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At one point or another we have all felt overwhelmed or stressed. It is part of human nature
and can at times be beneficial as it can boost our performance and make us more alert.
However when it becomes a part of daily life to worry about everything, it turns into a
hindrance. This is where Iyashikei, the japanese word referring to the feeling of calm and
relaxed, comes into play. We explore what makes a medium “Iyashikei” and define a design
methodology based on those findings. The design methodology consists of three parts in
which feelings and Iyashikei have been the main focus when deciding what to include. This
design methodology is then evaluated by using it to design a game. The game is a small proof
of concept design and can be expanded upon further to increase its calming effect. However
we believe that it is sufficient as proof of concept.

Keywords: Iyashikei, game design, methodology, stress, emotions

Introduction

“Nothing much happens, but that ‘nothing much’unfolds with amazing beauty, grace, and
serenity” (Hairstone, 2008 p. 256)

Iyashi, meaning: “healing; soothing; therapy, comfort; solace” (Tangorin, nd) combined with
kei, meaning: “system, lineage,; group” (Tangorin, nd) makes the word Iyashikei, which in
the dictionary means: “therapy; healing; rejuvenating; refreshing, soothing” (Tangorin, nd).
It is a word that stands for relaxation and healing, and can come in many different, sometimes
unexpected shapes. Nowadays, Iyashikei is mostly used as a genre in which to categorize
media like anime, manga, literature and even music.

The word Iyashikei started gaining traction during the 1990’s at the end of Japan's lost
decade; a period of economic recession (Yoshino & Taghizadeh-Hesary, 2015; Matsui, 2008).
Due to the stress of the economic recession and the horrible imprint left by the Tokyo Sarin
attack in 1995, where toxic gas was released in subway cars, (Kristof, 1995) the anxieties of
the Japanese people were at an all time high. This is when businesses started capitalizing on
these anxieties by producing and promoting “healing” products.

The more the boom developed, the wider the category of healing products and
services expanded. Finally, hair dryers that generate negative ions, houses that use
many wood materials and are equipped with wood stoves, compilation CDs of easy
listening, and animal-shaped robot were advertised as healing products (Matsui,
2008, p.3)

As Matsui explained, this boom changed the perspective of what healing meant for the
Japanese people. Matsui goes on by explaining how this healing boom changed the whole
definition of the word Iyashi from meaning only to heal or healing to also include a more
commercial side. “/...] a market of goods and services that are useful for creating
psychological security, and nowadays, various kinds of consumer goods such as books,
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music, paintings, movies, massage, drink, food, and clothing, which are intended to help us
relax [...]” (Matsui, 2008. p. 4).

Although there are many products and different forms of media which advertise themselves
as iyashikei, there is little research about how iyashikei would take shape in a digital game.
That is why our research focuses on exploring and defining iyashikei in terms of game
design.

This everyday stress and worry is what got us interested in iyashikei to begin with. We want
to explore and make sense of iyashikei as a genre in digital media. We want to explore the
different components necessary to create a healing feeling and find out why they work. In this
exploration, although our research material focuses mainly on anime and manga, we will
focus our efforts into creating a definition and a design methodology for iyashikei in terms of
game design.

This is because, although there is loads of information on iyashikei in terms of anime, manga,
literature and even some about music, there is not a lot of information about iyashikei in
games. And although other media, like anime or manga, gets officially labeled as iyashikei,
digital games have no such luck. Therefore, by expanding our knowledge and giving a
definition of what iyashikei could look like in terms of game design, the genre could become
more available for others to use and design games with the intent of creating something
iyashikei. This is also the reason why we want to make it into a design methodology, by
giving others a framework to build from, the hope is to make it easier for others to design and
work with iyashikei.

The other reason as to why we want to make iyashikei into a design methodology, is a more
humanitarian reason. Consuming digital media like livestreams, tv series or a movie has risen
to the second place in how people cope with stress. Even playing video games has earned its
place in the top five stress relief methods (Ipsos, 2020). We want to make a positive impact
on people by giving them additional options for stress relief. With “options” we mean a
greater availability of iyashikei media by including games in the genre. Our hope is that with
a greater understanding of the genre iyashikei from a development perspective, it will make it
easier for consumers to find and enjoy relaxing and healing games.

In this article we will start by discussing our theoretical framework and how it is relevant to
our investigation of our issue. Then we will go deeper into what iyashikei means based on
our theoretical framework and analysis of our reference works. After that we will go through
the list of iyashikei components and discuss why they are relevant for a design to have a
healing effect. This will then be combined with other aspects so as to form our design
methodology, which we will name Iyashikei; after the genre that inspired it. We will then
reflect on how to apply and use the design methodology we proposed by designing a proof of
concept game experience. And lastly, we will discuss the limitations of our research and how
to further expand upon our findings. By the end of the article, we aim to have a design
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methodology that is focused on creating iyashikei games, and to have evaluated its potential
by creating our own, proof of concept, iyashikei centered game.

Theoretical framework

Litterature

While this article will explore iyashikei in games, there are few articles, books or other works
detailing iyashikei in games. There are however works detailing iyashikei in other media,
primarily: anime, manga, literature and music. Further, we believe that games are composed
of different aspects from the above-mentioned media. Esposito defines video game as: “4
videogame is a game which we play thanks to an audiovisual apparatus and which can be
based on a story” (Esposito, 2005, p.1). In other terms and in relation to this paper, a game is
a series of pictures put together with sound and story, just like an anime, but in order for it to
be a game there has to be one more component; interactivity. So the only part there is little
documentation about is how iyashikei and interactivity work together.

