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An immersive interaction system that can manipulate the virtual object intuitively by
integrating verbal and non-verbal information
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In collaborative work in virtual space, to handle virtual objects you need to manipulate both the entities and
concepts. In order to perform two types of operations at the same time, it is required to use some input device. In
this paper, we propose a unified interface to be resolved easily by integrating verbal and non-verbal information.
It was confirmed that the operations can be resolved by using the prototype system, to change the position and

size of the virtual object.
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