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Planning and Implementation of a Healing Adventure Game
‘Memory Studio’ based on Unreal Engine 5
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Abstract This paper introduces the planning and implementation process of a story-based healing adventure
game developed using Unreal Engine 5. Due to growing concerns about the violence and addictive nature
of games in modern society, there is a heightened negative perception of the gaming industry. In
response, this game aims to provide gamers with opportunities for stress relief and relaxation through
story-based healing content. Additionally, it incorporates educational elements related to DSLR camera
functions, enhancing the game's educational value. Players have the opportunity to express their
creativity by taking various photographs in a natural environment. Through this, the game aims to
complement its shortcomings and strengthen its positive role, thereby improving the negative perception

of gaming. Ultimately, this study seeks to demonstrate that games can provide positive experiences.
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Fig. 3. Directing the cut scene from The Legend of
Zelda[6]
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