A Healing, Gentle Apocalypse: Yokohama kaidashi kikd (Hairston, 2008)

The first work is 4 healing, gentle apocalypse: Yokohama kaidashi kiko by Hairstone (2008).
It is a review of the work Yokohama kaidashi kikd (translated as Yokohama shopping Log)
(Ashinano, 2006) which is a story about the female android Alpha who runs a small cafe. The
review lifts up and brings to light important characteristics of what makes up iyashikei. It also
details the impact of iyashikei and its purpose quite well. This is one of our primary sources
for constructing our definition of what an iyashikei game should be.

Ambient Literature and the Aesthetics of Calm: Mood Regulation in
Contemporary Japanese Fiction (Roquet, 2008)

The second work is Ambient Literature and the Aesthetics of Calm: Mood Regulation in
Contemporary Japanese Fiction by Roquet (2008). In this work, Roquet discusses the literary
and musical aspects of iyashikei in reference to ambient media. Roquet dives deeper into
what qualifies as iyashikei and why the reader experiences an iyashi feeling based on the
language, style and overall tones of literary works. Roquet also mentions Brian Eno and his
album Ambien 1: Music for airports (1978) and how his works relate to the feeling of
iyashikei.

Nostalgia in anime: Redefining Japanese cultural identity in global media texts
(Noh, 2017)
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The third work is Nostalgia in anime: Redefining Japanese cultural identity in global media
texts by Noh (2017). It is a thesis detailing the history and shift of Japan's cultural identity.
Especially sub chapter 2.1 and 3.4 are interesting as they deal mainly with iyashikei and how
the genre evolved. Noh also discusses the effect of iyashikei and why people seek out media
labeled as iyashikei. Further, Noh explores the boundaries of what it means that something is
labeled iyashikei.

Design and literature methodology

Iyashikei

For our design, we will use our own design methodology Iyashikei. This design methodology
will be built up from our findings about iyashikei. This methodology will then be used to
examine and reflect upon how we create our design to match with the feeling of Iyashi. This
methodology will be further expanded on later in this article as the build up of it has to be
explained with relevant research that will be discussed later. The important thing with this
design methodology is the feelings of stress relief it is supposed to create. One method that
we used to design with iyashikei is Photo Journal (IDEO.org n.d). The purpose of the method
is to take photos of objects, situations, people or anything that makes you feel a particular
predefined feeling, in this case feelings related to iyashikei. This helps with defining what the
people involved associate with iyashikei. Doing an analysis of different iyashikei media is
also a very helpful method as it clarifies what works for creating the feeling of iyashikei.
Both of these methods will be expanded upon further later on. The most important thing to
remember is that you are designing for and with feelings. Every design decision should be
paired with: How will this make players feel? If the answer to that question is stressed,
frustrated or similar feelings, do not use that design. Everything from the mechanics to the
sounds should be aimed at relaxing and comforting the player.

Mess

For the project as a whole, we will use the methodology Mess (Jungnickel & Hjort, 2014).
Mess is a methodology which relies upon chaos. It is a methodology where at certain points
all the components look like small individual things; disconnected from the rest. However
when you then take a step back you see that everything is just one mess, not many small
messes. Jungnickel & Hjort write “an acceptance of things that do not fit, of mess and
surprising things that fall outside expected outcomes and disciplinary edges.” (Jungnickel &
Hjort, 2014, p.138). Here they state the purpose of mess, to accept that things do not go
neatly, to accept that you will do things while researching that will lead to nowhere, and to
accept that these things are all natural and should not be hidden away or pretend that they
never happened. Mess is a journey through failures and successes, all of them present, for we
learn from our mistakes too; even if we do not always want to show it.
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Methods

Brainstorming

First, we used brainstorm to think of different ideas for games based on our four keywords
mentioned above. The game ideas were formulated briefly so as to leave enough room for
them to be expanded upon, but clearly enough so that we understood what the idea
encompassed. Based on the game ideas generated from that round of brainstorming, we
began a second round of brainstorming. This time our focus was to flesh out our game ideas
by figuring out how, what and where? How can the players do the activities? What can the
player do in this world? Where is the player? During the second round of brainstorming some
ideas were never expanded upon because they were too similar to other ideas we had already
fleshed out. The third round of brainstorming was general game design. How did we envision
that this idea was going to look visually? What perspective should we have?

In order to be as productive as possible, we followed the brainstorming rules outlined by
IDEO.ORG on their website Designkit.org (n.d). One perspective that we applied while
looking back at the generated ideas was how these ideas made us feel. Did we believe that
these ideas would fit into our design methodology Iyashikei? Would it make the player feel a
certain way or would it have the inverse effect of what we want to achieve?

Card sort

Card sort is a method where you give people a deck of cards with an image or word on them
and ask the participants to rank them in order from best to worst. The purpose, as described
by IDEO.org: “By putting a deck of cards, each with a word or single image, in someone's
hands and then asking them to rank them in order of preference, you’ll gain huge insight into
what really counts.” (IDEO.org, n.d, card sort). However we used it on ourselves instead of a
third party. This was because we wanted to know each other's thoughts on the subject. We
took our ideas that we had generated previously during the Brainstorming method and ranked
them in order multiple times with different focuses. The first time we ranked them according
to which one we found most and least relaxing. We based our choices not on facts but our
own feelings; which ones we personally found the most relaxing.

The second time we ranked our ideas based on which ones we found doable in the frame that
we had available to us. Based on these two rankings we decided which design idea we
wanted to work with. We then used card sort one last time to decide in which order to
implement our different mechanics and design choices for the overall design. We ranked
them both in most relaxing and most important for the design to feel complete. Based on that
ranking we made our implementation plan with work order. We felt that card sort was
extremely useful for sorting our ideas and deciding on a way forward.

