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A Study on

Improving Fun Factor of Psychotherapy Game

Myoun-Jae Lee*

Abstract

Game is an excellent media to easily access and immerse for most people. According to these
characteristics, many games which are combined game’s fun with original educational purpose have
been developing in various fields. In case of developing the game, game designer should balance
game’s fun and educational purpose in each filed. In this paper, we analyze psychotherapy games to
improve accessibility of treatment and continuance of treatment sessions in face-to-face treatment by

particularly fun factors in commercial games. And, then we present methods to increase fun of

psychotherapy game.
experience.
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This paper can help psychotherapy game developers to increase

game
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