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ABSTRACT 

 

 

 

Fires can cause the loss of both material and victims. Another thing that 

needs to be a concern is the fire could occur due to errors that are beyond our 

control. Because of the frequent occurrence of fire, do not be surprised in every 

country must have a fire department. 

This thesis is used in applications with Adobe Flash CS3 Action Script 2.0 

programming language and supported by some other software to create an 

animation of the simulation. Simulation is something that is done to mimic the 

behavior of real systems. So the simulation is the act of using the model. Then 

designed an experiment scenario to get the simulation results are later processed 

into answers to real systems. 

These simulations can give good things for public safety in case of fire. 

Because salvation is itself a thing to be noticed by all parties if at any time there is 

a fire. 

 

Key words: fire, application support, simulation, safety 
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