Digital research wall

Throughout this project we used a research wall. #TISSD defines a research wall as
“Synthesizing and analyzing research data through a visual arrangement of research data on
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a wall — a practical approach.” (#TISSD, n.d, preamble). #TISSD recommends that this wall
is physical and placed somewhere where all participants can walk by it daily. However since
we had some physical limitations we made our research wall digitally instead. We used
Miro.com (n.d), a digital whiteboard website to build our research wall. Since the purpose of
the wall is to consolidate and visualize the research done so that it can then be analyzed, we
added all sorts of things to our wall. Anything we felt belonged with iyashikei, or reminded
us of it, anything from research articles to pictures or songs. And although our research wall
became a bit messy; it felt only befitting to our methodology mess. As #TISSD says, research
walls are usually composed of similar data in small clusters and mind maps; just like ours
was comprised off.

Keywording

We used keywords to broaden our design methodology process. Based on our findings from
the media analysis method, we chose a few keywords that we felt represent iyashikei.
However we decided against choosing words that appear in the definition of iyashikei as we
felt that would not lead us to anything new, therefore the words: healing, calming, soothing,
and comfort were not allowed. The words we chose were: nature, easy-going, everyday,
companionship, just be, and life. We felt that these words represent iyashikei, and while they
are not the main parts, the words feel more tangible and easier to work with. We also chose to
do this method so as to have a broader base to start off our ideation process with later on. By
making it easier for ourselves to understand what the key components are while still keeping
it abstract enough not to limit ourselves.

Media analysis

One of the main methods we used is media analysis. While looking at our design references,
we try to answer five questions we have selected. What is the overall story, who are the main
characters and what are their characteristics, what is the central conflict and how is it
resolved, what is the theme of the work, and finally, how is the environment portrayed?
Another important aspect is how we ourselves feel when we examine the different
components. These questions are answered and analysed in order to get an overall grasp of
the components necessary to achieve iyashikei. This has also helped us define our design
methodology in the sense that it has made it clear what components others have used.

Mind mapping

Mind mapping is a documentation method often used to visualize ideas or concepts coming
from a common central point (Simone, n.d). This method is especially useful when it comes
to documenting the results of a brainstorming session. We used it in combination with our
digital research wall since it would allow us easy access and visualization of our thoughts and
ideas.
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Monster Mash-up

This method focuses on creating the characters for our game world and it is a method we
made up. Named after the children's game Monster mashup by Muddpuppy (n.d), in which
you combine different monster parts and outfits to create your own monster mashup. The
purpose is to create diverse characters based on different objects and figures by mashing them
together. To create the stone golem we looked at different pictures of stones and rocks, and
combined that with different faces and figures. Then we sketched the resulting figure in the
chosen style. This method results in multiple different unique characters of which not
everyone is used. The method is similar to rapid prototyping (Dam et al, 2020) since you
make quick sketches however, with monster mash-ups you have a base to start on and
references to create from.

Moodboard or Collage

Moodboard, or collage (IDEO.org, n.d), is a method that we use frequently. It consists of
arranging pictures, although other media can be included too, in a way to convey a message
or feeling. It can be as easy as searching for pictures online and adding them to a moodboard,
or it can be used with other methods such as Photo Journal; which is described under this
method (IDEO.org, n.d). We use it both together with other methods for organizing or
visualizing its results, and when we want to convey something to the other participant. The
last use-case is especially important to our design perspective lyashikei. Since we are
designing for and with feelings it can be hard to convey what exactly you mean in words
sometimes. While words each have their meaning, sometimes what those words mean for a
person is different. So as to avoid confusion and for clarification we use moodboards to
convey how we want something to feel. While IDEO.org recommends letting the client create
it (n.d), we are making them ourselves since we are both the clients and the designers in this
case.

Photo Journal

This method is useful for clarifying the participants' views on what they find to be iyashikei.
The participants take pictures of objects, people, or whatever else they find to encapsulate
iyashikei. This method takes some time as it is best to do it over the course of multiple days
or even weeks if you have the time; as stated by IDEO.org (n.d). All these pictures are then
compiled into a moodboard and examined by all participants. By doing this we all get on the
same level as to what pre-defined expectations of iyashikei are. It also helps set the tone for
what to design and acknowledge our own prejudices when it comes to why we chose to
include or exclude certain design choices

Randomized color plating

Color plating is a method we invented in order to further analyse the visual elements of a
chosen media. The end goal is to have a color palette which can be analysed or used for
further research. It is a simple method which required us to find a picture which we felt
captured the essence of the media, and run it through a randomized color palette generator.
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The generated color palette is a good indication for which colors the creators used when
creating the media. We choose a randomized generator since the chance that it selects the
most prevalent colours is higher than if we were to estimate which colors were more
prevalent.

Rapid prototyping

Rapid prototyping is a method in which multiple small and scrappy prototypes are made
quickly. These prototypes can be sketches, physical objects or block outs in a game engine.
“Sketch simple illustrations of your concepts so that they don t exist only in your mind, hence
allowing you to share these with your team-mates for further discussion and ideation.” (Dam
et al, 2020, sketches and diagrams). We mainly used sketches. This is because, like Dam et al.
said, sketches are quick and easy to get out and share with others while not necessarily
relying on artistic skill.

Rapidfire questions

Rapidfire questions is a method we have devised with our design methodology Mess in mind.
The method is executed by asking a third party to listen to your general quickly summarized
ideas and then asking questions in quick succession. We also sometimes implemented this
method when one of us presented a new idea or suggestion. The questions have to be relevant
for the topic at hand but can be as specific or ridiculous as the questioner wants. The purpose
of this method is to both find new angles to view the topic from but also see how well
thought out and related the topic is. Often when we have used this method we have found that
our ideas need a bit more consideration. But more often we have found a new angle or idea to
work with. Case in point being when we were thinking about adding a simple cooking
mechanic. When introducing this, the question why add it?, was the driving force behind the
finalized idea. Why add it? Because cooking and food is a huge staple in iyashikei as it is a
normal everyday activity and is often enjoyed in someone else's company. Based on this
answer we started thinking of what would happen once you finished cooking. Do you just
have food now or what to do with it? We decided that since a meal is often something you
share with others to try and implement a scene where the player enjoys their meal together
with the creatures of the world. It is a messy method especially since you do not always get
what you wanted from it, or anything at all for that matter, but it usually leads in new and
interesting directions.

