PAWSANALI TY

SAMPLE REPORT - FI CTlI ONAL PET PROFILE

SCOUT’ S PERSONALI TY & ENRI CHMENT GUI DE

Adventure Buddy

ready when you are

A practical reading of seven continuous behavior traits, written from this
assessment snapshot rather than the interpretation label alone.

With a Social Butterfly streak

PROFI LE GUI DE PLAN
7 traits 16 sections 7 days
4-7 years known for 3+ years indoor home same-species household

For entertainment and general information only. Scores are raw descriptive means multiplied by 25 - not percentiles or
diagnoses. This report is not medical, veterinary, behavioral, emergency, or safety advice. Sudden, severe, painful, or

safety-related behavior belongs with a veterinarian or appropriately qualified behavior professional.
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PAWSANALI TY SCOUT - PERSONALI TY & ENRI CHVENT GUI DE

01 / THE WHOLE SHAPE

Personality overview

Scout's closest interpretation label is Adventure Buddy - ready when you are. The label is a readable shorthand
for the continuous scores, not a scientific category. The nearby Social Butterfly match is shown as a secondary
streak because its prototype was the next closest.

The strongest shape comes from human affiliation (80) and chase & play motivation (80). Read those
dimensions together: a single score rarely explains what a pet will choose in a particular moment.

The profile context supplied for this report is: 4-7 years, known for 3+ years, indoor home, same-species
household. Recommendations should be tried within that real setting rather than read as universal instructions.

USE THI S AS A HYPOTHESI S

The useful question is not 'what type is my dog?' but 'which setup helps this dog engage and recover
comfortably?'

02 / SEVEN DI MENSI ONS

Full dog trait profile
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Fear & Novelty Sensitivity 42

ready to investigate
Novelty

. Enetgy Activity & Excitability 67
high-energy
Human Affiliation 80
people-oriented

Settle Pegple
Dog Sociability & Tolerance 50
comfortable with dogs
Learn Dogs

Trainability & Cooperative Responsiveness 32

needs lighter sessions

Raw descriptive scores - not percentiles
Behavioral Regulation 58

steady recovery

Chase & Play Motivation 80

keen chase-player

Each score is the mean of answered behavior items for that trait multiplied by 25. N/A answers are excluded,
and a trait is unavailable unless at least two-thirds of its applicable items were answered.

The strongest shape comes from human affiliation (80) and chase & play motivation (80). Read those
dimensions together: a single score rarely explains what a pet will choose in a particular moment.

These are raw descriptive scores. They are not percentiles, rarity estimates, diagnoses, breed predictions, or
comparisons with other dogs.

03 / FAM LI AR PEOPLE

Human social style

Scout's raw score is 80/100 and leans toward “people-oriented”. Voluntary social engagement, proximity, and
friendliness toward familiar people. This is a summary of the past four weeks, not a fixed limit or a population
comparison.

Human affiliation describes voluntary social choice, not obedience. Read it alongside cooperative
responsiveness: Scout's raw score is 32/100 and leans toward “needs lighter sessions”. Attention to human
cues, reward-based learning, and persistence in cooperative tasks. This is a summary of the past four weeks,
not a fixed limit or a population comparison.
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A dog can enjoy people but struggle to focus in an exciting setting, or work closely for rewards while preferring
more physical space.

04 / SHARED SPACE

Dog-to-dog social style

Scout's raw score is 50/100 and sits near the center of this descriptive scale, so context may shift how the
pattern appears. Comfortable, friendly, or neutral behavior around familiar dogs when safe exposure exists.
This is a summary of the past four weeks, not a fixed limit or a population comparison.

This score reflects familiar dogs during the rating window. It does not diagnose aggression, predict safety, or
guarantee compatibility with an unfamiliar dog.

NEUTRAL IS A GOOD OUTCOME

A dog does not need to greet or play with every dog. Comfortable distance and easy disengagement are valid
social skills.

05 / CONNECTI ON W THOUT A LABEL

Attachment and independence style

Scout's raw score is 80/100 and leans toward “people-oriented”. Voluntary social engagement, proximity, and
friendliness toward familiar people. This is a summary of the past four weeks, not a fixed limit or a population
comparison.

Regulation can shape how proximity looks before and after exciting events. Scout's raw score is 58/100 and
leans toward “steady recovery”. Ability to settle, recover after excitement, tolerate delay, and disengage from
arousing stimuli. This is a summary of the past four weeks, not a fixed limit or a population comparison.

This profile cannot assess separation-related distress. Repeated distress when left alone is a separate welfare
concern that deserves individualized professional guidance.

06 / WHAT STARTS THE GAME

Play preferences
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Scout's raw score is 80/100 and leans toward “keen chase-player”. Motivation to chase moving stimuli and take
part in toy or social play. This is a summary of the past four weeks, not a fixed limit or a population comparison.

