


Abstract
This study aims to create a deeper understanding of players and their behavior and

experience with cozy games by exploring what cozy is both within game context and also

outside of game context. This paper examines emotions and well-being related to games,

what kind of an impact games can have on players. Descriptions of the term cozy and

wholesome are looked into and how games and contexts outside of games relate. A number

of players participated in a questionnaire and interview to explore different experiences and

reasons for playing cozy games.

The findings suggest that there are a wide variety of motivations for playing games and needs

from a human experience. Among the needs and motivations are a feeling of peacefulness,

comfort and emotional connection where coziness in a game is able to facilitate these.

Keywords: Cozy, Coziness, Cozy games, Emotions, Game User Experience, Well-being,

Wholesome
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1 Introduction
There are games that are violent, fast-paced and competitive and widely popular such as

PUBG Battlegrounds (PUBG Studios, 2017) with a peak of 3,2 million players in January

2018 (SteamCharts, 2018) and Fortnite (Epic Games, 2017) with a peak of 44.7 million

players on 4th November 2023 (Fortnite, 2023). Because of games and its popularity, the

effects that video games can have on health is generating different research, both positive

effects and negative effects (Männikkö et al. (2020); Anderson et al. (2010); Vuorre, et al.

(2022). What do players themselves report? Who are they? What are the reasons for play?

The Entertainment Software Association (ESA, 2023) is an association in the U.S and

reported that the average age of players who play video games are 32 years old in 2023. 53%

of the players identify as male and 46% of the players identify as female. Majority of the

players reported that there are benefits of playing video games, such as it brings people joy, it

provides mental stimulation, it provides stress relief, it brings different people together and

creates a feeling of community. The average playtime in the U.S is 12.8 hours per week.

Video Games Europe (VGE, 2022) reported the same age as ESA did in 2023, the average age

of players who play video games is 32 years old in Europe and that 76% of video game

players are 18 years or older. 46.7% of players are women and the average age is 33 years old.

The average playtime in Europe is 9 hours per week.

A report by national trade associations (NTAs) (Video GamesEurope, 2023) looked at the

interest and behavior of players in twelve different countries. Players reported that the top

reasons for playing video games are to have fun, to pass the time and for stress

relief/relaxation. It is also reported that players feel less stressed, less anxious and less

isolated/lonely while playing video games. On a weekly basis, 51% reported that they played

with other people online.

With the context of who plays video games and the reasons for it, research on aspects of play,

the emotions it can create and a relatively new phenomenon, cozy games, will be introduced

in the first part of this study. The second part, chapter 3, examines why research regarding

coziness in games is important and the process in how this is examined is described.

Interviews and a questionnaire was used for participants to share their experience in cozy

games and the analysis and result is presented in chapter 4. The last part, chapter 5, includes

a summary, discussions and limitations of the study and possible future research this study

is a bridge for.
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2 Background

2.1 Emotions and well-being at play
Granic et al. (2014) discuss studies regarding children and adolescence and the benefits of

playing video games. The benefits raised are social, motivational, emotional and cognitive.

The broaden-and-build theory (Fredrickson, 2001) is an example of the studies in Granic et

al. (2014). The study suggests that when experiencing positive emotions it helps broaden

one’s approach to different situations in life. The positive emotions accumulated by earlier

experiences improves coping and later builds psychological resilience and emotional

well-being, thus creating an upward spiral. The interpretation is that one should not replace

one’s negative emotions, but rather build resilience to be able to better cope with possible

negative situations.

Regarding coping and also personal growth, some players turn to video games when there

are personal struggles. Iacovides and Mekler (2019) study shows the role in which games can

have during difficult life experiences. Six themes were developed in total, where “much

needed respite” is one of the themes, meaning, games were used as a temporary break from

daily stress and trauma. “Dealing with feelings” is another theme which were games that

helped players to work through their feelings of a certain situation, for example some games

raise awareness to sensitive topics like anxiety or depression and players reported that such

games helped them deal with their own struggles. Connection is another theme that is

discussed where they mention that connection to something else can be beneficial. Worth

noting is that it was also seen that games can be detrimental to well-being if it was used to

avoid dealing with their struggles, escapism. Definition of escapism from Oxford Dictionary

(n.d.) is: “an activity, a form of entertainment, etc. that helps you avoid or forget unpleasant

or boring things”. There are several studies that have researched video games and escapism,

both positive and negative aspects, Kardefelt-Winther (2014) is one of the studies. If a game

is satisfying a need, there may be a higher desire to continuously engage in the game, which

can lead to excessive gaming. The study by Kardefelt-Winther (2014) suggests that stress and

low self-esteem is impacting the outcome negatively of escapism. In contrast, there are

studies that show positive outcomes of escapism (Warmelink et al., 2009). Escapism is

complex and it is important to remember that there are potential downsides with escapism

and can impact one’s well-being.

Another study that discusses well-being in relation to games, is a study regarding nostalgia in

video games and the positive influence it can have on a player’s well-being (Bowman &Wulf,

2023). The definition of nostalgia from Oxford Dictionary (n.d.) is “a sad feeling mixed with

pleasure when you think of happy times in the past”. Bowman and Wulf (2023) argues that

nostalgia can positively influence a player’s well-being, such as creating and maintaining

friendships or feeling that video games are personally meaningful. It has also been linked to

social relatedness, where a study had an example of players recalling gaming memories of

bonding with others. The study showed increased vitality, optimism for one’s current

situation and social connectedness of the players when nostalgia was at play. It is also

discussed in the article that nostalgia could possibly foster deeper connection to in-game

characters, experiences and environments.
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As seen in the studies by Iacovides & Mekler (2019) and Bowman & Wulf (2023), social

connection (among other needs) in games may have a beneficiary role, in which Granic et al.

