanced schools in disaster education.
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