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ABSTRACT

The fast-growing pet industry is expanding its reach to digital content for dogs. In
this regard, the study aims to present game elements applicable to pet content, taking
into account the sensory characteristics of dogs: visual, auditory, and olfactory. To this
end, attendance and rules were drawn as factors to induce continuous use of content by
pet owners, and intimacy and compensation were derived as game elements so that dogs
could get positive responses by feeling fun and interesting through content. Through this
study, we expect to revitalize the newly evolving dog content industry.
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[Table 1] Gamification Element
(Kwon and Woo, 2013)
Element Feature
Depending on their
. achievements, players gain
Point . .
points which can be
exchanged for certain reward
Managing process has its
Manage
I own fgn factgr, fuch as
Farmville”.
The Badge is used for
developing the player’s
Badge |. . .
identity. as used in the Boy
Scouts or the Girl Scouts
Players can check on their
Manage .
. ranking through the Leader
bl Leader | Board. The top ranker, the
HEIEEs Board player his/herself, or all
participants are shown on
the board
Rule for cooperation,
contest/match system,
Communi| commentary system and
ty contents—sharing system are
included in the Community
factor
Practical rewards induce
Reward | active participation of the
players
The Competition system
Competiti enhances immersion,
Implem on provoking the competitive
entation spirit
g Carrying Various missions grant
Aspects . .
out various ways to interest the
missions players

The way of adjusting the

level of difficulty, or the

way of assessing players’
level

Time limit builds up the

atmosphere of tension and

Level

Time
limit .
enhances interests.
Customizing the player’s
own character enhances

Character
customizi
ng

Self-
express
ive
Aspects

immersion in terms of
self-expression
Players expand their

possibility of self-expression
Item . .
through various items

obtained in game
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Game Content-applied game
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[Table 3] Gamification Contents Analysis

Game | Content-applied game
Content .
Element element analysis
The effect of immersion
Fun through fun during alone
1 |Dog TV ’ ti is t li th
g hed me 15. o relieve the
anxiety of dog
depression and separation
Feeds, snacks, etc.
Dog ..
Compen | a sense of stability even
2 | camera . .
) , | sation |from the outside through
Furbo . .
the voice of dog-eating.
Alarm is used to tell the
3 SKT Alarm | path and the amount of
‘T Pet’ rule |exercise of dogs through
GPS function.
Improve communication
VR with pet owners and
content enhance educational
4 . rule .
Kim, effectiveness through
2018 training dogs through
rules
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[Table 4] Game Element Extraction and Usage
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[Fig. 8] Gaming Methodology for dog Contents
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