(2014) also discuss in their paper, as well as prosocial behavior. There are studies that

suggest that cooperation in games provides prosocial behavior even if the game is violent,

and even outside of game context.

MMORPG’s (Massively Multiplayer Online role-playing games) are often played with many

other players with the possibility of meeting emotional needs or need for social connection. A

study by Yee (2006) shows the complex nature of why MMORPG’s are played. The players in

the study reported that they played games to make friends, form supportive social networks,

escape from real-life stress or enjoyment of a fantasy world. Some even reported that the

relationships in games are the same as, or even better than, relationships outside of games.

But there are not always positive experiences, it is also mentioned that some players have the

most annoying or infuriating experiences in games which further enhances the complex

nature.

To continue on the complex nature, Vella et al. (2020) did a study on social connection and

the potential gender differences in online games. Performance anxiety is discussed and that

female players create coping strategies because of a concern to confirm the stereotype that

women are “inferior or less talented gamers than men through underperformance” (Vella et

al. 2020) and that this also might reduce the opportunity for social connection. What is the

gamer stereotype?

Paaßen et al. (2017) study looked at definitions of a “gamer” and depending on the strictness

of criteria, the definition differs. Some of the mentioned criterias are; how much time is

invested in games, players who self-identify as gamers, genre of the games, design elements

and content in games and skill level of a player. Paaßen et al. (2017) also discusses that male

gamers in different media such as newspapers, youtube, esports are much more visible than

female gamers and that can strengthen the male stereotype.

The aforementioned studies discuss potential benefits and drawbacks games and game

environments have on a player’s emotions and needs. Fredrickson (2001) argued that when

experiencing positive emotions, it can help broaden one’s approach and build resilience.

Video games have the potential to create strong positive emotional experiences according to

Isbister (2016). Two qualities, choices and flow is described as a way to achieve a strong

positive emotional experience

The term “flow” was first introduced by psychologist Mihaly Csikszentmihalyi. Flow is a

mental state where one is fully immersed in an activity that everything else seems to melt

away, potentially even personal struggles. There is also research suggesting that flow can

help alleviate anxiety (Mao et al. 2020) or reduce burnout (Aust et al. 2022).

To achieve flow, there should be a balance between skill and challenge of an activity.

Csikszentmihalyi (1997) lists eight factors defining flow state:

● a challenging activity requiring skill

● a merging of action and awareness

● clear goals

● direct, immediate feedback

● concentration on the task at hand
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● a sense of control

● a loss of self-consciousness

● an altered sense of time

Flow is an attractive state of mind in games, where developers often try to design their games

with the possibility for players to achieve flow. The design of the game Journey

(Thatgamecompany, 2012) was created with flow in mind and received multiple nominations

and awards (Isbister, 2016).

2.2 Cozy and Wholesome
Cozy and wholesome games are increasing in popularity among gamers even though they are

relatively new within academia. Wholesome Games (https://wholesomegames.com/) is a

community that started in 2019 by Matthew Taylor where they are curating wholesome

games. They are describing wholesome games as games that provide compassion, comfort

and coziness. During a Game Developers Conference (GDC) (Taylor et al. 2023) they discuss

the concept of wholesome and cozy and that there are differences: “wholesomeness can

sometimes address uncozy topics in a really gentle and compassionate manner” and that

wholesome can be more inclusive than cozy since cozy is just one type of feeling. They

mention that they do not want to have a strict definition of such types of games and believe

that it is subjective.

When looking at Google Trends (n.d.) and comparing “cozy games” and “wholesome games”

the past five years worldwide, “cozy games” is searched more than “wholesome games” when

using google search engine.

Figure 1 “Wholesome games” and “Cozy games” comparison. Accessed February 5, 2024.

Taylor et al. (2023) provided statistics during GDC on the number of views of the hashtags

“#cozygames” and “#wholesomegames” on X (previously Twitter) (https://twitter.com/)

where #cozygames had over 753.4 million views and #wholesomegames had 195.1 million

views. This indicates that the term cozy games is more accepted by a wider audience. What

are cozy games? What are wholesome games? To give a better understanding of these two

terms, the words cozy and wholesome will further be explored both from a perspective

outside games but also within games.
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Starting with the definitions of cozy and wholesome from Oxford Dictionary (n.d) they are

defined as:

“Cozy

Warm, comfortable and safe, especially because of being small”

“Wholesome

Morally good, having a good moral influence”

With the definitions from Oxford, let us continue to explore what coziness is from a

perspective outside of games. When looking at the design of physical spaces in nordic culture

there are common themes. In a paper, set in Denmark, by Linde (2015) it is argued that

certain places such as cafés can have a pleasant experience if there is coziness, which is a

reference to the Danish word “hygge”. A brief explanation of the concept hygge according to

the official site of Denmark is “taking time away from the daily rush to be together with

people you care about - or even by yourself - to relax and enjoy life's quieter pleasures.”

(https://denmark.dk/people-and-culture/hygge). Linde (2015) clarifies that in terms of the

paper, the meaning of coziness is that it “represents an idealized feeling of being home, even

if outside an actual home”.