Scribble challenge

Scribble challenge is a method we came up with where you spend some seconds drawing
random lines and shapes, and then try to make a character out of them. This method should
be short, no more than 5 minutes, and is a way to start the creative process. The scribbles are
quick and easy with no purpose other than to be created. By doing this we warm up in a
creative way and get over the initial “block”™ that can sometimes hinder one from working
effectively. Another reason for choosing this method is that creating something with no
further purpose and no expectations is a liberating and messy way to create.
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Try-out

Try-out is a method we invented ourselves based on our methodology mess. We both decided
to use a painting program that neither had any experience in, Affinity Designer (Serif, 2021).
In this program we just messed around, pressed interesting buttons and drew; all too see what
did what. We did this because we wanted to try out something new and see where it would
lead us to. By not having previous experience with the program we were able to not restrict
ourselves by doing what we always do but were instead forced to go out of our comfort zones
and mess around. By doing this method we discovered what kind of visual style we wanted to
go for.

Design references

Flying witch (Sakurabi, 2016)

“Aomori, Japan In a land blessed by nature s bountiful beauty, bizarre things begin to take
place.” (Crunchyroll, n.d, About the show). Flying witch is a manga turned anime which
focuses on the life of Makoto Kowata. It is an easy-going anime which focuses on the
ordinary; even though the main character is a witch. And while characters around Makoto
may react to her magic, the show presents it as something that is just another part of life, thus
making it seem that there is magic even in the ordinary. We chose this anime because of its
visual appearance, the bright cheerful colours, the abundance of nature, and its simple yet
effective style. Another reason was that there was a fantasy element to it, Makoto is a witch
and there are magical creatures about. This allowed us to see that even though iyashikei
focuses on ordinary daily life most of the time, its setting doesn't always have to be realistic
but can have elements of fantasy in it.

Kiki's delivery service (Miyazaki, 1989)

“It’s a lonely process. Finding your way is lonely. Seperating from a close family unit and
making your way in a new place is lonely.” (Radulovic, 2020 , first paragraph)

Kiki's delivery service is about exploring one's place in the world on your own. Kiki leaves
her family and childhood friends behind as she sets out on her own to become a full fledged
witch. In the process of finding her place in the world she struggles with loneliness and
acceptance of it. The movie is slow paced and focuses on the everyday life of Kiki. The lack
of antagonistic presence lends itself well towards iyashikei as there usually is no antagonist to
fight or defeat. Kiki’s delivery service is just about a girl growing up and trying to find her
place in the world.

Laid back camp (Kyodgoku, 2018-2021)

“Together they gather around a crackling fire to warm themselves up, absorbed with the quiet
of their lakeside spot. As they slurp on curry noodles cooked on an open flame, the moment
they're waiting for eventually comes.” (Cruncyroll, n.d, more info) This anime is focused
around two girls, Rin Shima & Nadeshiko Kagamihara, who meet during one of Rin’s
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camping trips. They join up with some others from school to go camping together. It is a
quiet and calm series. Nature is often in focus here as the girls go camping in various
locations rich in nature. Food is another important focus point, as the enjoyment of eating,
especially with others, is emphasized. As food and nature are crucial parts of iyashikei, and
Laid back camp does represent both really well in that sense.

Rilakkuma and Kaoru (Kobayashi, 2019)

“Her life might be a little mundane, but Kaoru gets to go home to Rilakkuma, her endearingly
lazy roommate who happens to be a fuzzy toy bear” (Netflix, 2019, Rilakkuma and Kaoru)
Rilakkuma and Kaoru is a stop motion Netflix show originally aired 2019. It focuses on the
life of Kaoru and her daily struggles. The show is a perfect example of iyashikei, it is as
everyday as a show can be, the conflicts that arise are normal struggles most people face, and
the colors and music are soothing.

Process

The making of the Iyashikei design methodology

We started off doing preliminary research on what iyashikei entails. There were three main
articles that we based our interpretation of iyashikei on: A Healing, Gentle Apocalypse:
Yokohama kaidashi kikd (Hairston, 2008), Nostalgia in anime: Redefining Japanese cultural
identity in global media texts (Noh, 2017) & Ambient Literature and the Aesthetics of Calm:
Mood Regulation in Contemporary Japanese Fiction (Roquet, 2008). We used additional
sources, many of which have been mentioned in the introduction in this text and will be
mentioned more later on. Since we are making a design methodology, we decided to use the
definition of a design methodology proposed by Badke-Schaub et al, in their article Design
Methodology: where do you go? (2018) they argue that a design methodology is made up of
three main parts; the general content, the specific content and the process. The general
content part includes understanding, defining, and working towards a problem and its
solution. The specific content part includes specifications; new materials, restrictions etc.
And the process part is all about how it is done and how it is documented. The general
content part we introduced in the introduction but will be summarized here anyway.

Design methodology general content

The problem to solve is stress. The daily annoyances and troubles that amalgamate into
stress, and while it is hard to cure stress, iyashikei provides a platform to take one's mind off
it and help one heal. All the ideas generated and all the decision making should be aimed at
providing this space. Therefore we propose that every decision is made based upon feelings.
Instead of deciding on a feature because it would be cool to have, ask how will it make the
audience feel? Will this feature annoy, worry, or frustrate our audience? If yes, do not
implement that feature. Will it make our audience feel calm and relaxed? If yes, implement
the feature! This also goes for the idea generation. While idea generation is usually freer, it
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can be handy to base the idea generation on feelings. Start of the brainstorming session by
getting really comfortable and relaxed and ask how can we make our audience feel this way?
Take pictures of what you find calming, soothing, or healing and share it with others to see
how they react.

