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ABSTRACT

Producing high density crowd simulation is time-consuming task as increasing the
number of individuals in the crowds. In this paper, we propose a new control technique
that can create realistic high density crowd simulation by using Smoothed Particle
Hydrodynamics (SPH) method from fluid simulation field. Equations in SPH method are

modified for evacuation,

individual behaviors in the crowds.

distance maintenance,

and group maintenance forces for

Experimental results showed that the proposed

system could enable natural high density crowd simulation efficiently.
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