Linde (2015) further elaborates what is incorporated in coziness, an experience where

physical comfort and shelter are met and there is also a feeling of relaxation, warmth and

friendly reception. One has the permission to rest from work and strategic presentations of

self, this makes it possible to regain energy. It is also mentioned that a perception of contrast

between experiences provides coziness. For example the contrast between a café and a busy

street outside the café, whereas the café has ambient lighting, soft music and small spaces

and a busy street has loud noises and open spaces.

Another beneficial aspect of cozy is the possibility of just being in the presence of others, also

called anonymous co-presence by Linde (2015). It is explained that a balancing act is taking

place where one can read and resonate with other guests' moods and therefore feel

comfortable or risk feeling overwhelmed by the co-presence.

Olin and Thompson-Fawcett (2022) explored coziness and wellbeing in neighborhoods in

Stockholm, Sweden. They mention the need of having public spaces that are restorative and

calm in an otherwise large and busy city. They call these spaces a “grassy retreat” with nature

elements such as water, trees and birds which could be interpreted as a space that is enclosed

and safe. It is explained that the similar word of cozy in Swedish is “mysig” and is something

that “envelop us and help us pull ourselves together” in relation to a complex and global

world. To feel secure, at ease, connected and simultaneously separate and the possibility to

enjoy the “freedom to be” is something that residents in Sweden often are looking for. It is

mentioned that the contrast between, for example, an hectic workday and the possibility for

relief resonates with the concept mysig. Examples of activities in relation to mysig are

gathering of friends and families and watching a movie or reading a book by yourself in front

of a fire on a snowy day.

In terms of reading books, a subgenre of crime fiction called “cozy mysteries” submerged in

the late 1900’s but relates to earlier novels, such as Agatha Christie novels. Cozy mysteries,

also called cozies, avoid violence, gore and sex and instead have a focus on puzzle-like crime

where the reader can follow along with the clues given in the story. Common characteristics
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for cozy mysteries is that there often is a female amateur sleuth, it is set in a small friendly

town or village or similar and the society is generally “ordered and positive” (Vester, 2015).

Characters can reoccur in a series of novels which enables the reader to build attachment

towards them. The crime is not depicted with violence but instead focus on the mystery of

the crime. Some examples of crime is murder, blackmail or extortion and the sleuth succeeds

with solving the crime and is able to restore balance to the community. Vester (2015)

mentions that body ideals is often challenged in this genre:

It suggests a different conceptualization of what is deemed healthy, by focusing on

inner values, functioning relationships with family and friends, and the wisdom of

choosing romantic interests carefully, thus not buying into our culture’s “obsessive

preoccupation with the body”. (p. 35)

There are often themes attached to a cozy mystery such as cooking, art, interior decoration or

pets. Interest in cozy mystery (blue line) and comparison cozy books (red line) can be seen

below (Google Trends, n.d.).

Figure 2 “Cozy mystery” and “Cozy books” comparison. Accessed March 4, 2024.

2.2.1 Cozy games
The concept of cozy games and wholesome games are relatively new and that reflects in

research as well. One article by Waszkiewicz & Bakun (2020) is exploring the term cozy

games and are referring to a game design think-tank report (Project Horseshoe, 2017) called

“Coziness in Games: An Exploration of Safety, Softness and Satisfied Needs”. Project

Horseshoe’s report takes a deep dive into the definition of cozy in games.

Project Horseshoe (2017) describes coziness as something that “evokes the fantasy of safety,

abundance and softness”. They clarify these concepts by describing that safety has “an

absence of danger and risk”. One is allowed to be vulnerable without negative consequences

and no imminent threats or losses. Smaller spaces are preferred since an unknown vastness

can negate the emotion of feeling safe.

Abundance is described together with Maslow’s hierarchy of needs in Project Horseshoe’s

(2017) report. When there’s abundance in games the players do not need to put their focus

on survival such as having enough food or water or the need for shelter or sleep. Maslow

argued that the lower levels need to be met before continuing higher in the hierarchy. It is

important to note that Maslow’s hierarchy of needs has been revised by himself, and
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scientific validity is also discussed (Wahba & Bridwell, 1976). It is a simplification of human

nature which is rather complex, human needs and motivations are not always hierarchical

and one may pursue or experience several needs and motivations at the same time.

Some needs mentioned in the report (Project Horseshoe, 2017) are nurturing, deeper

relationships and connection and that “nothing is lacking, pressing or imminent”. Project

Horseshoe (2017) argues that cozy games “give players space to deal with emotional and

social maintenance and growth”. Linde (2015) did mention that a shelter and physical

comfort do contribute to coziness in combination of, for example, feelings of relaxation or

warmth. Olin and Thompson-Fawcett (2022) discussed something similar as well, to be able

to feel secure and at ease contributes to coziness, which also relates to the next concept.

The last concept from Project Horseshoe (2017) is softness. Softness together with safety and

abundance, is a signal to players that they are in a “low stress environment” where the tempo

is slow and scope is manageable. Activities in the game are non-urgent but important for

fulfilling the players needs. There are different sorts of stimuli that contribute to softness

such as visuals, sound and music. Examples of visuals that contribute to coziness are that

there should be a warm and gentle color palette, low ambient lighting, natural material such

as wood, stone, water, enclosed spaces and contrast from a non-cozy space (Project

Horseshoe, 2017). This is interesting since there are some common themes with the design of

physical spaces.

