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[Abstract]

In this study, we intend to conduct a study in which various media contents seen around us can detect interactions using the user's
movements in space, and allow users to participate and create together. It is intended to develop an interaction system by detecting complex
and various motions, rather than simple recognition, with a non-contact method that recognizes without contacting away from the existing
analog-type contact input tools. It consists of a structure that the motion sensor finds the user's movement and analyzes the behavior pattern,
and the 3D character reacts according to the pattern to lead the story. To this end, we analyze and test various sensors, analyze the
information using the optimized sensor, and then link it with the movement of the 3D character. Intuitive and robust interaction work is

performed in the space using the results derived from these works.
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