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Abstract

Cozy games, risen in popularity since the COVID-19 pandemic, are generally characterized
by their easy mechanics, prosocial narratives, lack of violence, and overall feelings of com-
fort, safety, abundance, and softness. While academic research primarily focuses on defining
cozy games and exploring their impact during the pandemic, little is known about who plays
them and why. Therefore, we conducted an online survey of 277 cozy game players, exam-
ining players’ game motives and their Light and Dark Triad personality traits. Results show
key reasons to play cozy games, including moral self-reflection (i.e., seeing cozy gameplay as
a morally sensible activity), agency (i.e., having the freedom and control to make decisions
and pursue actions according to players’ own desires or goals), escapism (i.e., escaping from
daily reality into a safe virtual environment), experiencing eudaimonic emotions (i.e., feeling
moved, awe, and having elevating or heartwarming or feelings), and an interest in the game’s
narrative. Additionally, players scored significantly higher on Light Triad personality traits,
with those scoring high on Humanism being more motivated by eudaimonic and social rea-
sons. This study provides novel insights into the study of cozy games, the (eudaimonic) mo-
tives to play them, and cozy game players’ personality traits.
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The lights are dimmed and you are curled up in your favorite chair. You start play-
ing a game where you design your home, clean up your inherited farm, pack your
belongings, climb mountains, or surf the oceans. Doing this, chances are high that
you are playing a cozy game. Cozy games are characterized by feelings of comfort,
empathy, meaningfulness, relaxation, safety, abundance, softness, and the absence
of violence (Boudreau et al., 2025; Short et al., 2018; Wappling et al., 2022; Waszkie-
wicz & Bakun, 2020). While this type of game has existed for some time (e.g., The
Sims; Maxis, 2000), the term cozy games emerged only recently. Such games gained
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popularity especially during the COVID-19 pandemic, as they allowed players to
move to a peaceful parallel world where social interactions with others were still
possible, temporarily escaping the harsh and lonely reality of the pandemic (Pearce
et al., 2022). Even after the pandemic, the popularity of cozy games continues.

Although scholarship is limited, researchers have started examining cozy games
alongside their growing player base. The main focus of this research is occupied with
conceptualizing cozy games (Boudreau et al., 2025; Wappling et al., 2022; Waszkie-
wicz & Bakun, 2020)—analyzing, for example, the coziness in this type of game
(Andiloro, 2024; Simond & Klos, 2024)—and investigating what impact they had on
players during the COVID-19 pandemic (Lewis et al., 2021; Pearce et al., 2022; Zhu,
2021). However, little is known about why players choose to play cozy games and
whether their personality traits relate to their play motives for this particular game

type.

Prior research has already distinguished plenty of reasons to play games, such as
fun, competition, or as a pastime (De Grove et al., 2016; Scharkow et al., 2015; Sherry
et al., 2006). Recently, Possler et al. (2024) determined that players are also moti-
vated to experience meaningfulness, intense emotions, and self-reflection (i.e., eu-
daimonic experiences); all experiences that cozy games can elicit based on their
characteristics (Wappling et al., 2022; Waszkiewicz & Bakun, 2020). However, eudai-
monia has mainly been studied as experiences during gameplay, not as motives be-
fore gameplay (Daneels et al., 2021, 2023). Therefore, by examining (eudaimonic)
game motives for cozy games, the current study intends to contribute to this inno-
vative line of research on eudaimonic gaming. Furthermore, players’ personality
traits have previously been studied in relation to game motives. For example, de
Hesselle et al. (2021) found that personality traits from the Big Five model (i.e., open-
ness, conscientiousness, extraversion, agreeableness, and neuroticism; McCrae &
John, 1992) were related to specific gaming motives. However, personality traits of
individuals playing cozy games and how these relate to players’ game motives re-
main understudied. Therefore, this study aims to examine the motives behind play-
ers' selection of cozy games and determine whether players’ personality traits relate
to these motives. An online survey among 277 cozy game players was conducted to
investigate this topic.

Cozy games

Cozy games is a subjective term to describe all games that provoke a feeling of
warmth, safety, and comfort among players (Boudreau et al., 2025; Wappling et al.,
2022; Waszkiewicz & Tyminska, 2024). Short et al. (2018) referred to the coziness of
these games as feelings of safety, abundance, and softness. Safety relates here to
the absence of violent content present in many other (types of) digital games as well
as the ability for players to play at their own pace. Abundance refers to Maslow's
(1943) hierarchy of needs, where cozy games frequently offer players an abundance
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of in-game food and energy (i.e., fulfilling basic needs). By relinquishing the need for
survival, cozy games allow players to focus on higher-level needs such as self-reali-
zation and the initiation of deeper relationships (Wappling et al., 2022; Waszkiewicz
& Bakun, 2020). Finally, softness can be understood as the slow pace and achievable
tasks in cozy games that induce calmness in players (Short et al., 2018). Boudreau
(2024) recently framed this softness as a lack of challenge or ‘demands’, showing
that cozy games typically present little to no challenges in terms of, for instance,
complex input controls (physical demands) or difficult puzzle mechanics (cognitive
demands).

Given that these defining elements involve subjective feelings that differ between
individuals, meaning that any game can potentially be seen as a cozy game (de Pan
& Bosman, 2024; Boudreau et al., 2025), cozy games are not considered a distinct
game genre but rather a type or style of digital game (cf. recent research questioning
the merit of genre labels in modern digital games due to their complexity and hybrid
forms: Bowman et al., 2024). This relates to recent scholarship on the growing incor-
poration of coziness elements into traditionally more violent or non-cozy game types,
such as horror games (Waszkiewicz, 2024), first-person shooters (Smith, 2024),
open-world survival games (Gnat, 2024), and historical games (Vandewalle, 2025).

In addition to subjective feelings, cozy games often have several in-game features
that, on their own, are not unique to cozy games but, when combined, set cozy
games apart from other types of games (Boudreau et al., 2025; Campbell, 2022;
Short et al., 2018; Wappling et al., 2022; Waszkiewicz & Bakun, 2020; Waszkiewicz &
Tyminska, 2024). These characteristics include stylized and less realistic graphics,
soothing soundtracks, easy control and pause mechanics, narrative themes focusing
on helping others and generosity, educational elements, social interactions with
other players and non-playable characters (or NPCs), meaningful play (i.e., players
practicing real-life skills in a safe environment as well as satisfying needs such as
mastery, self-reflection and connectedness), and the absence of stereotypical task
divisions (i.e., each player can perform any activity regardless of gender or other
demographic characteristics, including cooking, fishing, harvesting, and falling in
love). Stardew Valley (ConcernedApe, 2016) exemplifies this last feature, where a
character’s gender is virtually irrelevant to clothing options, physical characteristics,
or romantic relationships.

