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Emotion—Based Dynamic Crowd Simulation
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Abstract

In this paper we present a hybrid model that enables dynamic regrouping based on
emotion in determining the behavioral pattem of crowds I order to enhance the redlity of
crowd simulation in  virtual environments such as games. Emotion determination rules are
defined and they are used for dynamic human regrouping to simulate the movement of
characters through crowds redlistically. Our experiments show more natural sinmulation of
crowd behaviors as results of this research.
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