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SMART Objective: Self-acquisition of skills in active fire protection for the goods and people safety
Even if we hope for the best, we should plan for the worst !!!
What? Improving the quality of fire safety training to foster well-preparedness
Why? Irreplaceable material and human damages caused by fire hazards lead to very huge costs

How? Regular monitoring of current technological developments for training, in conformity with International fire safety regulatory frameworks
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| RESULTS [

- Kolmogorov-Smirnov & Shapiro-Wilk tests showed that across all measured
variables only SUS data was normally distributed ;

- Within group pairwise comparison in the AR sample: Wilcoxon signed-rank test;

- Between group pairwise comparison across the 3 samples: Mann-Withney u test;

- Asignificance level of 0,05 was assumed to derive the p-value ;
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Hardware devices (1) and distribution proportion (2) of AR training usage in literature before 2021 [1]
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CONCLUSION

- Correct and timely actions are critical factors in reducing fire outbreak’s |mpact
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