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Experiment 2: In original space design, 10 times flowin-value (closest to the actual accident), we imitated
the density distribution in only the upwards flow case,
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4. Simulation analysis and results

rules，including: 6 basic
behavior rules, 8 slowdown rules, 4 avoidance rules, 3 high density flow rules, 1
pattern cognition rule and 14 wall avoidance rules. In the
route choice, agents move to the destination exits
following shortest path rule. When the destination is not
directly visible, a waypoint was set as a temporary

From the results, we: (1) Roughly analyzed the causes
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