HEAT STRESS SURVEY SHEET

HEAT STRESS SURVEY SHEET

DATE:
STATI ON TI ME DB DB B VBGT | ROUTI NE (@ | NON- ROUTI NE DRI LLS HEAVY WORK
HANG NG CURVE/LIMT| CURVE/LIMT | CURVE/LIMT | CURVE/ LIM T
BTOW
I = Il = 11 = VI =
Upper Level
(Checks) Il = I = 11 = VI =
Lower Level 11 = I = 11 = VI =
MFP WAt ch 1l = Il = 1 = VI =
Bur ner man 11 = I = 111 = VI =
Messenger (Y Il = IV = |V = VI =
Engi ner oom
Consol e Boot h I = I = 1= VIl =
2)
Throttle | = | = | = VI =
EMOW | = | = | = VI
Evapor at ors | = I = 1l = VI =
Upper Level 1 = 11 = 11 = VvVl =
Lower Level 1 = I = 111 = VI =
Messeg)ger (1) Il = 1V = 1V = VvVl =
3)
Laundry
Press Area 111 = NA = NA VI =
Driers 11 = NA = NA VI =
Scul l ery
- V = NA = NA VI =
Gl | ey
I = NA = NA VI =
Serving Line I = NA = NA VI =
OPNAV 5100/ 17 (Rev. 5-99)
NOTE: (1) Messenger stay tines should be determi ned by taking the average of all WBGT
I ndex val ues for the space not including the console booth.
NOTE: (2) Only the columm that pertains to the current watch/work situation needs to be

conpleted (e.g. all

four colums do not need to be filled in).
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