Besides conceptualizing cozy games, scholarship has examined the growing popu-
larity of cozy games through societal changes such as the COVID-19 pandemic. Neg-
ative events such as the pandemic evoke individuals' need for safety and social, pos-
itive, and heartwarming experiences; all of which can be provided by cozy games
(Waszkiewicz & Bakun, 2020). For example, Pearce et al. (2022) showed through in-
terviews that parents played Animal Crossing: New Horizons (Nintendo EPD, 2020) to
cope with their pandemic-related stress. The game allowed players to psychologi-
cally detach from their stressful reality. It also provided relaxation, offered players
feelings of accomplishment by achieving in-game goals, and gave players a sense of
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control when playing. Cozy games also offered a virtual world during the pandemic,
where players could find both spiritual comfort and the ability to maintain social
contact with friends and family despite physical separation (Lewis et al., 2021; Pearce
et al.,, 2022; Zhu, 2021). While research has investigated the role of cozy games dur-
ing the pandemic, little is known about why players are motivated to play these
games beyond the pandemic context.

Digital gaming motives

Individuals' motives to play digital games have been studied extensively, mainly
through three fundamental frameworks. Via the self-determination theory or SDT,
prior research has shown that players’ needs for competence, autonomy, and relat-
edness motivated their game use (Reinecke et al., 2012; Ryan et al., 2006). The social
cognitive theory or SCT poses that players’ motives are fueled by their expected out-
comes of playing (e.g., performing well or playing to pass the time), which are based
on players' own previous experiences, observations of other players’ behavior, and
their sense of self-efficacy (De Grove et al., 2016; van Rooij et al., 2017). Finally, the
uses and gratifications theory or UGT assumes that players actively select games to
satisfy their needs (similar to SDT), identifying a variety of motives such as escapism,
fantasy, role-playing, social interaction, diversion, competition, and challenge
(Scharkow et al., 2015; Sherry et al., 2006).

These theories have different explanatory mechanisms for game motivation but of-
ten identify similar reasons why people play games. This is shown in syntheses of
existing game motivation research (Holl et al., 2024; Scharkow et al., 2015), coming
up with a range of game motives such as wanting to play games to explore, for es-
capism, to make new friends or to experience a game’s narrative. However, these
overarching game motivation scales fail to include normative motives to play games,
nor do they account for unconscious selection processes (cf. an often-made critique
of the UGT active selection approach: Ruggiero, 2000); both aspects the Digital
Games Motivation Scale or DGMS (De Grove et al., 2016) accounts for. The DGMS is
a validated measurement instrument based on the SCT that consists of eight differ-
ent dimensions to explain players’ gaming motives:

1. Agency: playing games to do what you want to do.

2. Narrative: playing games to experience a convincing story and characters.
3. Escapism: playing games to temporarily escape reality.

4. Pastime: playing games to alleviate boredom and kill time.

5. Performance: playing games to make progress in the game.

6. Social: playing games to interact with others.
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7. Moral self-reflection: playing games because you feel gaming as an activity is
morally correct.

8. Habit: playing games as a routine.

Connecting these motives to cozy games’ characteristics, escapism might be a key
motive, as cozy games rarely include violence and provide players with a relaxing
and safe virtual environment (Waszkiewicz & Bakun, 2020). This has previously been
found in studies linking cozy game play to times of crises, such as the COVID-19 pan-
demic (e.g., Pearce et al., 2022). Moreover, similar to casual games, cozy games have
a softness to them that translates into achievable tasks, easy mechanics, and overall
less demanding player experiences (Boudreau, 2024; Short et al., 2018), making it
easier to progress or perform in a game. Finally, cozy games often include deeper,
meaningful storylines as well as the ability to socially interact with other players
and/or NPCs (Boudreau et al., 2025; Wappling et al., 2022; Waszkiewicz & Bakun,
2020), which was especially useful during Covid-19 (e.g., Pearce et al., 2022). This
implies that individuals might be motivated to play these games for their narrative
and for social reasons. This leads to the following hypotheses:

H1: Escapism will be an important motive (i.e., the average score of this motive
will lie above the scale’s midpoint) for cozy game players.

H2: Performance will be an important motive (i.e., the average score of this mo-
tive will lie above the scale’s midpoint) for cozy game players.

H3: Experiencing the narrative will be an important motive (i.e., the average score
of this motive will lie above the scale’s midpoint) for cozy game players.

H4: Having social interactions will be an important motive (i.e., the average score
of this motive will lie above the scale’s midpoint) for cozy game players.

Interestingly, most of the DGMS motives have been connected both theoretically
(Klimmt & Possler, 2021) and empirically (Possler et al., 2020) to hedonic game ex-
periences of fun and enjoyment, implying these motives can be categorized as more
hedonic-oriented motives. Considering that cozy games often include emotional
narratives and meaningful play (Boudreau et al., 2025; Wappling et al., 2022;
Waszkiewicz & Bakun, 2020), it is also important to consider eudaimonic game mo-
tives, such as seeking meaningful experiences, intense emotions, and self-reflection
(Possler et al., 2024).

Hedonic and eudaimonic gaming motives

Scholarship has traditionally explained media selection in terms of people seeking
pleasure, fun, and enjoyment. Zillmann's mood management theory (1988), for ex-
ample, suggested that individuals tend to choose fun media content to regulate neg-
ative emotions and stress. This focus on hedonic experiences of pleasure, comfort,
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enjoyment, and positive emotions (Vorderer et al., 2004) is also prevalent in games
research. Digital games, especially in their earliest forms, were mainly designed to
elicit enjoyment and distraction among players (Ivory, 2016). More recently, scholars
found that media entertainment can elicit more profound, deeper experiences that
are personally meaningful, emotionally moving, or thought-provoking (Oliver &
Bartsch, 2010). These experiences were categorized under the term eudaimonia,
stemming from Aristotelian philosophy to describe experiences “reflecting virtue,
excellence, the best within us, and the full development of our potential” (Huta &
Waterman, 2014, p. 1427). Translating this to games, Daneels et al. (2021) showed
that players can have eudaimonic experiences while playing games that can be de-
scribed as personally meaningful, emotionally moving, self-reflecting, socially con-
necting, and nostalgic.

