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[Abstract]

Many people adopt pets, with many preferring cats among others. This study aimed to develop hands-on immersive content
targeting the "Venimal" people who want to raise pets but can only appreciate them because of unfavorable situations or
conditions. It is an experiential content that can acquire accurate information about cats and raise cats more realistically through
augmented reality technology. Using the applied technology, it is possible to communicate with pet cats in other virtual spaces
via Bluetooth communication. Unity 3D Engine, AR Foundation Framework, 3D MAX, Blender, JAVA AAR, C# Script, and
JSON were integrated and applied to various applications used to produce the content. The objective of this study was to develop
content capable of interacting at the top level that explains the production process of Unity content and augmented reality content
while also producing it. Through this study, we share our experience of developing a new type of experiential content that
combines various technologies of augmented reality and present virtual augmented content that can be used in metaverse
platforms.
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Table 1. Object summon script with augmented reality
RayCast
private void placeObjectByTouch()
{
if(Input.touchCount>0 && hold==false &&

lIsPointerOverUIObject(Input.mousePosition))

{

if(EventSystem.current.IsPointerOverGameObject(Input.GetTouch(0).f
ingerld))
return;

else

{
Touch touch = Input.GetTouch(0);

List<ARRaycastHit> hits = new List<ARRaycastHit>();
if (arRaycaster.Raycast(touch.position,
TrackableType.Planes))

{
Pose hitPose = hits[0].pose;
if(!spawnObject)
{

hits,

spawnObject = Instantiate(placeObject, hitPose.position,
hitPose.rotation);
scan_status.text="112+0| A8t
Vector3 lookAtPosition = spawnObject.transform.position;
lookAtPosition.x =transform.position.x;
lookAtPosition.z =transform.position.z;
transform.LookAt(lookAtPosition);
slider.SetActive(true);
catAnime.SetActive(true);
}
else
{
spawnObject.transform. position=hitPose.position;
spawnObject.transform.rotation=hitPose.rotation;
Vector3 lookAtPosition = spawnObject.transform. position;
lookAtPosition.x =transform.position.x;
lookAtPosition.z =transform.position.z;
spawnObject.transform. Look At(look AtPosition);
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Table 2. Android library AAR load script

public class AndroidPlugin : MonoBehaviour
{

/I ERFA TS tER0|E H0|E|E 7|S224 et=20|=
AE = |:| (=) o|
AAR 2}0|E2{2[ & 22 2tM AtSsH o}t
private AndroidJavaObject UnityActivity;
private AndroidJavaObject Unitylnstance;

void Start()
{
AndroidJavaClass ajc = new
AndroidJavaClass("com.unity3d.player. UmtyPlayer")
UnityActivity =

ajc.GetStatic<AndroidJavaObject>("currentActivity");

AndroidJavaClass ajc2 = new
AndroidJavaClass("com.nsu.forunity. Myplugin");
UnityInstance = ajc2.CallStatic<AndroidJavaObject>("instance");

UnitylInstance.Call("setContext", UnityActivity);

/| EAE HAIX|
public void ShowToast(string msg, bool isLong)

{
UnityActivity.Call("runOnUiThread", new
AndroidJavaRunnable(()=>
{
if (isLong = false)
{
UnityInstance.Call("ShowToast", msg , 0);

!

else

{
UnityInstance.Call("ShowToast", msg , 1);

}

¥ 3% Json DB7-% of|A]o|t},

¥ 3. Json DBTH
Table 3. Json DB deployment
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[System.Serializable]

public class Serialization<T>

{
public Serialization(List<T> _target)=> target = target;
public List<T> target;

}

public class DataManager : MonoBehaviour
{

public TextAsset ItemDatabase;

public List<Item> AllltemList;

string filePath;

private void Start()
{
// Load();
fxt TS 20| F. WA T2 M AZ text M 22 B
= ot= Zekd
string[] line = ItemDatabase.text.Substring(0,
ItemDatabase.text.Length-1).Split("\n');
for (int i = 0; i < line.Length; i++)
{
line[i] = line[i]. Trim(); /017 7t
string[] row = line[i].Split("\t');
AllltemList. Add(new Item(row[0], row[1], row[2], row[3]));
}

filePath = Application.persistentDataPath + "/allitemdata.txt";
}

void Save()

{
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