It is described that the sound and music in the concept softness should be diegetic for players

to connect to the source. Examples for music are gentle acoustics or jazz and it is also

suggested that to create humanity in the music there can be subtle imperfections like

fingering mistakes (Project Horseshoe, 2017). Examples for sounds are rivers, rain, cat

purring or indistinct chatter. These examples lead again to what Linde (2015) and Olin and

Thompson-Fawcett (2022) is discussing, co-presence may have indistinct chatter and grassy

retreats which may have sounds of rain, birds and other sounds.

Fizek (2022) introduces “slow play” that seems to fit into the description of softness. Many

games are fast-paced and competitive and have millions of players and Fizek (2022) argues

that it is not only games that are fast-paced. Fizek (2022) explains that we are living in a

world of acceleration and efficiency, there are faster cars and we are living a faster lifestyle.

Companies are competing against each other to deliver their product to the market before

their competitors. Fizek (2022) mentions that because of this speed in our daily lives, a

slowness is needed for relaxation and to reduce stimuli overload. Examples of games that

have slowness are Journey (Thatgamecompany, 2012), Abzu (Giant Squid, 2016), The

Legend of Zelda: Breath of the Wild (Nintendo EPD, 2017) or Red Dead Redemption 2

(Rockstar Games, 2018). Even though these games do not have slow play the whole game,

there are moments in the games that provide slowness and contemplation. This seems like

the same idea as Project Horseshoe (2017) have regarding slow tempo in cozy games, they

argue in their article that any game can be made more cozy but that coziness is not

something that can be forced upon players, though, designers can encourage coziness in their

games. Project Horseshoe (2017) mention that cozy aesthetic elements have sensory cues:

● “Are familiar to the player due to past experience, nostalgic or shared cultural

language.

● Intentionally evoke images of safety, softness, and contentedness.

● Often contrast a shared refuge from a less pleasant external environment.”
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Games that have core gameplay that is not cozy, such as Dark Souls (FromSoftware, 2011) or

Resident Evil 3: Nemesis (Capcom, 1999) can still have elements of coziness. Dark Souls has

a bonfire where you can rest and be safe from enemies and Resident Evil 3: Nemesis has a

safe-room with the same idea of resting and being safe from enemies. As Project Horseshoe

(2017) argues that this refuge is a contrast from other gameplay in the game, Linde (2015)

and Olin and Thompson-Fawcett (2022) have similar arguments in their papers, a contrast

between different experiences together with feeling secure and relaxed contributes to

coziness.

Other than cozy attributes to games, Project Horseshoe (2017) discusses the importance of

social structures and that social norms spread. They discuss that if a game has a community

that is anti-social and harasses others, it tends to spread. In a study by Beres et al. (2021)

they are researching toxic behavior in online video games. Toxic behavior is described as

negative behaviors, for example harassment or verbal abuse, towards another player and

goes against social norms in game which disrupts gameplay. They continue to explain that

when toxic behaviors become normalized it is problematic because “it creates a cycle of

reciprocal perpetuation” which relates to what Project Horseshoe (2017) discussed. Another

term that seems to relate to toxic behavior is “toxic positivity”. Toxic positivity is a pressure

or belief to stay positive no matter the circumstance according to Wikipedia (2024) and

Urban Dictionary (Netrillian, 2019). The term is used in a variety of social media platforms

and internet forums describing it as a problem where it can invalidate one’s feelings. In

different gaming communities, there are discussions mentioning that “Toxic positivity is

being overly positive to point you drown out criticism and shut out people’s voices”

(r/escapefromtarkov, 2020). Similar example is a discussion on r/Palia, which is a game

marketed as a cozy game, where users are saying that when they tried to give feedback on the

game others started to harass or insult the feedback giver (r/Palia, 2023). Even if a game is

intended to give a positive experience, there are circumstances that might result in an

experience opposite of positive.

2.2.2 Similar characteristics to coziness
Casual games

The term “Casual games” is discussed among researchers and there does not seem to be a

consensus to a specific definition. Casual games are often described as video games that for

example have easy gameplay, easy controls, low-cost, can be played on different platforms

and devices and can be reached by a wider audience. Kuittinen et al. (2007) discusses the

term casual games and that it varies and can lead to confusion. Aspects seen in the different

definitions of casual are for example; properties of a game (easy gameplay or easy controls),

players or playing style (motivations for play or shorter play sessions) but also business

models, accessibility and social aspects. Kuittinen et al. (2007) argues that it is “important to

understand the difference between playing casual games and playing games casually”. The

difference is interpreted as “playing casual games “ is related to the properties of games and

“playing games casually” is more related to the play session than the attitude towards a

game. What is interesting to dive deeper into is the motivation towards casual games, playing

a game casually relates to playing in short time bursts or in a low-cognitive state (Kuittinen

et al., 2007). Motivation to be in a low-cognitive state could be to not put more strain on

oneself and to be able to relax.

Comfort games
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Murray (2023) argues that the game Subnautica (Unknown Worlds Entertainment, 2018) is

a “comfort game” because of the lack of expectation put on players from the game. There is

no time constraint and the game nudges the player towards exploration to immerse the

player into the story, which can be found in pieces around the game world. The game is

known for its horror-elements with large creatures that are hard to defend oneself from. An

aspect of why Murray (2023) argues that this is a comfort game is due to the ability to

control the difficulty level of the game, a creative mode, which removes all survival aspects

such as one no longer needing to find food or water to survive. The threat of dying is

removed, no creature attacks, which makes it a safer exploration game. Murray (2023) refers

to Waszkiewicz & Bakun (2020) as to why it is argued to be a comfort game. In creative

mode, the game offers a safe environment (safety), the player has all the material needed for

the building aspect of the game (abundance) and it is a natural environment to explore

(softness). Worth noting is also the context, brought by Murray (2023), of playing the game

during COVID-19 pandemic, where many were isolating in their homes and that the game

could provide a sense of exploration instead of real-world exploration.