Beyond experiences, research has investigated eudaimonic reasons such as seeking
meaning and personal growth when selecting different media entertainment, next
to the prevalent hedonic motives (Oliver & Raney, 2011). However, recent literature
reviews have shown that studies on eudaimonic reasons to play digital games spe-
cifically are virtually absent (Daneels et al., 2021; Holl et al., 2024), instead mainly
examining eudaimonic game experiences (Daneels et al., 2021, 2023). To remedy
this research gap, Possler et al. (2024) explored players’ eudaimonic gaming motives
by extending a gaming motivation scale (Scharkow et al., 2015) with a set of eudai-
monic motives based on eudaimonic game research (Daneels et al., 2021) and pos-
itive psychology (Huta & Waterman, 2014). Eudaimonic reasons included, for exam-
ple, wanting to play a game to grow as a person, reflect on themselves, or experience
something meaningful to players’ own lives (Possler et al., 2024).

These eudaimonic game motives have yet to be studied in a cozy game context.
Through their characteristics, cozy games have the potential to elicit eudaimonic ex-
periences, implying players might be likely to select this game type for eudaimonic
reasons. For instance, having an abundance of in-game resources in cozy games
allows players to focus not on survival but on higher-order needs such as self-reali-
zation, personal development, and the initiation of deeper relationships (Wappling
et al., 2022; Waszkiewicz & Bakun, 2020)—needs that have been linked to eudai-
monia (Huta & Waterman, 2014). Similarly, the softness or slow pacing of cozy
games can allow players to free up more time for self-reflection and engagement in
more emotional elements of a cozy game's story (Short et al., 2018). Additionally,
poignant narrative themes focused on altruism and generosity as well as deeper
social connections with other players and NPCs, which are key elements of cozy
games (Short et al., 2018; Waszkiewicz & Bakun, 2020), have also been identified as
key elicitors of eudaimonic game experiences (Daneels et al., 2020; Oliver et al.,
2016). Based on these insights, we formulated the following hypothesis:

H5: Eudaimonia will be an important motive (i.e., the average score of this motive
will lie above the scale’s midpoint) for cozy game players.



Daneels and Maes ¢ Curled Up With a Good Game 191

Beyond a focus on gaming motives, this study intends to investigate cozy gamers’
personality traits and how they relate to their reasons for playing cozy games, simi-
lar to prior research on digital games in general (de Hesselle et al., 2021).

However, personality traits of individuals playing cozy games and how these relate
to players’ game motives remain understudied.

Personality traits

Individuals' consistent ways of thinking, feeling, acting, and experiencing have been
subsumed under the term personality (Neumann et al., 2020). Several approaches
to personality traits exist. The most widely used perspective is the five-factor model
of personality or Big Five model (McCrae & John, 1992). This model includes five per-
sonality traits of openness to experience, conscientiousness, extraversion, agreeable-
ness, and neuroticism. Despite its frequent use, the Big Five model has faced consid-
erable criticism regarding its many variations, problematically high correlations be-
tween traits, lack of theoretical support, and exclusion of other important traits (Ey-
senck, 1992; Grucza & Goldberg, 2007).

Therefore, we looked at more recently studied approaches of personality traits such
as the Dark and Light Triad personality factors. These perspectives focus on how
individuals are either self-centered or prosocial (Johnson, 2018). The Dark Triad is a
set of three personality traits—Machiavellianism, narcissism, and psychopathy—
that can be considered socially aversive, yet remain within the range of normal func-
tioning (Paulhus & Williams, 2002). While Machiavellianism refers to a manipulative
personality that lacks empathy and has no regard for morality, narcissism relates to
having an excessive admiration for oneself that leads to feelings of uniqueness and
superiority. A psychopathic personality, finally, connects to decreased levels of em-
pathy, violent tendencies, and impulsiveness. In contrast, the Light Triad also con-
sists of three personality characteristics—Kantianism, Humanism, and faith or belief
in humanity—related to having a loving attitude toward others (Kaufman et al., 2019;
Neumann et al., 2020). Kantianism includes the notion that other people are not a
means to an end, contrary to Machiavellianism, and people should be treated with
honesty and respect. Humanism is about appreciating and admiring others, while
belief in humanity concerns the belief in the goodness of other people.

In a gaming context, prior research has shown that players' personality has an im-
pact on their motives and experiences (de Hesselle et al., 2021; Tang et al., 2020).
The Dark Triad has mainly been examined related to negative aspects of games,
such as addiction and aggression. For example, Tang et al. (2020) showed that play-
ers with higher levels of Machiavellianism and psychopathy characteristics scored
higher on indicators of gaming disorder or addiction. Additionally, all three Dark per-
sonality traits were related to gaming disorder when players were motivated to play
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games for escapism or social reasons. Next to this, Jones (2019) found that a psy-
chopathy personality predicted aggressive gaming behavior, while Machiavellianism
predicted addictive gaming behavior. The Light Triad has been studied less in a gam-
ing context. Mejia-Suazo et al. (2025), for instance, recently showed that there was
no significant relation between individuals with Light Triad traits and internet gam-
ing disorder. While the Big Five model has seen considerable attention in game re-
search (de Hesselle et al., 2021), the current study will approach personality using
the more recently formulated and less studied Dark and Light Triad personality
traits, thereby expanding scholarship on personality within a gaming context.

The ability of cozy games to let players experience a slower or less-demanding style
of play, a setting where players need to help others and show generosity without
the need for violence, and the possibility to socially interact with other players and
NPCs on a deeper level (Boudreau, 2024; Short et al., 2018; Wappling et al., 2022;
Waszkiewicz & Bakun, 2020) leads to believe that players who score higher on pro-
social Light Triad personality traits are more appealed to this type of game. There-
fore, we posed the following hypothesis:

H6: Cozy game players will score significantly higher on the Light Triad personal-
ity traits compared to the Dark Triad traits.

