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ABSTRACT

The development of computer graphics leads to high value-added products, such as film,
game contents, 3D animation. In realistic animation, it is impossible and inefficient to produce
the movement of each objects as handwork to display the various behaviors of a lot of
characters. So we need the techniques of the crowd animation which presents the movement of
objects realistically and efficiently by calculating automatically.

In this paper, we designed a modeler which generates the attitudes of objects in crowd
behavior animation using information of 3D models. We developed an animation system for
crowd behavior which was applied for animation, VR, or games.
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