After we felt that we had a better understanding of what iyashikei meant and had decided on
the general content of our design methodology, we decided to complement our research with
a media analysis of works that were often defined as iyashikei. And based on our findings
here decide on the specific content for the Iyashikei design methodology.

Design methodology specific content

Media analysis

Our media analysis started on three works that were recommended by the article Iyashikei:
Let Anime's "Healing" Genre Soothe Your Pandemic Stress. (Viri, 2020), which were: kiki’s
delivery service, Flying witch & Laid back camp. We choose those three based on availability
and what we thought sounded calming to watch based on what we read of the synopsis. More
works could have been selected but we decided to leave it on three based on the time period
we had for this study. We later added Rilakkuma and Kaoru because we thought it was a good
example of what iyashikei can be. The questions we chose to try and answer with our
analysis were: What is the overall story, who are the main characters and what are their
characteristics, what is the central conflict and how is it resolved, what is the theme of the
work, and finally, how is the environment portrayed? We choose these questions based on our
preliminary research on what iyashikei is.

The story is important since the story in most iyashikei media can be summed up in just a few
words and usually does not sound all too spectacular. Kiki’s delivery service can be summed
up to: A young girl moves to a new town together with her cat Jiji to complete her witch
training and uses her broom to deliver packages during which she struggles to make new
friends. The main characters are important to know. The focal point of the media is often to
help the main characters either accept situations, grow emotionally, or feel better in general.
This helps the audience not only connect with the main character but can heal alongside
them. The same goes for the central conflict, while there can be conflict in iyashikei media it
is usually trivial or everyday situations. In the second episode of Flying witch the main
conflict is that a character is scared of someone because of their weird appearance, but learns
to accept them when they learn to see past the weird outfit. The theme is important since it
sets the tone. In Rilakkuma and Kaoru the main theme is accepting life for its twists and
turns. Kaoru lives with two living stuffed bears that just showed up to her apartment one day.
And while she sometimes wishes that her life was different she learns to see that her life isn't
as bad as she thought it was despite it not always turning out how she would have wanted it.
The environment is an important part of iyashikei, often focusing on nature and its soothing
characteristics. This is best portrayed in Laid back camp as the characters go camping in
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different serene locations filled with varying nature. The anime takes time to show the places
they visit and allow the audience to marvel at the beauty of nature.

Based on what we gathered during this method and our preliminary research we made a first
draft of our definition of iyashikei for game design with three main pillars as our core. These
three pillars are what make up our specific content part. For the first pillar, we choose nature
as we see it as a key component. However the nature component itself can come in many
shapes and forms. It can be a complex forest, or a small potted plant. The nature of nature is
not important for the positive psychological effects to take place. As the research article
Restoration and stress relief through physical activities in forests and parks (Hansmann et al,
2007) highlights, nature has a strong calming effect. The article examines how participants in
their study felt after having spent time outdoors surrounded by nature and what effect it had
on them. The results showed that people felt less stressed after having spent time in nature.
Bringslimark et al, adds to this proclamation in their review article The psychological benefits
of indoor plants: A critical review of the experimental literature (2009), by stating that it does
not even have to be outdoors nature, but that indoor vegetation has a positive effect as well.
Berman et al, in their work The Cognitive Benefits of Interacting With Nature (2008),
provides evidence that even seeing a picture or drawing of nature is enough to elevate one's
mood and help people relax. Therefore we believe that nature, no matter how small or
whether or not it is real, is enough to help soothe people.

The second pillar is the key component everyday. “The quotidian things happened in daily
life dominates the story, while the occasional events or moments in characters’life which can
change a character's fate are often avoided or brushed aside.” (Ren, 2020 p.27) Everyday
occurrences, everyday activities, everyday feelings; this is what makes it healing for the
audience. While outlandish and overly fictional has its time and place, for iyashikei it is
easier for the audience to connect with and heal if it is a bit closer to home. That does not
mean that fictional or fantasy is not allowed, but rather that it is presented as everyday and
feels familiar. This everydayness extends to conflict and character design too. The conflict, if
there is any, should feel familiar and not too unbelievable. There will not be a kingdom to
save or an evil monarch to overthrow, however there might be a plant that is in need of
watering or a character with self esteem issues to help. This is most prevalent in Rilakkuma
and Kaoru since the whole series is dedicated to showing Kaorou’s everyday life. The show
shows her going to work, making dinner & just hanging out with Rilakkuma and the other
characters; even the conflicts are everyday worries. Kaoru is worried that she will never find
a partner in life, she has financial problems and is indecisive. However the show makes a
point of showing that while she is worried or insecure about these things, that it is and will be
okay. Because sometimes healing is finding solutions to your problems, and other times
healing is learning to grow and accepting that there are problems.

The third pillar is companionship, the bond and feeling of togetherness that you have with
others. Specifically the “others” part is important as a companionship does not have to be the
bond between two or more humans. In kiki’s delivery service, the bond that kiki and her cat
Jiji share are prevalent throughout the movie. Jiji is a companion to Kiki and helps her settle
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in. Even as Kiki grows and stops being able to talk to Jiji like she used to; they remain close.
Rilakkuma and Kaoru also share a bond even though Rilakkuma is an animated stuffed bear.
Through their companionships both Kiki and Kaoru learn important life lessons and always
have someone to lean on for support. As Beck et al, says in their book Between Pets and
People: The Importance of Animal Companionship: “Our family and friends and the quality
of our social life have a profound influence on our health. To the extent that animals can act
like family and friends, they also protect our health” (1996, p10). Beck means that our social
life with humans and animals alike have a positive effect on our health.