Furthermore, Kaufman et al. (2019) showed that individuals’ motives to conduct a
certain activity can be related to their Dark and Light Triad personality characteris-
tics. In terms of Light Triad personality, prosocial individuals who seek to help other
people strengthen their own self-confidence and self-awareness (Schwartz & Sen-
dor, 1999), making them grow on a personal level and enabling them to experience
eudaimonia (Huta & Waterman, 2014). Additionally, having an altruistic personality
might lead to players wanting to experience social connectedness with other players
or in-game characters, which is a eudaimonic experience (Daneels et al., 2021).
Therefore, we expect that players with a Light Triad personality are inclined to play
cozy games for eudaimonic motives such as self-realization and personal growth as
well as for social motives (Possler et al., 2024). Finally, Tang et al. (2020) indicated
that players’ Dark Triad personality traits were connected to playing games for rea-
sons of escapism and social interactions. This led us to the following hypotheses:

H7: Cozy game players’ Light Triad personality traits will be positively related to
their eudaimonic game motives (H7a) and social game motives (H7b).

H8: Cozy game players' Dark Triad personality traits will be positively related to
their social game motives (H8a) and escapism game motives (H8b).

Figure 1 provides a visual overview of the study’s hypotheses, representing the hy-
pothesized relationships between digital gaming motives, personality traits, and
playing cozy games.
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Figure 1. Visual representation of the study’s hypotheses.

PERSONALITY TRAITS

Methods

Procedure

We conducted an online survey using Qualtrics to study cozy game players’ person-
ality traits and gaming motives, allowing us to examine the relationship between
both of them. Before data collection started, respondents were informed about the
purpose of the study, ensured that their data was processed anonymously, and
asked for their written consent. The survey started with several socio-demographic
(i.e., age, gender, nationality) and game-related background questions (i.e., game
frequency, favorite cozy game). Respondents were then asked about their gaming
motives to play a cozy game in the near future. The survey ended with several ques-
tions on respondents’ Light and Dark Triad personality traits.

The full questionnaire and all analysis files can be found on OSF
(https://osf.io/nburd). Surveys took on average 11 minutes 30 seconds to complete
(SD = 9 minutes 42 seconds).

Sample

Cozy gamers were contacted through multiple online communities on Reddit (i.e.,
r/CozyGamers with 79000 members), Discord (e.g., The Cozy Gaming Club, Stardew
Valley, and Unpacking), and Facebook (e.g., Cozy Gamers and Animal Crossing New Ho-
rizons Community). See Appendix 1 (or Supplementary Table A on OSF) for the full
list of included gaming communities. All respondents had to be at least eighteen
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years old to participate in the study. A total of 389 participants filled in the survey.
Through data cleaning, we removed N = 106 respondents who did not fully complete
the questionnaire, N = 2 minors, N = 2 respondents who filled in the survey in more
than two hours, and N = 2 ‘straight liners’ who indicated the same answer for all
items of the motives and/or the personality scales.

The final sample consisted of 277 respondents. Respondents’ ages ranged from 18
to 67 years old, with a mean age of 31.04 (SD = 8.40). The majority of respondents
identified as female (78%), while 10.1% identified as male, 11.9% as non-binary or
gender-fluid, and one respondent preferred not to mention their gender. In terms
of nationality, 48.7% of respondents originated from the USA, 12.3% from the UK,
8.3% from both Canada and Belgium, and 22.4% from 24 other nationalities. They
played on average 2 hours 39 minutes during a weekday (SD = 2 hours 25 minutes)
and 4 hours 41 minutes during a day on the weekend (SD = 2 hours 31 minutes).
Finally, respondents mentioned a range of favorite cozy games. By far the game
most often mentioned was Stardew Valley (45.8%), followed by Animal Crossing: New
Horizons and other games in the Animal Crossing franchise (12.8%), Palia (3.2%), Mine-
craft (3.2%), The Sims franchise (2.8%), Disney Dreamlight Valley (2.8%), and Wylde Flow-
ers (2.5%). See Appendix 2 (or Supplementary Table B on OSF) for the full list.

Measurements

To measure gaming motives, we used the Digital Games Motivation Scale (or DGMS)
by De Grove et al. (2016), as this scale also includes morally normative motives and
habitual reasons to play games that other scales tend to overlook. The scale was
adapted to cozy games, meaning that questions started with “If | were to play a cozy
game in the near future, | would select a game where I...". The scale consists of 43
items across eight motivational dimensions: agency (5 items; e.g., “... can do my own
thing during the game.”; a = .75), narrative (9 items; e.g., “... feel involved in the
story.”; a =.83), escapism (5 items; e.g., “... can put daily reality aside.”; a =.74), pas-
time (4 items; e.g., “... play because | am bored.”; a =.86), performance (4 items; e.g.,
“... get far in the game.”; a = .80), social motive (9 items; e.g., “... keep in touch with
friends.”; a = .92), habit (3 items; e.g., “Gaming is part of my normal routine.”; a =
.82), and moral self-reflection (4 items; e.g., “I feel good about playing games.”; a =
.78).

To measure eudaimonic game motives, we used the recently developed and vali-
dated Motivations of Eudaimonic Gaming (or MEG) scale (AUTHORS [Anonymized
for peer review]). This scale includes 10 items divided into two motivational dimen-
sions: self-realization (7 items; e.g. “... can grow as a person”; a=.86) and meaningful
affect (3 items; e.g. “... feel moved”; a =.74).

For personality, we used the Short Dark Triad (SD3) scale by Jones and Paulhus
(2014) and The Light Triad Scale by Kaufman et al. (2019). The SD3 scale was chosen
because of its earlier validations and limited number of items to avoid survey fatigue
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(Maples et al., 2014). The scale consists of 27 items spread across three personality
traits: Machiavellianism (9 items; e.g., “I like to use clever manipulation to get my
way.”; a =.77), narcissism (9 items; e.g., “l know that | am special because everyone
keeps telling me so.”; a=.75), and psychopathy (9 items; e.g., “People who mess with
me always regret it.”; a = 75). Kaufman et al.'s (2019) Light Triad scale, chosen be-
cause of its brevity as well as being the only validated scale to measure Light Triad
personality traits (to our knowledge), consists of 12 items for three personality traits:
Humanism (4 items; e.g., “I tend to applaud the successes of other people.”; a =.70),
belief in humanity (4 items; e.g., “I think people are mostly good.”; a = .68), and Kant-
ianism (4 items; e.g., “I prefer honesty over charm.”; a = .45). As Kantianism showed
poor internal consistency (i.e., <.70), and removing items did not improve the relia-
bility of this dimension, this set of personality traits was excluded from the analyses.
This may have been caused by the alternation of positively and negatively worded
items in the Kantianism scale, in contrast to the exclusively positive wording in the
other two Light Triad dimensions. Such alternation has previously been shown to
lead to misinterpretations and mistakes by respondents, which, in turn, lowers the
internal reliability of scales (Sauro & Lewis, 2011; Zeng et al., 2024).