Empathy games

Waszkiewicz & Bakun (2020) explains the term “Empathy games” as games that “strive to

confront the players with grief, loss and loneliness, but also to represent struggles with

mental health and the consequence of harassment, bullying or abuse”. Whereas they argue

that cozy games instead aim to alleviate stress and anxiety. Both aim to elicit emotions in

players but they make the distinction of what kind of emotions. However, it is also discussed

that there is an interconnectedness; that empathy games can be cozy by having similar

elements discussed by Project Horseshoe (2017) and cozy games can create empathy in

players (Waszkiewicz & Bakun, 2020). There are other articles that discuss empathy in

games, such as how to foster empathy in players (Belman & Flanagan, 2010). It is argued

that since games create immersiveness in a unique way, it allows players to feel and see from

different perspectives and roles in a game. Belman and Flanagan (2010) lists design

principles with the intention that these can be evolved. One example of the design principles

is to emphasize similarities between players and characters. If a player relates to an

individual or group in one area, such as close relationship with family (Belman & Flanagan,

2010) one may be more open to other experiences and perspectives of the same family.

Zen games

Waszkiewicz & Bakun (2020) refers to Navarro-Remesal (2016) in their paper about “Zen

games”. It is argued by Waszkiewicz & Bakun (2020) that zen games include aspects of

meditation and yoga to allow “moments of deliberate slowness and in-game reflection”.

However, Navarro-Remesal (2016) argues that Zen is more than relaxation and suggests that

a variant to mindfulness may be more appropriate to relate the aspects of relaxation,

isolation, placidity and well-being that might appear in games sometimes, such as Animal

Crossing: New Horizons.

Animal Crossing: New Horizons was released in 2020 and became very popular during the

COVID-19 pandemic with 44.79 million units sold (Nintendo, 2023) which might indicate a

satisfied need for some players. Many struggled with isolation and loneliness during the

pandemic and Zhu (2021) suggests that benefits from the game are comfort and social
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connection. Nintendo state on the game’s sales page; “Escape to a deserted island and create

your own paradise..” and Zhu (2021) mentions the game as a psychological success:

First, it captures people’s instinctive to escape from realistic difficulties and their

yearning to chase a peaceful and harmonious life; then, it satisfies people’s

unwillingness to be lonely and their deep inner desire for the social interaction to get

rid of the loneliness. (p. 158)

Barr & Copeland-Stewart (2022) did research if any habits on play had changed before and

during the pandemic. Some players reported that they started to play more multiplayer to be

able to socialize, while others went from multiplayer to singleplayer because it was more

relaxing and for escape. It was also reported that there was a shift to what types of games

were played, some played more puzzle and management games, some were looking for a

more relaxed, comforting, less violent experience and an increased interest in a variety of

games were reported. Barr & Copeland-Stewart (2022) mentions that Animal Crossing: New

Horizons was a game that many players reported that they were playing and calls it a

“lockdown phenomenon”. Several positive outcomes were reported as to why habits had

changed in relation to play, perceived agency while playing, relaxation and cognitive

stimulation are some examples.

2.2.3 Terminology
For this paper, the term “cozy games” is used to describe games that include the concepts

explained by Project Horseshoe (2017), description of Wholesome games (Wholesome

Games, 2023) and different forums and communities.

The reasoning is that “cozy games” is more widely used in searches, cozy can also be related

to outside game context which have traits that have similarities with in-game concepts and

this study looks into experiences and emotions of such games which have similarities with

the Oxford definition.

The perspective in this study is that cozy is subjective and it is important to note that this

study does not search for an explicit definition of cozy, but rather understanding what is cozy

from different perspectives.
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3 Problem
Yee (2006) mentioned that games are not only for children and adolescents as it may have

seemed earlier in research, the reports by ESA (2023), VGE (2022) and NTA reported that

the average age is 32 years old both in the U.S and Europe. The reports also seem to indicate

that video games are important aspects of many players' lives, one such aspect is that players

report that video games may reduce stress and anxiety. What about cozy games?

Cozy games focus on aspects such as non-violent, nurturing and low stress environments

which indicates that there are other needs and motivations from players. What are the

needs? What is the motivation? Why have the popularity risen in cozy games in recent years?

Taylor et al. (2023) received a question about why you should care about wholesome games.

Their answer was:

We talked a little bit about how it’s expanded the definition of what it even means to

be in this industry as a player, as a developer, it’s really exciting to see people more

and more consider themselves as, I feel like it's a dirty word, but like “I play games”

or “I’m a gamer”.. it’s not.. it’s becoming more and more acceptable for more people.

(Taylor et al., 2023)

Taylor et al. (2023) also mentioned during GDC in 2023 that “77% of people watching

wholesome direct are identified as women. “. Do cozy games reach women in a broader

perspective? Are they not popular with the male gender? What about non-binary?

This results in the research question:

What are cozy games and why do adults play them?

This study aims to create a deeper understanding of players and their behavior and

experience with cozy games. It also explores what a cozy game is via self-reporting

experiences.

3.1 Method
To examine the research question, both quantitative and qualitative data was gathered, with

focus on the qualitative data. A questionnaire collects both quantitative data and qualitative

data and interviews collect qualitative data.