Activity intensity changes the dose and ending that may work best. Scout's raw score is 67/100 and leans toward
“high-energy”. Baseline activity, energetic engagement, and intensity when something interesting happens. This
is a summary of the past four weeks, not a fixed limit or a population comparison.

Use toys and managed search games for chase outlets, not uncontrolled access to animals, traffic, or other
unsafe targets. Clear starts, exchanges, and finishes protect the social quality of play.

07 /| COOPERATI ON, NOT COMPLI ANCE

Training and reward motivation

Scout's raw score is 32/100 and leans toward “needs lighter sessions”. Attention to human cues, reward-based
learning, and persistence in cooperative tasks. This is a summary of the past four weeks, not a fixed limit or a
population comparison.

Use reward-based methods for every profile. A lower score is a prompt to shorten the session, improve the
reward, simplify the environment, or change the task - never evidence that a dog is stubborn or needs aversive
pressure.

For stronger cooperative responsiveness, add novelty through shaping and choice while keeping errors safe
and inexpensive.

08 / | NFORMATI ON BEFORE APPROACH

Exploration and novelty response

Scout's raw score is 42/100 and leans toward “ready to investigate”. How cautiously your dog responds to
unfamiliar places, objects, sounds, and surprises. This is a summary of the past four weeks, not a fixed limit or
a population comparison.

Scout's raw score is 67/100 and leans toward “high-energy”. Baseline activity, energetic engagement, and
intensity when something interesting happens. This is a summary of the past four weeks, not a fixed limit or a
population comparison.

Energy and confidence are not the same trait. An energetic dog can still need distance from novelty; a lower-key
dog can investigate calmly when given time.
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09 / A RHYTHM THAT LEAVES ROOM

Routine and environmental preferences

Recovery and routine are closely linked in daily life. Scout's raw score is 58/100 and leans toward “steady
recovery”. Ability to settle, recover after excitement, tolerate delay, and disengage from arousing stimuli. This is
a summary of the past four weeks, not a fixed limit or a population comparison.

Novelty sensitivity helps set the pace of environmental change. Scout's raw score is 42/100 and leans toward
“ready to investigate”. How cautiously your dog responds to unfamiliar places, objects, sounds, and surprises.
This is a summary of the past four weeks, not a fixed limit or a population comparison.

The profile context supplied for this report is: 4-7 years, known for 3+ years, indoor home, same-species
household. Recommendations should be tried within that real setting rather than read as universal instructions.

« Preserve areliable rest location.
« Introduce challenge below the point of overwhelm.

» Use distance and voluntary return as useful information.

10 / SI X RANKED EXPERI MENTS

Mental enrichment

The ranked recommendations below come from the available traits farthest from the center of the descriptive
scale. Ranking helps choose an experiment; it does not prove a psychological need.

Reward-based skill games, searching, food puzzles where appropriate, and choice-led exploration can all be
scaled down. Stop while engagement remains voluntary.

01 - CONNECTI ON 02 - PLAY
A cooper ative daily ritual Chase with clear bookends

Build one predictable moment of reward-based cooperation into Use safe tug, toy chase, or search games with a clear start, brief
the day, such as a two-minute skill game, grooming consent check, repetitions, reward-based exchanges, and a predictable finish.

or shared sniff walk. ) ) . . o
Notice: Notice which rules preserve responsiveness and reduce fixation

Notice: Notice which shared activity sustains soft, voluntary after the game ends.

engagement rather than frantic attention. . )
Supporting guidance

Supporting guidance
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03 - LEARNI NG

Thirty-second easy wins

Use one valued reward for a tiny familiar behavior, finish after two
or three successes, and add a movement or sniff break before
interest fades.

Notice: Notice reward type, session length, and environment associated
with the fastest re-engagement.

Supporting guidance

05 - NOVELTY

A choice-led new route

Try one safe unfamiliar route or object while keeping the leash
loose enough for sniffing and making it easy to pause or move
away.

Notice: Notice whether your dog checks back, investigates steadily, or
prefers to gather information from a distance.

Supporting guidance

/ MOVEMENT W TH CONTEXT

SCOUT -

04 - ACTIVITY

Move, think, recover

Pair a brief movement game with a short sniff or search task, then
schedule a deliberate quiet pause in a familiar place.

Notice: Notice which combination produces focused engagement and
the easiest return to rest.

Supporting guidance

06 - RHYTHM

Keep thereliable pause

Add a new game between familiar rest periods while protecting the
settling routine that already works.

Notice: Notice how much variety fits without changing sleep, pacing, or
later responsiveness.

Supporting guidance

Physical activity and enrichment

Scout's raw score is 67/100 and leans toward “high-energy”. Baseline activity, energetic engagement, and

intensity when something interesting happens. This is a summary of the past four weeks, not a fixed limit or a

population comparison.