All main variables were measured with a Likert scale ranging from 1 (“Strongly disa-
gree”) to 7 (“Strongly agree”).

Results

Motives to play cozy games (H1-H5)

Means and standard deviations were calculated for all dimensions of gaming mo-
tives (see Table 1), testing hypotheses 1 through 5. Overall, respondents were
mostly motivated to play cozy games for reasons of moral self-reflection (M = 6.06;
SD = .87) and agency (M = 5.80; SD = .68). This means that respondents choose to
play cozy games mainly because they believe that playing these games is morally
correct and because these games allow them to do what they want to do.

Mean Standard Deviation
Motivation
Moral Self-Reflection? 6.05 .87
Agency? 5.80 .68
Escapism? 5.72 .87

Meaningful Affect (Eudaimonia)? 5.59 .98
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Narrative? 5.42 .80
Performance? 5.09 .98
Habit? 499 1.39
Pastime? 4,58 1.35
Self-Realization (Eudaimonia)? 4,53 1.12
Social® 3.49 1.33
Personality

8 Humanism® 5.87 82

=

=y Faith in humanity® 4.81 1.08

-

- Machiavellianism?® 3.60 .94

©

2 Narcissism¢ 3.19 92

)

e

Psychopathy® 2.42 .85

Note: N2 = 277: NP =275; N¢=274; On a scale from 1-7.

Table 1. Descriptive statistics for gaming motives and personality traits.

Testing our hypotheses of whether certain motives are important in the selection of
cozy games (i.e., by scoring on average above the midpoint of the scale, so above 4
out of 7), we found that the motives of escapism (M = 5.72; SD = .87; confirming H1),
performance (M = 5.09; SD = .68; confirming H2), the narrative (M = 5.42; SD = .80;
confirming H3), eudaimonic meaningful affect (M = 5.59; SD = .98; confirming H5),
and eudaimonic self-realization (M = 4.53; SD = 1.12; confirming H5 as well) were
important to play cozy games. Only the social motive scored below the scale’s mid-
point (M = 3.49; SD = 1.33), as it was the least important reason for playing cozy
games, rejecting H4.

Beyond hypothesis testing, we conducted a repeated measures ANOVA to see
whether respondents’ motives to play cozy games differed significantly from one
another.” Mauchly's test indicated that the assumption of sphericity had been vio-
lated (x3(44) = 494.388, p <.001) and the Greenhouse-Geisser estimate of sphericity

T While typically used to analyze differences in mean scores of one variable measured over
more than two time points, a repeated measures ANOVA is also useful to determine signifi-
cant differences between means of more than two conditions or dependent variables of the
same type (Sullivan, 2008)—in our case, the different gaming motives.
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was below .75 (g = .72). Therefore, we used the Greenhouse-Geisser corrections for
the within-subjects test (Field, 2009).

The overall model was significant: F(6.436,1776.469) = 181.935, p <.001, partial n2 =
.397, indicating that there are significant differences between the different gaming
motives. To examine which motives are significantly different, we conducted post-
hoc pairwise comparisons based on Bonferroni corrections (see Supplementary Ta-
ble C on OSF for all mean differences and p-values). These comparisons showed the
following sequence from most to least important motives to play cozy games:

1. Moral self-reflection: scored significantly higher than all other motives.
a. p=.007 with agency.
b. p <.001 for comparisons with all other motives.

2. Agency, escapism, and eudaimonic meaningful affect: scored on the same
level of importance (p > .059).

a. They scored significantly higher than the other motives (p <.001), ex-
cept for moral self-reflection (see above). There was also no significant
difference between eudaimonic meaningful affect and narrative (p =
.052).

3. Narrative: scored significantly higher than the other lower-scored motives (p
<.001).

4. Performance and habit: scored on the same level of importance (p = 1.00)

a. They scored significantly higher than the other lower-scored motives
(p <.001).

5. Pastime and eudaimonic self-realization: scored on the same level of im-
portance (p = 1.00)

a. They scored significantly higher than the social gaming motive (p <
.001).

6. Social motive: scored significantly lower than all other gaming motives

Cozy game players’ personality traits (H6)

Descriptives (means and standard deviations) were also calculated for all dimen-
sions of the Light and Dark Triad personality traits (see Table 1, above), testing hy-
pothesis 6. We found that respondents on average scored higher on the Light Triad
personality traits (Humanism: M = 5.87; SD = .82 and faith in humanity: M = 4.81; SD
= 1.08), while they scored lower on the Dark Triad characteristics.
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To investigate whether these differences were statistically significant (and test H6),
we conducted another repeated measures ANOVA with the Dark and Light Triad
personality traits as within-subjects variables. Mauchly's test indicated that the as-
sumption of sphericity had been violated (x%(9) = 291.605, p<.001) and the Green-
house-Geisser estimate of sphericity was below .75 (¢ = .61). Therefore, we used the
Greenhouse-Geisser corrections for the within-subjects test (Field, 2009).

The overall model was significant: F(2.423,661.610) = 610.843, p <.001, partial n? =
.691, indicating that there are significant differences between the different person-
ality traits. Post-hoc pairwise comparisons based on Bonferroni corrections (see
Supplementary Table D on OSF for all mean differences and p-values) showed that
respondents scored significantly higher (p <.001) on the two Light Triad personality
traits (i.e., faith in humanity and Humanism) compared to the Dark Triad personality
traits of Machiavellianism, narcissism, and psychopathy. This confirms H6, showing
that cozy players assess themselves as having more positive and compassionate
personality traits.

