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Abstract

With the rapid development of VR technology, there is an endless stream of relevant game appli-
cations, and hardware such as VR headset gamepad has also made full progress. The purpose of
this paper is to start with human-computer interaction and propose the method of action recogni-
tion. When the user makes different actions, the virtual character can take corresponding actions
according to the user’s actions, so as to achieve a high degree of interaction between the user and
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the animated image. In terms of the design of the virtual image, we use VRoidStudio to design the
model and export the model. We innovatively use motion capture to add bone data to 3D models,
realize 3D animation generation, and use motion recognition technology to enrich the experience
of VR device users.
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Figure 1. Android configuration
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Figure 2. XR Plugin Management page
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Figure 3. Android system connection identification
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Figure 4. Gamepad interaction test
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Figure 5. Configuration image
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Figure 6. Avatar model
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Figure 7. Motion capture-1
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Figure 8. Motion capture-2
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Figure 10. Display of action recognition results
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Figure 11. The model acts accordingly
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Figure 12. Time segment network structure diagram
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Figure 13. SlowFast two-flow model
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Figure 14. System structure diagram
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