Randomized color plating & further media analysis

We did another media analysis however this time focusing on the visual aspects. We based
our analysis on the generated color palettes from our method called randomized color plating.
The pictures we choose to run through the randomized color palette generator where the title
pictures from the same series we choose to do the first media analysis on. We choose the title
pictures since they serve as a first introduction to the media; much like a book cover does.
The title picture therefore often encapsulates the
general tone and themes of said media.

We then compared our findings and analysed them
based on the design guide Colors and emotions:
how colors make you feel (2019) written by Allison
S. Gremillion and the course companion Color
theory (n.d) by UAF. As seen in Figure 1, half the
colors used are warm colors. “Warm colors often
evoke feelings of happiness, optimism and energy”
(Gremillion, 2019, warm colors). Warm colors are
cozy, they are inviting and feel homely; they evoke
warmth. The main warm colors in the picture are
red, orange and brown. The other half are cold
colors, the blue and the two purple variants. Cool
colors are seen as soothing colors, they can invoke a
sense of serenity and security but also sadness.
Purple is a big part of the picture, this could be
because “Purple is associated with mystery,
creativity, royalty and wealth. Lighter shades of
purple are often used to soothe or calm a viewer”
(Gremillion, 2019, purple). Purple is made up from
both a warm red and a cold blue and inherits the best
of both worlds. Both the warm and cold colors count
as calming colors since most of them are pastel
based. Calming colors do exactly what they say,
they make the observer feel calm and relaxed
(Gremillion, 2019). In an experiment performed by
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Figure 1. Laid back camp. Retrieved
03/04/2021 from www.imdb.com

Figure 2. Flying witch. Retrieved
03/04/2021 from www.myanimelist.nat
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Biggam et al, in 2011, the most calming colors were found to be the lighter, less saturated
colors; or pastel colors for simplicity. (Biggam, 2011). We can gather from these colors that
the creators wanted to invoke a calming, relaxing yet warm and optimistic feeling. The
picture is warm and inviting, yet slightly mysterious; although not unpleasantly so.

On the other hand, the flying witch uses warm and calming colors too, although as seen in
figure 2, they are on the brighter side of the spectrum. The colors are all pastels, and lean
more towards the neutral side. There is more green present than in the Laid back camp title
picture; brown is also a prevalent color. Green is supposed to make the observer feel
refreshed and optimistic (Gremillion, 2019) “Green symbolizes health, new beginnings and
wealth. Green is the easiest on the eyes and should be used to relax and create balance in a
design. [...] Green can also feel calming and relaxing.” (Gremillion, 2019, Green). While
brown is used to “[...] creates a sense of stability and support. It’s warm and friendly,
practical and dependable][...]” (Gremillion, 2019, Brown). Or findings seem to correlate pretty
well with the findings of Biggam et al.” In summary, in this study the most “pleasant”
colours were found to be deep purple, purple-blue and pink, the most “unpleasant” greenish
and yellowish brown, the most “mood-enhancing” saturated reds and yellows, and the most
“calming” pastel blue and lilac.” (Biggam et al, 2011, 406).

With this in mind we added the visual element to our specific content part for our design
methodology. The colors used throughout the design can be both on the warmer and colder
side although the colors should be kept close to pastel shades. They can still be vibrant, just
not fully saturated colors.

Keywording
To further our understanding of iyashikei we decided on creating keywords, these keywords
were words we felt embodied iyashikei without being feelings per se. The words we chose
were: nature, easy-going, everyday, companionship, just be and life. Nature, companionship
and everyday were chosen since they are our core pillars.

We chose life based on the fact that everything in iyashikei comes back to life; the characters'
life, nature's life, the life of creatures. It also comes back to our part in life; the choices we
make and the effects of them. iyashikei often focuses on the bright side of life while
acknowledging that not everything is amazing or good all the time. Kiki experiences
loneliness and feels alienated from her peers at times, but learns to acknowledge and work on
it. Kaoru feels like she is stuck in place in life and not on the same track as her coworkers and
friends. But when she realizes that that is okay the quote “Every flower blooms in a different
period” (Kobayashi, 2019) pops up on screen.

Just be, was chosen because of its prevalence in iyashikei media. There is no obligation to do
something, to have something happen in iyashikei; it is life. Things happen whether we want
them to or not but that does not mean we cannot take the time to just be for a while. To sit on
a bench under the stars, or enjoy a meal on the couch, even just taking the time to do

something nice for yourself counts. It is reminiscent of the idiom “stop and smell the roses ™.
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Easy-going is similar to just be, although we separated them since just being does not
immediately entail that it is easy-going. It is meant more in the line of rolling with something
or shrugging things off. It should be easy-going in the sense that there should not be little, if
any, things to worry about. Relaxed in the sense that if problems arise they can be shrugged
off with ease since you know there will be a solution. As opposed to real life where not every
problem has a solution either directly or at all.

Design methodology process

Digital research wall, moodboard & mind mapping

During this time we also thought about how best to document the process since that would
mean that we have a complete design methodology according to Badke-Schaub et al. We
decided that a digital research wall would be a perfect way to document the process. Since
our design methodology relies on designing for and with feelings, being able to visualize
what you mean with a feeling is sometimes easier than explaining it. Which is also why we
recommend moodboards or collages as a method for documenting; which also works well
with a research wall. They can convey feelings better since, just like feelings, they can be
abstract. Concretizing feelings with words is hard sometimes so a visual element is
recommended. Mind maps are also useful for documentation since they can sprawl in
multiple different directions yet still keep a central common point on which the rest is based.
This is particularly useful when deciding what to design with the help of iyashikei.

Iyashikei design methodology summary

To summarize our findings for this part, we defined the three different parts that make out our
design methodology Iyashikei. The general content part consists of: designing for the
problem stress & designing with and for feelings. In the specific content part there are three
main pillars, complementary pillars and a basic color agenda. The main pillars are nature,
everyday and companionship. The complimentary pillars are easy-going, just be and life. The
basic color agenda is a mix between warm and cold colors although they have to be on the
desaturated, also known as pastel, spectrum.