3.1.1 Ethical considerations
This topic can possibly enable discussions about sensitive information of human experiences

and research ethics were carefully considered, it is important to avoid any potential harm to

participants. Efforts were made to how and in what way to conduct interviews, advantages

and disadvantages were carefully considered towards in-person interviews and online

interviews (Lobe et. al., 2022), where online interviews were decided to be used.

Informed consent is a must and genuine informed consent and collected informed consent is

a distinction that a researcher shall have knowledge of in regards to ethical issues. As a

researcher, one should be aware if a participant pays enough attention to the information

given when asking for consent. With online interviews the researcher has less control over

the environment where the interview takes place, participants may choose to sit for example,
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in a public area where others can overhear the interview, thus creating privacy issues. It may

also be harder to detect distress and non-verbal cues in participants during online interviews

compared to in-person interviews, therefore there is much needed attention towards the

participants in online interviews. On the other hand, online interviews may provide more

agency to participants (Thunberg & Arnell, 2021) and may choose a place where they feel

more comfortable. Thunberg & Arnell (2021) argue that it is easier to click a button to cancel

an interview at any time rather than standing up and walking out in an in-person interview.

On all occasions, it is important to provide support to the participants by providing

comforting words and reassurance and silence whenever they need to think or process a

question. Information given to participants is the topic and purpose of the study, what

personal data will be gathered and how long the data will be held. How the data is handled

and who will see the data is also informed. Emphasis is put on that participants can

withdraw their consent at any time, they can choose to not answer any question and

possibility to remove any already answered question.

3.1.2 Questionnaire preparations
The purpose of a questionnaire is to allow for criteria sampling and to provide for a more

comprehensive understanding of the topic together with interviews, a way of triangulation.

The software Qualtrics was used for building the questionnaire. Qualtrics allows for

anonymous collection of data and removal of data at any time, which was a priority when

creating a questionnaire. Participants were allowed to choose to only do the questionnaire

and not the interview or both questionnaire and interview. The purpose of this is that not all

are willing to participate in an interview but can still provide valuable information through

the open-ended questions. It is possible to gain insights from the questionnaire to have in

mind during the interviews which allows further follow-up questions.

The questionnaire contains information about the study, who will see the information and

how long the information will be kept. It is informed that the questionnaire is anonymous,

and that participants can withdraw their consent at any time with contact information to the

researcher if there are any questions. Participants must first consent to the study collecting

the information given by them before continuing on to the questions. The first questions are

demographic questions, age, gender identity and which country they live in. The purpose of

having demographic questions is to see if there are any differences between age groups,

genders or countries related to cozy games and to give context around the participants.

Considerations were taken into how these questions shall be asked. An interval on the age

question was implemented to minimize the risk of identifying an answer to a participant.

Gender identity was asked open-ended, since there may be cultural differences, terminology

may change over time and allows for participants to feel included (Hughes et. al., 2016).

Questions are asked about what games are considered cozy and why they are considered cozy

by the participants. At the end of the questionnaire, a question if they want to participate in

an interview or not is asked and when finished they are presented with contact information

again to the researcher if any queries would arise regarding the study. The distribution link

was set to anonymous collecting, which means no identification to the participants can be

done. Full questionnaire can be seen in Appendix A.
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3.1.3 Interview preparations
Interviews have the purpose of getting deep insights of players' self-report experiences of

cozy games. Interviews allow rich data with opportunities for follow-up questions and

verification of participants' answers. Interviews can be time-consuming; to be able to recruit

participants, write questions that would allow for a deeper understanding and analyze the

data. Since the topic of this study is relatively unexplored, it is believed that interviews will

provide a better understanding of the phenomena even with the time-constraint.

When doing online interviews, challenges related to technology may arise. Depending on the

familiarity with the technology used, it may be less or more advantageous. Online interviews

may remove limitations to geographic areas and reach a wider audience but it is also prone to

bias. Age, financial situation and internet connection are some factors that may divide

availability of participants.

The interview protocol was designed to allow for building rapport with the participants.

Starting with questions that are easy and interesting to answer and then going more into

specific questions regarding the topic. A standardized open-ended interview with a mixed

approach is used to allow for clarifying questions (Patton, 2002). The standardized

open-ended format gave the possibility to ask the same questions in all interviews to

minimize any variations. To provide flexibility the mixed approach is used to probe deeper

into any answer with clarifying questions like: “How did you feel about that?” or “What do

you mean when you say [insert statement from participant]?”, to allow for a better

understanding of each participant's motivations and experiences.

Interview questions are open-ended with a focus on self-reporting experiences of cozy games

(see Appendix B). Before the start of the interviews, participants received information about

the study in the same way as the questionnaire and were reminded that they are free to

choose to answer any questions they want and can withdraw at any time.

3.1.4 Pilot study
A pilot study was done before going live with questionnaire and interviews. This was to test

the questions and format, if they allowed answers that give insight and deeper knowledge of

the topic and to find possible faults in the design.

There were two participants in the pilot study where they answered both the questionnaire

and the interview. One of them was done in the native language of both the researcher and

the participant, Swedish, and one was done in English. The purpose was to see if there were

any major differences during the flow of the interview. Conclusion is that there are

differences, but another factor of translating quotes was taken into consideration and the

decision landed in having all interviews in the same language, English, to minimize any

possible misunderstandings in translations.

