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ABSTRACT

Recently, some games with physical and mental healing function are released. The
healing games tend to make people relax. With the features of simple healing contents, the
healing games provide users psychological stability more than strong stimulus. The games
don’t give users continuous excitement, so the popularity of the games goes down soon.
In this paper, we investigate domestic and international healing games on the basis of the
platform, such as mobile, console and PC. We analyze the feature of healing games with
the four keys to fun(Hard Fun, Easy Fun, Serious Fun, People Fun) suggested by Nicole
Lazzro. By this analysis, we find how much of the 4 keys to fun the games include and
the correlation between the 4 keys to fun and the popularity of the healing games.
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[Table 1] The 12 Games tagged by the Keyword
'Healing' on App Store

Healing diffic | gra .
genre scenario
game ulty | de
My . . grow my oasis
. |simulation| easy | 4.7 .
oasis island
Jellyfis | . . pet jellyfishes and
simulation| easy | 4.6 ..
h Pet enjoy it
A girl lenlavi norm 47 go fishing all over
] roleplayin, .
drift paving al the world
Player is a free
Purrfect| . . Y
. .. |simulation| easy | 4.6 | ghost. He or she
Spirits .
can play with a cat.
Hamster
. casual |easy |45 Pet hamsters
Collection v
rowin .
& Player raises the
g Tree| . .
simulation| easy | 4.6 | tree and saves the
of
devastated world
world
Abyssri Raise Aquarium in

simulation| easy | 4.6
um Y the deep sea.

The player controls

White norm a bird to fly, eat

Trip action al 42 white animal and
avoid black animal
Faucet | casual |easy |4.1
Alto’s Alto and his friend
adventu| action norlm 4.6 |ride a snowboard in
re a a snow mountain
garden
of |simulation| easy | 4.6 grow plants
moon
Sally is making her
Sally’s way to her

childhood home in

order to see her

adventure | easy | 4.7
Law

critically-ill father
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[Fig. 1] The Images of 12 Healing Games
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[Fig. 2] Niccole Nazzro's Four Keys to Fun[14]
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[Table 3] Mobile Healing Game with the 4 Keys of Fun
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[Fig. 3] Mobile Healing Game with the 4 Keys to Fun
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[Table 5] PC Healing Game with the 4 Keys to Fun
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