This assessment cannot prescribe exercise. Health, pain, age, breed conformation, temperature, terrain, and

veterinary advice all matter more than a personality score when deciding intensity or duration.

Use the profile to vary the form of enrichment - sniffing, exploring, searching, gentle play, or cooperative

movement - while the safe physical dose comes from the individual dog's real condition.

12

/' WHEN THE OUTLET DOES NOT FI T

Potential boredom patterns

Boredom cannot be diagnosed here. Still, high activity may make movement-only routines feel incomplete when

there is no sniffing, searching, or task.
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Lower cooperative responsiveness may mean the session design, reward, or environment loses value before
the dog does.

Track repeated bids, pacing, rapid disengagement, and recovery after activities. Sudden or severe behavior
changes belong with a veterinarian, not a boredom explanation.

13 / BETTER TRANSLATI ONS

Common caregiver misunder standings

Independent does not mean disloyal. Cautious does not mean broken. High energy does not mean disobedient.
Lower trainability does not mean stubborn. High dog sociability does not mean every greeting is safe or
welcome.

For Scout, translate the archetype back into a trait, a context, and something observable before deciding what
a behavior means.

« Replace 'dominant’ with what happened around space, access, and sequence.
» Replace 'knows better' with what cues and rewards were actually available.

» Replace 'needs tiring out' with a balance of movement, information, task, and recovery.

14 / ONE SMALL EXPERI MENT A DAY

Seven-day enrichment plan

This plan uses one short observation or activity each day. Keep sessions easy to leave, reward-based, and short
enough that recovery is part of the activity rather than an afterthought.

Adapt all physical activity to health, age, weather, mobility, and professional guidance.

DY Watch before changing

1 Choose one ordinary ten-minute window and quietly note what your dog approaches, avoids, repeats, and ends voluntarily. Do not add a
new task yet.

Notice: Record time, place, duration, and the clearest sign of interest or disengagement.

Ay A cooperative daily ritual
2 Build one predictable moment of reward-based cooperation into the day, such as a two-minute skill game, grooming consent check, or shared
sniff walk.

Notice: Notice which shared activity sustains soft, voluntary engagement rather than frantic attention.
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DRy Chase with clear bookends

3 Use safe tug, toy chase, or search games with a clear start, brief repetitions, reward-based exchanges, and a predictable finish.

Notice: Notice which rules preserve responsiveness and reduce fixation after the game ends.

=y Thirty-second easy wins
4 Use one valued reward for a tiny familiar behavior, finish after two or three successes, and add a movement or sniff break before interest
fades.

Notice: Notice reward type, session length, and environment associated with the fastest re-engagement.

DAY Move, think, recover

5 Pair a brief movement game with a short sniff or search task, then schedule a deliberate quiet pause in a familiar place.

Notice: Notice which combination produces focused engagement and the easiest return to rest.

DRy A choice-led new route

6 Try one safe unfamiliar route or object while keeping the leash loose enough for sniffing and making it easy to pause or move away.

Notice: Notice whether your dog checks back, investigates steadily, or prefers to gather information from a distance.

=y Repeat the clearest yes

7 Repeat the activity that earned the softest body language or most voluntary return. Keep the setup the same so the comparison is useful.

Notice: Choose one idea to keep, one to adjust, and one to drop without treating non-participation as failure.

15 / KEEP WHAT EARNS A YES

Experimentsto learn more

Change one variable at a time: reward, distance, duration, surface, social partner, or time of day. Repeat
promising setups before drawing a conclusion and treat disengagement as information.

The observation prompts in the ranked recommendations are the measurement plan: look for approach, soft
body language, sustained voluntary engagement, easy pauses, and voluntary return.

» A cooperative daily ritual: Notice which shared activity sustains soft, voluntary engagement rather than frantic attention.
» Chase with clear bookends: Notice which rules preserve responsiveness and reduce fixation after the game ends.

» Thirty-second easy wins: Notice reward type, session length, and environment associated with the fastest
re-engagement.

16 / WHAT THI S REPORT CAN SAY

M ethodology and veterinary disclaimer
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This assessment uses 40 original owner-report behavior items, seven equal-weighted trait means,
reverse-keyed items, N/A exclusion, and a two-thirds answered threshold. The archetype is the nearest
versioned prototype across available traits.

The assessment has not yet been independently psychometrically validated. Owner reports can be influenced
by opportunity, context, expectations, and recent events. Trait-tailored enrichment is a conservative inference
from broader welfare and reward-based training guidance, not an established treatment prescription.

This report is educational and non-diagnostic. Sudden behavior change, severe fear, self-injury, toileting
change, apparent pain, biting, or any safety risk should be discussed with a veterinarian or appropriately
qualified behavior professional.

EVI DENCE BOUNDARY

There is stronger support for reward-based training, choice, appropriate distance, enrichment variety, and
recovery than for a claim that one raw trait score requires one intervention.

Read the literature review and references on the methodology page
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