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Interactive Content to improve Awareness of Abandoned Dogs

Based on Extended Reality
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Abstract

As modern people's living standards improved and conscious growth took place, the number of
households raising pets increased as the companion animal culture spread. However, due to the difficulties
of raising animals, there were many households that could not raise them responsibly to the end, which led
to an increase in abandoned animals. This paper aims to develop interactive content consisting of three
stages of programs to promote adoption of abandoned dogs and improve negative social awareness of
abandoned dogs. The first program is a quiz program using a smart pad that informs the status and
information of abandoned dogs. The second program is a 2D jump game using a dog figure and a PC,
which informs users of what they need to raise animals and adopts a virtual dog. The third program is a
program using HoloLens 2, which interacts with virtual dogs augmented in reality. While experiencing
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extended reality content, users can clearly recognize the problem of abandoned dogs, the situation they are
in, and the adoption of abandoned dogs, know about the necessary items and mindset when raising an

animal, and feel a bond with animals virtually.

Interactive Content to improve Awareness of Abandoned Dogs Based on Extended Reality
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[Fig. 8] Exhibition of Interactive Content to improve Awareness of Abandoned Dogs
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