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Abstract

Quaternion interpolation method was proposed to present the rotation movements of virtual hu-
man, which can void the waste of time and space caused by the tedious calculations of matrix and
the gimbal lock caused by the Euler angles. After the analysis and research on the walking, run-
ning, boxing of human beings, the movement framework of virtual human was established and the
movements were simulated in the Visual Studio 2013 installed with OpenGL. The experimental
results show that quaternion interpolation method can stimulate the movements of virtual human
smoothly and the movement framework of virtual human is feasible.
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Figure 1. Connection diagram of joints and bones
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Figure 2. Walking of virtual human
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Figure 3. Jumping of virtual human
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Figure 4. Boxing of virtual human
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51 human

Figure 5. Greeting of virtual human
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