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A Study on Training System for Fire Prevention
based on Virtual Reality
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Abstract

According to the National Statistical Office, the number of fires was the 42,135 items in 2014, it
has increased reviews 1203 compare with 2013 .

In addition, the sum of the property damage 2,560 billion, injured number 1,599 people, it was
announced in deaths number 263 people.

Although Korea government have announced many fire manuals for fire prevention, the reason
that many of the wounded and the dead occurred is

in just only head simply from manual .

because people have recognized fire riskiness

In this paper, the simulation system for prevention of fire
based virtual reality is proposed to solve this problems .

The people who trained by proposed

system can recognize and realize fire riskiness more than fire writing manuals.
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(Figure 2) Unity Engine
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(Figure 3) 4D Fire Prevention Training System
based on Virtual Reality
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(Figure 4) Unity System Structure
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(Figure 7) Method of how to Use Fire
Extinguisher
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(Figure 10) Screen of Escape Failure
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