There were small changes done to the questions in the interview; changing the order of some

of the questions and also adding one new question to allow for more nuanced answers. The

question “What is one of your favorite gaming memories?” was previously in the “warm-up”

section and was moved to the “cooldown” section because it was expressed that the question

was fun and interesting to answer but that it was a tough question to answer in the beginning

of the interview. In the section where questions are asked why they think a game is cozy, a

ranking of how cozy a game was was added since Project Horseshoe (2017) argues that all

13



games can have cozy elements, this would allow participants to expand on what makes a

game cozy.

The pilot study interviews were conducted on a software called Discord since it was familiar

to the participants and the audio was recorded, which was approved by the participants. The

recordings made it possible to go back and transcribe the interview and analyze if the

questions and answers allowed for insights on the topic at hand, which was confirmed.

3.1.5 Recruitment process
To recruit participants to the study, a combination of criterion sampling, snowball sampling

and convenience sampling was used.

Criterion sampling and snowball sampling has the possibility to select participants believed

to have information that is rich and to gain in-depth knowledge (Patton, 2002). Criterion

sampling also has the purpose of having a set of criteria fulfilled before participating in an

interview. Participants have to have played cozy games before since there are questions

about what they consider a cozy game is for them, meaning, they can explain in their own

words what a cozy game is rather than the study setting limitations on cozy games.

The invitation to the study was sent to several subreddits and discord channels. Moderators

of subreddits were contacted before sending out the invitation, several declined since rules

were in place that would not allow for recruiting to studies, one of them being r/games which

is a subreddit with 3.3 millions members. The subreddits that accepted requests of

invitation to studies were r/cozygamers, r/SampleSize and r/cozy. There was a possibility to

send invitations to subreddits where specific games are discussed, but was decided not to,

since the study is exploring what a cozy game is and experiences of cozy games. If the study

were to choose specific games to recruit participants from, it is prone to bias and may put

limits on reaching participants outside these specific games. Considerations were done in

recruiting from game communities that are referred to as cozy games, but it is believed that it

would be interesting to also try and reach an audience where games that generally might not

be considered cozy by a larger population.

Ideally, the study would not have used convenience sampling because of it being prone to

bias. However, the recruitment process was slow in finding willing participants to the study,

a form of convenience sampling was used. Friends and family were asked if they knew

anyone who might be willing to participate in a study and invitations were sent to different

communities connected to them. It was deemed that trying to reach saturation was of more

importance than not using convenience sampling.

As such, an invitation was sent to a gaming community discord, Teedyan Community

discord, where members are discussing different games content of the streamer, DONNA

discord server which are working with equality questions within gaming culture and gaming

industry. Lastly, invitations were sent to two different workplaces located in Sweden.

The questionnaire sent out had in total 21 complete responses where 2 of the responses were

decided to not be included because of lack of insight. An example of such a response to the

question “Why do you consider them cozy?” were “They are the best”. 19 responses in total

were included in the analysis.
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Initially seven interviews were planned, one participant declined and therefore six interviews

were conducted in total. To ensure the participants anonymity, the interviews were

conducted online and a separate server for each participant on Discord was created. Contact

information to the researcher was provided to the participants for any types of questions or

inquiries about the procedure of the study or the study itself.
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4 Analysis and result
The topic in this study is relatively unexplored and to gain a rich understanding of what a

cozy game is and the reasons for playing them, an inductive thematic analysis was conducted

(Braun & Clarke, 2006; Patton, 2002). The information from the interviews were

transcribed and the data were examined several times before starting the creation of codes.

While doing this iteratively, codes similar to each other were grouped and re-grouped as well

as simultaneously connecting the codes to the data sets. 48 codes were initially created and

were compiled into three themes, each with subcategories.

Three main themes were created; Cozy Elements, Emotions and Needs and External Factors.

Each theme is split into subcategories for clarity purposes. Cozy elements are split into;

“Pace and Autonomy”, “Minimal Violence and Pressure”, “Player Expression”, “Visuals and

Audio” and “Narrative and Storytelling”. Emotions and Needs are split into; “Coziness as a

state of ease”, “Shared Experiences” and “Emotional Connection”. While the last theme

External Factors are split into “Comforting Environment” and “External Expectations”. Even

though many of the themes and subthemes interrelate with each other, there are some

distinctions that it was seen fit as separate themes. Descriptions of the themes will be

presented with direct quotes from interviews and responses from the questionnaire for the

purpose of transparency of interpretations and creating understanding of the phenomena.

Filler words such as “like, you know, um” have sometimes been omitted for the purpose of

making the information more readable.

Participants' responses in this study have been coded, where I stands for interview and Q

stands for Questionnaire. To assure anonymity, a sequential number has been assigned, from

I1 to I7 and Q1 to Q19.

To give a context of the participants in the study, demographics were gathered. The majority

of participants (10) in this study lived in Sweden, five lived in the United States and the rest

were spread across the United Kingdom, Germany, Canada and Australia. 53% were 18-29

years old, 26% were 30-40 years old and 21% were 40-50 years old. There were a wide

variety of games genres usually played, the top three listed were RPG (Role-Playing Games),

Puzzles Games, Simulation Strategy and Strategy Games (which were mentioned four times

each). For the complete list, see Appendix C. In terms of gender identity, 58% described

themselves as Cis female, Female, Woman or Cisgender woman, 26% described themselves

as Male, 11% as Non-Binary and 5% as genderqueer.