Applying Iyashikei to game design

Since we created our design methodology Iyashikei, we decided that the best way to evaluate
the methodology was by putting it to the test ourselves. Therefore we started designing a
proof of concept for a game based on the Iyashikei methodology. As we stated in the
introduction, we wanted it to be a game because there is a lack of research into iyashikei in
games and because video games are quickly rising to become a popular means of stress relief
(Ipsos, 2020).
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Ideation phase

Photo journal

We started out by doing the method photo journal. This was so as to see what we ourselves
felt was related to iyashikei in our everyday lives. Many of the pictures we took featured
nature of some kind; usually trees. The other prevalent picture subject was food, they were
pictures of snacks, complete meals or baked goods and desserts. We kept this in mind as we
started our first brainstorming session.

Brainstorming & card sort

We spent our first brainstorming session on coming up with different basic game ideas. The
game ideas were formulated briefly and as open-ended and abstract as possible while still
conveying what we meant. “Gardening: no death: just growth” & “Camping site: Day in the
wild: No necessary tasks” were two of the ideas we came up with. We came up with these
ideas after thinking about things we would like to do to relax and the specific content we
decided for the Iyashikei methodology. Nature was a big part of our ideas, only two out of
eight ideas did not prominently feature nature.

Our second round of brainstorming was spent on fleshing out these eight ideas. We came up
with where the ideas take place, roughly what the player can do, and how they can do it. Two
of the ideas we came up with previously were combined into other ideas since they were too
similar to be properly evaluated as their own idea. For the camping game idea, we thought of
multiple different environments that the player could camp in and different activities that they
could perform in these locations. These ideas were then evaluated based on how we ourselves
felt about the iyashikei potential for each idea. We thought about how we expected a player to
feel about the ideas and activities. By then using the method card sort, we ranked the ideas
based on how we felt that they represented iyashikei. How soothing, calming or relaxing does
this idea sound? We decided on going forward with our camping idea since it ranked the
highest in most criterias from the card sort method and it would allow us to easily incorporate
all our core pillars from the design methodology. The third, and last, brainstorming round we
did was focused on finding different ways we could design our idea. Everything from
perspective to visual style was ideated upon. We used the result of this last session to make
small prototypes.

However first we did one more brainstorming session in which we decided upon how
different activities would be performed. These different activities which, due to time
constraints, became limited to one main one; fishing. We looked at how other typically
relaxing games had implemented fishing. We tried fishing in minecraft (Mojang, 2011) but
found the mechanic too monotonous, cast the line and wait for something to bait before reling
it it. However we found the fishing mechanic in Stardew Valley (ConcernedApe, 2016) to be
frustrating and too difficult at times as the player fishes by keeping a fish icon on a green bar
by holding in the mouse button while the fish repeatedly and randomly goes up and down.
Granted the fishing mechanic in stardew is based on what level the player is at, but even at
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max fishing level there are still plenty of fish which cause frustration when attempting to
catch them. Therefore we wanted our fishing mechanic to be somewhere in between those
two. More engaging than Minecraft, but less skill based than Stardew Valley. Based on this
initial research we came up with different suggestions. The one we decided on is loosely
based on the practice of trolling. Trolling in this case refers to the fishing technique of
moving your bait in the water to attract fish. This is usually done from a boat (Sean, 2021). In
our game the line is already in the water and all the player has to do is move the bait toward
the bubbles that show up. Once the players have hit enough bubbles, a number which is
randomly generated each time, they catch a fish. This is more engaging than Minecrafts cast
and wait mechanic yet it is not skill based like Stardew Valley mechanic.

Rapid prototyping, try out, card sort & monster mash-up

The first thing we prototyped was the perspective of the game. These prototype sketches were
based on moodboards we made on different perspectives. The decision to go with an 2D
orthographic perspective was based on our abilities to work in that format. And seeing since a
drawing of nature has the same positive effect as being in nature, we felt that a 2D
perspective would not subtract anything from the experience. Orthographic means that the
game objects are flat sprites layered upon each other (Cornell University, n.d).

The style of the game we prototyped with the help of the method called try-out. We blindly
went into a new drawing program, Affinity designer (Serife Europe, 2014), and without
knowing how to use the tools available
tried our hands at sketching simple
nature objects. We used the previously
mentioned card sort method once more
in deciding which style to go on based
on the prototyped sketches. As seen in
figure 3, we went for a simple, cartoony
style. The shapes are rounded and are
not overly complex. We decided on this
style since it felt the most calming and

e positive. This is because rounded shapes
are shown to be perceived as
Figure 3. Uncolored forest skelch non_threatening and have a positive

effect on the viewer (Bar et al, 2006).
This statement is backed by Lu et al, in their research article On Shape and the Computability
of Emotions (2012). In this article they also state that the complexity of an object has an
impact on whether or not we perceive an object as pleasing or threatening. “As enumerated in
various works of art, humans visually prefer simplicity.” (Lu et al, 2012, Introduction).

The third design option we prototyped was what kind of environment we wanted our player

to be in. Figure 3 is an example of one of these sketches. We explored different landscapes
and evaluated them based on our feelings. The desert felt too empty and monotonous. The
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rainforest is filled with color but there were too many things happening at once, which
contradicted our previous findings that the style should be simplistic. We settled on a typical
swedish forest. There is plenty of nature which mainly consists of trees without them feeling
overwhelming. We wanted to incorporate a lake in our landscape since many swedish forests
have a lake in them and as Nasar et al., state in their research article Evaluative Responses to
Five Kinds of Water Features (2003) still water has a calming effect on the viewer. Although
this research is done on urban water features, we believe that the same effect carries over to
lakes. It would also allow us to include plenty of green which as stated earlier is a calming
and relaxing color.

