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Human Motion Simulation Based on Speech Recognition Control

Abstract

Abstract: Human body motion simulation refers to real time rendering of human body and its motion in a
computer. It is a computational model to simulate the natural and physical movement of human body
under given constraints. Rendering a good human body movement can improve people's sense of
immersion and substitution when watching. It is an inevitable premise of interaction between the viewer
and the system. Based on the above theory, under the premise of using the rendering engine to ensure the
quality of human motion rendering, it is further proposed to use the speech recognition engine to identify
the viewer's password and increase the interaction between the viewer and the system. The results of
simulation experiments prove that the system is feasible.
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immersion and substitution when watching. It is an inevitable premise of interaction between the viewer
and the system. Based on the above theory, under the premise of using the rendering engine to ensure the
quality of human motion rendering, it is further proposed to use the speech recognition engine to identify
the viewer's password and increase the interaction between the viewer and the system. The results of
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