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Currently, crowd simulation researches are based on single-format behavior animation.
This type of simulation creates the fixed-pattern animation which looks unnatural. Furthermore,
most researches have to pre-compute the global path to save the processing time of the
simulation. Thus, the single-format behavior is not flexible enough to simulate the dynamic
environment. This thesis proposes crowd simulation with automatic path construction using
individual-knowledge-merge method. The ideal is to let each agent unit construct it own local
path. Therefore, the proposed method is flexible for any environment and with the efficiency
comparable to the global path method. The crowd behavior is computed based on Navier-Stokes
equation, the equation used in computational fluid dynamics, using smoothed particle
hydrodynamics technique. The result simulation can animates crowd with unfixed-pattern. This
thesis also applies crowd simulation with specific environments such as crowd forming lane in
narrow area, crowd separating lane in wide area, collision avoidance of the crowd and crowd

escaping from unknown area. The simulation performs naturally and efficiently.





