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The Motion Control with Combination of the Controllability
and Autonomy for the Crowd Animation

YAO Wei, LIU Hui-yi, SHEN Yun-fang
(Computer &. Information College, Hohai University, Nanjing 210098, China)

Abstract: This paper proposes a method which combines the controllability and autonomy of the motion control for
the crowd animation, This method uses the global path planning to find a best path for the autonomous motion of the
group, and complete the controllability by changing the motion curve which the group move on, and it uses the vec-
tor field of the guide sub-vector and the range keeping sub-vector, and their superposition with the attraction/repul-
sion sub-vector of the individuals to complete the individuals motion, achieves the real-time interaction by changing

the consistency sub-vector. The experiment result shows that this method simulates the autonomous motion really,

and fulfills the requirement of the real-time interaction control, has a good controllability.
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