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Abstract

In this paper, we implemented cyber character that can do speech recognition, speech synthesis,
Motion tracking and 3D animation.

For speech recognition, we used Discrete-HMM algorithm with K-means 128 level vector
quantization and MFCC feature vector. For speech synthesis, we used demi-syllables TD-PSQOLA
algorithm. For PC bhased Motion tracking, we present Fast Optical Flow like Method. And for
animating 3D model, we used vertex interpolation with Direct3D retained mode.

Finally, we implemented cyber character integrated above systems, which game caleulating by
the multiplication table with user and the cyber character always look at user using of Motion
tracking system.
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