Relationship between cozy game motives and personality traits
(H7-HS)

Finally, we wanted to examine how cozy players’ personality traits are related to their
specific game motives, focusing specifically on the eudaimonic, escapism, and social
motives (i.e., those with concrete hypotheses: H7 and H8). An initial correlation anal-
ysis showed that respondents’ Light Triad personality trait of Humanism was posi-
tively and significantly correlated to the eudaimonic meaningful affect motive (r =
.326; p <.001), the eudaimonic self-realization motive (r =.156; p = .010), and the
social motive (r =.154; p =.011); while none of the motives were significantly corre-
lated with the Light Triad trait of faith in humanity. In terms of Dark Triad traits, we
found that Machiavellianism was significantly and positively correlated to escapism
as a motive (r = .125; p =.038), while both narcissism (r = .182; p = .002) and psy-
chopathy (r =.218; p <.001) are positively and significantly correlated with the social
motive. Table 2 shows the full correlation matrix of all motivational and personality
traits dimensions.
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1. 2. 3. 4, 5. 6. 7. 8. 9 10. 11 12. 13. 14. 15.
Moral Self-Reflection (1) 1
Agency (2) -012 1
Escapism (3) 118 349%*% 1
Meaningful Affect (4) 216%FF 199FKk 3320k
Narrative (5) A79Rk 218k 28GRRR SATEEE
Performance (6) .063 265%FE 228k kk  DABKRk  327FEE
Habit (7) 362+ 110 215%kF 121 A89FF  147% 1
Pastime (8) S183%%  22g%kk  DqgEkk (27 104 263%%  119% 1
Self-Realization (9) 144x 225%kk  375kkE 53wk GLiwkk  3oDwkk  D7QkkE (42% 1
Social (10) .059 123%* .066 264%*%  P8Gk*k 31 kkk 193%* 102 A46FF* 1
Humanism (LT) (11) 71 103 .070 326%*%  182%* -.109 -.032 .009 .156* 154* 1
Faith in Humans (LT) .066 .059 .005 13 .039 -.092 -074 .062 -.036 .064 .500%** 1
(12)
Machiavellianism (DT) -.053 .085 125% -.058 137* 256%** .228*** 21 1%%* 182%* 116 -388%*k . 323%k* 1
(13)
Narcissism (DT) (14) .000 .093 -.040 .070 .068 A71%* .014 -016 .168** .182*%* -.021 .017 281 %** 1
Psychopathy (DT) (15) -.050 .135% .089 .010 .046 149% 195%* 143* 257*** 218%*% . 327**k . 3AGk*k  [Q**E 34 k** 1

Note: *p <.05; **p < .01; ***p <.001; DT = Dark Triad, LT = Light Triad

Table 2. Correlation matrix between gaming motives and personality traits.
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We conducted four separate stepwise regression analyses, one for each gaming mo-
tive we had a hypothesis on (i.e., both eudaimonic motives, escapism, and social

motive), to further test the hypothesized relationships. For each analysis, the gaming

motives were used as dependent variables, while the control variables (age, gender,
nationality, education, and game frequency) and the different personality trait di-

mensions were the independent variables (see Table 3). No multicollinearity prob-

lems were found across the four regression models, as the highest VIF value was

1.76.
Motives Eudaimonic  Eudaimonic Escapism Social
Self-realiza-  Meaningful Af-
tion fect
| | 1
B B B B
Nationality 104 .140* -.051 .043
Age -.076 -.017 -.048 -121*
o
= Gender .163** .077 .070 .034
= Education -.062 -.066 -.039 -.088
2
S Game Frequency .155* .055 .034 .266***
v (Weekend)
Game Frequency .064 .086 119 .043
(Weekday)
® Humanism .258%*+* .396%** .085 167*
=
%0 Faith in Humanity -.059 -.043 .021 .075
=
< Machiavellianism 167* .037 .163* .054
©
'; Narcissism .085 .056 -.095 126*
5
Psychopathy 143 .053 .007 .168*
I I I I
R? 219 167 .069 .233

Note: N = 257; *p<0.05; **p<0.01; ***p<0.001; Statistically significant relationships in bold.

Table 3. Linear regression analysis with personality traits and gaming motives.
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For both the eudaimonic self-realization ( = .258; p <.001) and meaningful affect
motives (3 = .396; p <.001), results showed that the Light Triad personality trait of
Humanism was a strong positive and significant predictor of playing cozy games for
eudaimonic reasons. However, the second Light Triad trait faith in humanity was no
significant predictor for either of the eudaimonic motives. This partly confirms H7a.
The same regression analysis also showed that the Dark Triad personality trait of
Machiavellianism was a moderately strong positive and significant predictor of the
eudaimonic self-realization motive (3 =.167; p = .025). Regarding social reasons to
play cozy games, the regression model shows that the Light Triad personality trait
of Humanism (B =.167; p =.023) and the Dark Triad personality traits of psychopathy
(B =.168; p =.024) and narcissism (B =.126; p = .043) were moderately strong posi-
tive and significant predictors, while faith in humanity and Machiavellianism were
no significant predictors. These results partly confirm H7b (Light Triad) and H8a
(Dark Triad). Finally, we found for the escapism motive that only the Dark Triad per-
sonality trait of Machiavellianism was a moderately strong positive and significant
predictor (8 =.163; p =.0.44), partly confirming H8b.

Discussion

Cozy games, increasingly popular since the COVID-19 pandemic, have seen limited
academic interest, in particular regarding who plays them and why. Therefore, the
present study investigated why players choose these games, what personality traits
cozy game players have, and how players’ personality traits relate to their game mo-
tives.

Playing cozy games for various reasons, except social interactions

For gaming motives, the results confirmed most of our hypotheses: escapism (H1),
performance (H2), narrative (H3), and both eudaimonic motives of meaningful affect
and self-realization (H5) were important motives for cozy game players, with average
scores above the scale’s midpoint.

As expected, players tend to choose cozy games to escape from their daily lives,
which is especially relevant during crises such as the COVID-19 pandemic (Lewis et
al., 2021; Pearce et al., 2022; Zhu, 2021). While escapism often has a negative con-
notation—escaping into games can lead to, for example, excessive gaming—escap-
ism can also be healthy, for instance, as a way of coping with daily life and stress
(Kosa & Uysal, 2020). Due to their lack of violence, slow pacing, and overall safe and
inviting environments (Boudreau et al., 2025; Wappling et al., 2022; Waszkiewicz and
Bakun, 2020; Waszkiewicz & Tyminska, 2024), cozy game players seem well-suited
to allow players to temporarily escape. Furthermore, playing cozy games to swiftly
progress and perform well (i.e., performance motive) can be explained by their char-
acteristic softness, which implies cozy games have achievable tasks, easy mechanics,
and are typically less demanding for players (Boudreau, 2024; Short et al., 2018;
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Waszkiewicz & Bakun, 2020). Since most cozy games are easy to play, players will
more likely expect to perform well. Additionally, wanting to play cozy games for their
narrative aligns with the idea that cozy games often include deeper storylines with
themes like empathy, altruism, and generosity (Boudreau et al., 2025; Waszkiewicz
& Bakun, 2020). This is not surprising, as the narrative has been found as a key mo-
tivator for game use in general (De Grove et al., 2016; Scharkow et al., 2015).

