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Artificial Intelligence Immersion Enhancement Technology using
Human Emotion Information and Body Information in the
Coexistence Space of Virtual and Reality
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Abstract

We propose an artificial intelligence immersion enhancement technology using dynamically changing context
information to provide customized services in an loT-based smart environment. To verify this, the user's face
detection and hand and finger movement information in 3D space are detected using the KNN technique, and the
detected information is used to interact with the virtual space object. In this process, the user's content immersion
and satisfaction level is detected using artificial intelligence techniques to detect the emotional information displayed
on the user's face, and at the same time, it analyzes eye blinking and yawning information to create reliable
situational information. And provide customized services based on the user's emotions and physical conditions. As a
result of the proposed algorithm experiment it was possible to confirm the meaningful performance of Al-based
immersion enhancement technology through analysis of body changes such as blinking eyes and yawning as well as
sensitive emotional recognition of users. The proposed method can be used as a basic data to create a technology
that can better understand people.
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