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FreeWalk/Q: Virtual City Simulator for Evacuation Training
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Abstract: To conduct virtual group trainings (e.g. evacuation training), we need a group behavior simulation

in which users can be involved. Since conventional crowd simulations are useful for analyzing crowd

behaviors but unusable for group trainings, we developed a virtual city simulator “FreeWalk/Q”. FreeWalk is a

platform where users and software agents can share the same group behavior, the same interaction model, and

the same behavioral capability. O is a language to describe agents’ behavioral rules that define their external

roles instead of their internal mechanisms. We used FreeWalk/Q for learning evacuation methods.
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(scenel
((?0observe :name Exit :state Open)
(Yapproach :to Follower)
(Ispeak :to Follower :sentence "Follow me™)
(go scene2)))
(scene2
((?position
(turn :to
((?position

:name Follower :distance Far)
Follower) (go scene2))

:name Follower :distance Near)
('walk :to Exit) (go scene2))

((?position :name Follower :at Exit)

(go scened)))
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