Moreover, we confirmed that eudaimonia was a strong deciding factor in the selec-
tion of cozy games. Their abundance of in-game resources allows players to engage
in meaningful play, or becoming a better person through self-realization and per-
sonal growth (Wappling et al., 2022). In addition, cozy games’ slow pacing lets players
focus on self-reflection and get caught up in emotional storylines (Short et al., 2018).
Both of these aspects explain why eudaimonic self-realization was identified as an
important motive. Furthermore, the second dimension of eudaimonic motives, eu-
daimonic meaningful affect, was even more important in selecting cozy games. As
cozy games are frequently described as wholesome through the inclusion of poign-
ant and empathic storylines and characters as well as cute aesthetics (Boudreau et
al., 2025; Campbell, 2022; Wappling et al., 2022; Waszkiewicz & Tyminska, 2024),
which have been previously identified as key elicitors of eudaimonic game experi-
ences (Oliver et al., 2016), players seemingly choose to play these games to feel
moved or experience heartwarming moments while playing (i.e., eudaimonic mean-
ingful affect). These findings also support the existence of eudaimonic gaming mo-
tives (Possler et al., 2024). Interestingly, we found that meaningful affect was a sig-
nificantly more important motive than self-realization. Whether this difference only
exists in cozy games or whether this persists in other game types should be explored
in future research.

Unexpectedly, players were not as motivated to play cozy games for social reasons
(H4) as we anticipated. Respondents scored this motive significantly lower than all
other motives. On average, it was the only motive in this study rated below the
scale’'s midpoint, despite cozy games providing plenty of social interactions with
both human players and NPCs (Wappling et al., 2022; Waszkiewicz & Bakun, 2020)
and despite social motives being prevalent throughout game motivation research
(Sherry et al., 2006; Scharkow et al., 2015). This could be the result of using the Digital
Games Motivation Scale (DGMS) by De Grove et al. (2016), which focuses only on
socializing with other human players within its scale questions, leaving out interac-
tions with NPCs. Player-avatar relationships are a key element of gaming in general
(Banks & Bowman, 2016) and of cozy games in particular (Wappling et al., 2022;
Waszkiewicz & Bakun, 2020). Excluding such (para)social interactions from the cur-
rent study’s operationalization of social motives may lead to misinterpreting the cur-
rent findings, as social reasons could also be an important motivational driver for
cozy games when player-avatar relationships are considered. Future research
should therefore consider players’ social motives for interacting with NPCs, by look-
ing into other measurements such as Bowman et al.'s (2016) character attachment
scale or Banks et al.'s (2019) common player-avatar interaction (cPAX) scale. Another
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explanation for this surprising finding could be the nature of our respondents. Half
of our sample were fans of the cozy game Stardew Valley (ConcernedApe, 2016), a
farming simulator that mostly focuses on interactions with NPCs and less with other
human players (although there is the possibility to play with friends in a cooperative
setting). While respondents were asked to rate their motives for playing cozy games
in general rather than for their favorite cozy game, the combination of this very spe-
cific player population (see Limitations) and the absence of questions about players’
social motives to interact with NPCs may have biased our results.

The Light Triad personality traits of cozy gamers

As expected, cozy game players scored significantly higher on Light Triad traits than
Dark Triad traits, supporting H6. This can be explained by cozy games’ slower pacing,
frequent collaborative settings, and altruistic and empathic narratives (Boudreau et
al., 2025; Wappling et al., 2022; Waszkiewicz & Bakun, 2020). Our findings indicate
that cozy gamers overall have a prosocial personality (Johnson, 2018), appreciate
others, and believe in the good of humanity (Kaufman et al., 2019)—contributing to
the scarce scholarship that examines players’ Light Triad personality traits (Mejia-
Suazo et al., 2025). However, given that Kantianism was not included in the analysis
due to poor internal reliability, we can only conclude that cozy gamers scored signif-
icantly higher on two out of the three Light Triad personality traits.

Furthermore, the lower scores for all three Dark Triad personality traits show that
these traits contradict key characteristics of cozy games: for instance, psychopathy,
which indicates a low level of empathy, contrasts strongly with cozy games’ empathic
narrative themes (Waszkiewicz & Bakun, 2020). However, caution is needed when
interpreting these results due to their self-report nature. Respondents could have
presented themselves more favorably than their true personality (i.e., socially desir-
able responding bias in personality research; Paulhus, 2002).

Motives and personality traits matched

Finally, building on prior research (de Hesselle et al., 2021; Tang et al., 2020), we
investigated whether players’ personality traits related to their play motives. Hu-
manism (i.e., Light Triad personality) was positively related to both eudaimonic self-
realization and meaningful affect (partially confirming H7a), and to the social motive
(partially confirming H7b). Schwartz and Sendor (1999) found that helping others (cf.
Humanism) can contribute to someone’s self-confidence and self-awareness, which
ties in with the eudaimonic game motives for self-realization and personal growth
(Possler et al., 2024). Similarly, eudaimonic meaningful affect, or being motivated to
experience awe of others and feel uplifted when others do good deeds, is closely
related to the Humanism aspects of appreciating and admiring others (Kaufman et
al., 2019). More so, being humane and open toward others might lead players to
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become motivated to play games for social reasons. However, future research could
further investigate this speculative explanation.

Regarding Dark Triad traits, both narcissism and psychopathy were positively re-
lated to social motives (partially confirming H8a), while Machiavellianism was posi-
tively related to escapism (partially confirming H8b); confirming previous research
by Tang et al. (2020). Surprisingly, Machiavellianism was positively connected to the
eudaimonic self-realization gaming motive. One possible explanation for this finding
is that it reflects a spurious association, or false correlation. In regression analyses
using cross-sectional (non-causal) data, it is possible to detect statistically significant
relationships that do not represent actual causal links in reality (Ghouse et al., 2024).
Typically, such spurious relationships occur when a third, confounding variable is at
play. In our case, this is illustrated by the relatively low average scores on the Dark
Triad Machiavellianism trait in our sample, particularly compared with the Light
Triad traits and the eudaimonic self-realization gaming motive. This suggests that
most respondents did not in fact report Machiavellian personality characteristics,
making it likely that the observed association is a statistical artifact rather than a
genuine relationship. Alternatively, since individuals with stronger Machiavellian
personality traits tend to pursue personal goals at the expense of others (Rauthman,
2012), they may be strongly motivated to seek self-realization and personal devel-
opment, both core elements of inward-driven eudaimonia (Oliver et al., 2018). In this
case however, cozy game players with Machiavellian traits may define personal
growth in more self-serving terms. Important to note here is that this Machiavellian
interpretation of personal growth does not align with the more virtuous, eudaimonic
understanding of the same concept (Huta & Waterman, 2014), as some of the psy-
chological processes that typically support eudaimonic responses (e.g., prosocial ori-
entations) may be incompatible with self-centered personality traits. This second,
speculative explanation, as well as the potential relationship between eudaimonia
(and eudaimonic play motives) on one hand and antisocial personality traits or out-
comes on the other hand, needs further investigation (Daneels et al., 2023).

