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In virtual environments, such as computer game and animation, we need to enhance
naturalness of crowd simulation. So, we propose a method to generate dynamically moving
crowd patterns by applying emotional factors to the individual characters of a crowd in the
determination of their behavior. The proposed method mimics human behavior and controls each
character in a group to decide its own path according to its individual status. And it is able
to generate various moving patterns as a result of letting the individuals go to another group
depending upon their conditions. In this paper, some temperament and feeling factors are
defined and determination rules for calculating the emotional status are also proposed. Moreover
we use a fuzzy theory for accurate representation of the ambiguous expressions such as feeling
bad, feeling good and so on. Our experiments show that the suggested method can simulate
virtual crowd in more natural and diverse ways.
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