After that we took a break from prototyping by instead doing the method monster mash-up.
We wanted a more fantasy inspired creature as a side character to show that it is possible to
include fantasy aspects in iyashikei. We wanted to
make a side character first since it would be good
practice for doing the more important main character
later. We decided on a rock based golem. Rocks are,
well, rocks. They are usually rounded in appearance,
which lends well to our style choice, and are a
common outdoor companion. Rocks are a familiar
sight so making them into a creature felt like it would
both incorporate iyashikei and fantasy aspects. We
made a moodboard based on this premise. The
moodboard included golems, rocks, moss, and people.
These elements were then combined into our rock
golem as seen in figure 4.

‘ . The next step was to prototype a main character. We
learnt from creating the rock golem that a solid base is
Figure 4 Rock golem needed for a successful character design. According to
the article How to Design a Video Game Character by
MasterClass staff (2021), a backstory is a good base to start off on. Our backstory for the
main character is: Alex is a quiet although open minded person. They have a passion for
fossils and the great outdoors but do not have enough time for it since their work is very
tiring. Together with Asifa-South's guide “Simple to Complex: character design tips” (2016)

we made some quick sketches on what we wanted our main character to be.

The two most important things we kept in mind while designing our character was; shape and
gender. “Round characters are often viewed as cute and appealing. Soft round features are
used on baby characters, these features are very un-threatening and trust worthy”
(Asifa-south, 2021, Psychological Associations in Shapes) We want our character to come off
as non threatening as possible, which is why we choose soft round features. Gender was a big
consideration in our design as well.. According to a study conducted by Nathan Hook, and
presented at the british psychological society, men tend to not have a preference in the gender
of their characters but women do (Hook, 2018). We wanted the player to connect with the
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character irregardless of the player's gender, so we made our character as androgynous in
appearance as possible. That way it is up to the player to decide if they think that the
character looks more masculine or feminine.

Discussion

Result of the Iyashikei design methodology in game design

The resulting design became a game in which the player can move around in an environment
which features a lake, a forest and a field. It is implied that the character is camping there by
the tent and campfire which they can build up. Since our design is only a proof of concept
and there were severe time restraints, the main part of the game is walking around listening to
nature sounds, interacting with the rock golem, fishing and cooking up a fish stew which is
then shared with the rock golem. Our main focus was on making sure the game looked
soothing and fit well with our design methodology, with mechanics becoming a second
priority. The mechanics themselves could be improved upon so as to add more to iyashikei
but at this stage they do not subtract from the experience either. Overall the design can be
improved upon however we concluded that it is sufficient as a proof of concept. In the end we
felt that our design was sufficiently calming and healing to count as iyashikei.

Evaluating the design methodology

We felt that it was an easy design methodology to adhere to. The focus on creating positive
feelings made the ideation and implementation phases a pleasant experience. We did notice a
difficulty in communicating what we wanted at times since a lot of the designs are abstract in
nature. This was usually solved by referring to pictures and moodboards created earlier. An
important factor is to ensure that the designers are all on the same page regarding what
feelings should be prioritized and how those feelings are defined within the team. Without
this crucial step many of the decisions become difficult to decide upon as people have
different views and opinions. Overall the design methodology worked well to design with.
We therefore conclude that our design methodology can be efficiently used to create iyashikei
focused games.

Limitations

One of the important cornerstones in making our design methodology Iyashikei is our
findings from our research and what we need to include when we design our game with the
intention of creating iyashikei media. One important note is that this methodology is mostly
based on our own findings which we gathered with the help of our media and literature
analysis methods. This list is highly subjective even though it is grounded in research. This is
because iyashikei is in all rights a feeling and experience; both of which are subjective. In the
article, “Handling som kunskapande” [Action as knowledge-creation] by Ylva Gislén (2007),
she discusses subjectivity in relation to design and the wrongful assumption that there can be
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true objectivity within the design field. Design is made up of intuitous, although well
researched, decisions; which as Gislén states are subjective. And our design and our list is no
different. We viewed the media which we analysed for relaxing components through our own
experience. And while that analysis was based on our research into iyashikei, it still has the
product of our own rose tinted lenses of experience throughout it. Although we argue that this
is not necessarily a bad thing, since we only aim to broaden people's understanding of the
genre iyashikei and give them a starting foundation to start their own explorations based on
that foundation.

The design itself could also be improved upon. The mechanics are currently neither adding or
subtracting from the overall feeling of the game. This can be improved upon so as to let the
mechanics play a larger role in soothing the player. Additional research could have been done
to make the mechanics feel more relevant to the overall design results.

Another limitation is verification. Since our main goal was to evaluate our design
methodology and the overall effect of the game, whether or not other people find it calming,
has not been properly explored. The results and effects have only been confirmed by us.
Therefore we do not know whether or not the overall design has reached iyashikei. This
limitation came from time constraints.

The lack of prior research into iyashikei games limited the amount of information we could
build upon when it comes to interaction and iyashikei. Since interaction is a big part of what
makes a game, we had to rely on our own instincts and feelings when it came to creating
interactions that could be calming. What little research was available was sadly in languages
we are not able to read, and we felt that too much of the content would be lost if we had used
translation software to read it.

Further research

As the time constraints lead to an inability to confirm the overall design's effect, additional
research on whether or not the design instills a calming and soothing effect on people is
required. Since feelings and experiences are subjective there are always going to be people
who do not find it to be reminiscent of iyashikei. We have concluded that our design
methodology is beneficial in creating games that are iyashikei. However, a broader
perspective could be beneficial to concretize our findings. As stated earlier, our research is
meant as a stepping stone in the right direction, an introduction to how designing a digital
game with iyashikei could look like.
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