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Abstract

The aggregate or crowded motion is of a great interest to a large number of animators.
Simulation of such complex motion, however, is difficult if we specify code of conduct to each
Actor. Moreover, when such approach is adopted, the behavior of each Actor, i.e., what action
does it take next, where does it go next, and so on, is almost impossible to cast, not only for
system designers, but also for animators.

In this paper we discuss some techniques for handling such motions intuitively based on
dynamic method. This techniques, which originally come from the particle systems and ASAS,
take account of shape modeling of obstacles and modeling of Actor’s behaviors at the same
time. These methods will be of great help for system designers and animators making crowd

animation.
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