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Abstract; This paper compared three types of parallel architecture of crowd simulation such as multi-core CPU based architec-
ture, GPU based architecture and distributed system architecture, and proposed a mixed structure architecture. It summed up
multiple algorithms on task partition under parallel environment such as partition by space region or partition by agents. It ana-
lyzed performance evaluation methods of parallel crowd simulation. Finally, it summarized the key points and direction of using

parallel computing method for crowd simulation.
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