Limitations

The decisions made in this study have also introduced certain limitations that should
be considered when interpreting the findings. First, participant recruitment resulted
in an overrepresentation of female players, which could have impacted our results.
For instance, Neumann et al. (2020) found that Dark Triad personality traits are more
common in men and Light Triad in women (i.e., women having a more caring and
nurturing personality, perhaps largely because societal norms enforce this expecta-
tion: Bem, 1993). This could be an underlying bias to our findings that cozy gamers
score significantly higher on Light Triad personality traits. Future research should
therefore collect a more gender-balanced sample when studying cozy games.

Second, nearly half of the respondents mentioned Stardew Valley (ConcernedApe,
2016) as their favorite cozy game. Although they were asked about their motives as
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‘playing any cozy game in the near future’, having their favorite cozy game such as
Stardwey Valley in mind may have biased their responses toward that particular
game. Similarly, some respondents mentioned games like The Last of Us (Naughty
Dog, 2013) or Fortnite (Epic Games, 2017) as their favorite cozy game, even though
these games do not align with current definitions of cozy games (Short et al., 2018;
Wappling et al., 2022; Waszkiewicz & Bakun, 2020). This suggests that cozy games as
a game type are still subjective, requiring further examination in future research. A
more diverse sample with varying preferences for and experiences with cozy games
could also lead to more representative findings in future studies.

Third, the cross-sectional design of our study limits the ability to make causal claims
about the relationship between players’ personality traits and their motives for
choosing cozy games. To address this, future research should employ an experi-
mental design, not only to study this particular relationship but also to investigate
how players’ motives for playing cozy games could predict (1) their actual cozy game
use, (2) their hedonic and eudaimonic experiences while playing these games, and
(3) positive outcomes of cozy game play, like players’ well-being.

Conclusion

Cozy games, known for their relaxing and easy gameplay, have gained popularity
during the COVID-19 pandemic and beyond. While academic research has mostly
focused on defining cozy games and their impact during the pandemic, little is
known about who plays cozy games or why. An online survey among 277 cozy game
players first revealed several key play motives, including moral self-reflection or be-
lieving that playing cozy games is a morally sensible activity, agency, escapism, eu-
daimonic meaningful affect, and interest in the game's narrative. Interestingly, play-
ing cozy games to have social interactions with other players was the least important
motive. Furthermore, cozy game players self-reported higher levels of Light Triad
personality traits, specifically Humanism and faith in humanity, compared to Dark
Triad traits. Additionally, players who scored higher on Humanism were more likely
to play cozy games for eudaimonic and social reasons. However, players with higher
Dark Triad traits were also motivated by eudaimonic self-realization, social interac-
tions, and escapism.

These findings provide new insights into why people play cozy games, highlighting
eudaimonic game motives and further validating a recently developed scale meas-
uring these specific game motives. It also connects Light Triad personality traits to
gaming motives, for the first time to our knowledge, advancing research on person-
ality and digital games in general, and cozy games in particular.
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Appendix 1

Facebook

Official Peeps of Cozy Gaming

Cozy gaming

Cozy Gamers

Cozy Millennial Gamers

Animal Crossing New Horizons Community
Animal Crossing New Horizons NL/BE
Stardew Valley Community

Cozy Grove Switch Players

Story of Seasons & Harvest Moon
Palia

Faefarm Community

Reddit

r/CozyGamers

Discord

The Cozy Gaming Club

Cat is Loaf

Stardew Valley

Payton's Corner *

Unpaking

Fleurs *

Jerrrs *

Queendom of Lady Brittany *

Animal Crossing New Horizons

| |
Note: Discord communities marked with ‘*', are online communi-
ties of cozy game streamers and YouTubers.

Table 4. List of gaming communities where the survey was spread.
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Appendix 2

Percentage
Stardew Valley 45%
Animal Crossing (New Horizons + Pocket Camp + New Leaf) 12,8%
Minecraft 3,2%
Palia 3,2%
The Sims 2,8%
Disney Dreamlight Valley 2,8%
Wylde Flowers 2,5%
Unpacking 2,2%
Spiritfarer 1,8%
Cozy Grove 1,4%
Fae Farm 1,1%
Harvest Moon 1,1%
My Time at Sandrock 1,1%
A Little to the Left 0,7%
Coral Island 0,7%
Dragon Quest Builders 2 0,7%
Genshin Impact 0,7%
Wildermyth 0,7%
A Short Hike 0,4%
Bluey The Videogame 0,4%
Cats and Soup 0,4%
Chess 0,4%
Coffee Talk 0,4%
Deemo 0,4%
Dinkum 0,4%
Firewatch 0,4%
Fortnite 0,4%
Garden Paws 0,4%
Gris 0,4%
Happy Color 0,4%

Horizon Zero Dawn: Forbidden West 0,4%
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House Flipper 0,4%
I Was a Teenage Exocolonist 0,4%
Journey 0,4%
Lake 0,4%
Later Alligator 0,4%
Life is Strange: True Colors 0,4%
Little Witch in the Woods 0,4%
Mineko’s Night Market 0,4%
Mutazione 0,4%
My Time at Portia 0,4%
Ooblets 0,4%
Ori and the Blind Forest / Will of the Wisps 0,4%
Pikmin 0,4%
Pokémon GO 0,4%
Pokémon Soul Silver 0,4%
Potion Craft 0,4%
Potion Permit 0,4%
Raft 0,4%
Romance Club 0,4%
Rune Factory 0,4%
Skyrim 0,4%
The Last of Us 0,4%
The Legend of Zelda: Breath of the Wild 0,4%
TOEM 0,4%
Trio of Towers 0,4%
Unpacking 0,4%
Usagi Shima 0,4%
Note: N = 277

Table 5. List of favorite cozy games mentioned by respondents (in %).



