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[Abstract]

Animal-assisted activity shows psychological healing effects, such as relieving loneliness of and motivating the elderly, but it
involves issues such as costs and restrictions on physical conditions. We solved the problem of raising pets, studied users by
simulating companion animals wherein the elderly can experience pets indirectly, and conducted an experiment on the usability of
and emotional response of the elderly to simulation. Through experiments, the study confirmed that the interaction of the
simulation’s design elements affects the emotional vitality of the elderly. Furthermore, it suggests the function and design of the
companion animal simulation for the elderly by deriving key elements for design proposals from the integrated insights. The
companion animal simulation for the elderly provides content that can be easily used by the elderly who are not familiar with
digital devices. Therefore, it is proposed that may help improve the emotional vitality of and digital accessibility for the elderly.
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Table 2. General characteristics of study participants
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Table 3. Usability evaluation items of companion animal

simulation apps

T 4. glSE Aol Yol ChEr =olo] ARSM ot Znt
Table 4. Results of usability evaluation by elderly of
companion animal simulation apps

Evaluation

) Evaluation contents
items

The system’s configuration is simplified enough to
Brevity enable elderly people unfamiliar with smartphones
to understand the system information easily.

The design is easily accessible to ensure that senior

Accessibility people can use the system independently.

Considering elderly people’s low awareness of
Efficiency | digital applications, various functions need to be
implementable with minimal operation.

Designs preferred by users should be provided to

Aesthetics | . o ) .
improve users’ visual satisfaction.
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Evaluatlon EuelLaiion Simulation A Simulation B
items elements
Icon recognition 3.4(31) 1.8(16)
Brevity
Character 3.6(32) 1.7(15)
recognition
Accessibility Affordance 3.3(30) 2.7(24)
Efficiency Operability 3.1(28) 2.6(23)
Satisfaction
with icons 3.7(33) 1.7(15)
Satisfaction
Aesthetics | with characters 4.8(43) 4.1(37)
Satisfaction with
backgrounds 4.9(44) 3.0(27)
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Table 5. Companion animal simulation experience:
Emotional interaction with characters

Codes Quotations
Experiencing | ° It was fun when | did it.
P 9. | didn’t know the time was passing.
fun through : ; .
e Seeing the puppy play tricks makes me smile
games
and feel good.
Reminds me ¢ | kept thinking about the puppy | had in the past,
of old so | pet the character more. eg. pooping and
memories taking a walk, teasing.
about pets o | lthought of the poor puppies abandoned in the
village.
e | think I'll use it often | have time when I'm
| want to play |
this game as aone. ,
2 leisure | like to do this when I'm bored.
o (Like the TV show ‘Animal Farm’) | think it would
activity ) .
be fun just watching.
. It looks similar to the dog | raised before, so it
Feeling . ) . .
seems like I'm rasing the dog in the game.
connected ; . : )
h | was afraid of flying dog hair or grooming, but
with the P ,
character |t’s nice that | don’t havg tq worry about that.
It's good that the dog didn’t react cranky.
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Table 6. Opinions of the experience of using digital
contents
Codes Quotations
e |t was my first time doing it, so | hesitated
because there were manay things | didn’t
Unfamiliarity know, but | gradually got used to it.
with a new e Things that are difficult to manipulate seem
game to be difficult to remember.

¢ | was worried that real money would be paid
when the money picture came out.

| thought | could learn quickly if someone

Confidence in next to me taught me how to use it.

my ability to )
y apiiity | want to learn how to use other functions of
use digital
the smartphones as well as games.
technology

| think | can play the game alone.

* Ads keep popping up, but it’s inconvenient to
have to watch until the end.

[t was not good because the flow of the
game was interrupt when the advertisement

Inconvenience
of viewing
advertisements

appeared.
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Table 7. Key elements of the companion animal simulation
design proposal

Key element Contents
Friendliness of
animal * Realistic yet friendly character
character
Aesthetic ¢ Color and brightness of background contents

characteristics | ¢ Character’s expressions, actions, and sounds
of background appropriate to the situation

elements * Not too loud but upbeat background music
Ease of ¢ Instantly recognizable icons

operation * Simple operation functions
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Table 8. Changes to the icon applied to the companion
animal simulation apps

Icon changes

Potty training Playing

Eating Bathing

Modified icon examples
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Sleeping
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Table 9. Examples of applying a companion animal
simulation's character design

Data collected through interviews

Examples of character design
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Fig. 3. A proposal of design elements of companion
animal simulation for the elderly
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