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Game Content Design for Raising Endangered Species
as Companion Animal based on Augmented Reality
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Abstract Respectful Recognition of Life is a broad concept that includes a mindset that values oneself, others,
animals and plants, does not harm them, and protects the environment. Prior research examined the relationship
between companion animals and the perception of respect for life. In this study, we investigated and analyzed
whether the development of interactive game content with virtual pets in augmented reality has the effect of
improving the perception of respect for life. To this end, six contents were developed by referring to the daily
routine of a panda keeper, an endangered species. As a result of the experiment, it was confirmed that the
effect of recognizing respect for life is similarly applied to the interaction with virtual pets, and it is expected
that it will be able to satisfy the needs of users who want to keep endangered species as pets.
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