What was considered a cozy game also had a wide variety, the top games mentioned were

Stardew Valley (ConcernedApe, 2016), Minecraft (Mojang Studios, 2011) and Animal

Crossing (for the complete list, See Appendix C). How often cozy games were played had a

distribution of 21% daily, 42% weekly, 26% played a couple of times per month and 11%

played them rarely.

4.1 Cozy elements

4.1.1 Pace and autonomy
One element that was expressed as cozy is the ability to play at one’s own pace and being able

to choose what to make of one’s playtime. There is no expectation or obligations brought by

the game. For the game to facilitate coziness, it depends on a high player agency according to
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Project Horseshoe (2017). Slow pace, stress free, calm feeling and simple are examples that

were mentioned in both interviews and the questionnaire. Coziness in a game involves home,

friendships and a slower pace of life according to Q1. Q1’s explanation of coziness has

similarities to the concept of hygge (Linde, 2015), to relax and enjoy life’s quieter pleasures

away from daily rush and that even outside an actual home, it feels like being home.

I1 mentioned: “It's like in Stardew [Valley] where you can take quests from the board and

they don't get mad at you if you don't do them. Nothing happens. I think that's very nice.“

Here, at first, the player chose to take a quest and did not complete it but without any

consequence from the game, one is able to be vulnerable without consequences (Project

Horseshoe, 2017). The quests from the board in Stardew Valley also repeat, which means

that they are available at a later stage again. There is little to no time-constraint which relates

to Project Horseshoe’s concept of softness (2017) and Fizek’s explanation of slow play

(2022). Participants expressed their enjoyment of taking things slow and that they can

decide what their playtime will be made of. I3 mentioned that “waiting is a part of the

gaming experience itself”.

In contrast, one participant mentioned the changes in pace when playing Stardew Valley in

multiplayer, the pause feature is no longer available; I1 “I can't play multiplayer, it stresses

me out, because you don't have pause or anything and everyone gets in your way”. In this

case, the agency of the player is less. It was expressed by the same player that they

sometimes pause a game to be able to do something else for a while, and then come back and

play again from the same state as it was when the player left. This is not possible when the

pause feature is gone. Thus, changing the experience of the game.

Some players use mods to “smooth out” the gaming experience. Mod is an abbreviation of

moderation and is game content that is often created by others than the developers of a

game, they can for example change the looks of a game or the behavior of the game.

In Stardew Valley there is a limitation on how many items one can carry with them, one

scenario of the impact of this limitation is when a player wants to donate items to different

buildings, with the purpose for completing objectives, they have to carry items from and to

the buildings. This is a step by step process and first, one needs to examine what items can

be donated in a specific building, go back to where storage is and fetch the items, and back

again to the building to do the donation. Sometimes one needs to carry many items where all

items needed might not fit into a single trip, or sometimes one might forget an item, which

might be frustrating. I5 mentioned a mod that alleviates the limitation; “You don’t have to

run back and forth across town because your backpack is full, making the entire thing a bit

more relaxing”. This player implies that they did not enjoy the limitation of slots in a

backpack, because of the use of a mod they were able to change the experience to be more

relaxing than the original game.

Games that offers the ability to choose your own playstyle and pacing is The Legend of Zelda:

Breath of the Wild and The Legend of Zelda: Tears of the Kingdom (Nintendo EPD, 2023)

where I4 explained how they handle combat in them: “I really like Breath of the Wild and

Tears of the Kingdom. I like the world and to go around and do all the quests and stuff. But

when I have to fight with all of the monsters and stuff, my usual strategy is like, oh, okay, I

will stand on the mountain and I will shoot them from afar. And maybe run away if they get

too close or unless I know that I'm strong enough to just smash them or I will sneak up and

assassinate them in their sleep. So it's less stressful.“ I4 continued to explain that forced

17



combat, such as boss fights in a game, is their least favorite moment. Another scenario of a

game where combat and violence are common is Red Dead Redemption 2, but not played for

the story or action, but for exploration and collection. Fizek (2022) suggested this game can

allow for a slowness and contemplation, I7 shared an experience which can be related to slow

play. In Red Dead Redemption 2, they often ride around on their horse doing exploration. An

example of what I7 were doing during the exploration is an objective in the game where they

are looking for a specific bird and trying to figure out which area this bird is located. The

game world in Red Dead Redemption 2 is quite large and with such details that finding this

bird can take time, this could allow for slow play and maybe even contemplation.

The players sometimes intentionally seek out ways in how to play the games in a less

stressful way, even if combat in the game is common, which relates to the next sub-theme.

4.1.2 Minimal violence and pressure
Next element expressed as cozy is games that are not stressful and little to no pressure. It

was also expressed that progression in a cozy game is most often not dependent on violence

(Q10 and Q16). Other participants said that the main purpose of the game is not action or

any tense moments but rather one is engaged or getting enjoyment out of simpler tasks.

What a simple task means seems to depend on both the play style but also the mood of the

player. It could be renovating a house in the game House Flipper (Empyrean 2018), catching

every fish available in Animal Crossing: New Horizons, or exploring the game world as some

examples. On the other hand, events or moments in a game that were said to put pressure on

oneself are time-constraints as discussed earlier, management of hunger or thirst, enemies

or death. In games where you have an inventory, one often loses items when the in game

character dies. An alternative to negate the pressure of death is an option to turn off the

possibility of losing items, it was expressed that one invested their time collecting these items

and that losing them is not a nice experience, in terms of coziness. Project Horseshoe (2017)

have similar arguments with their concept of safety, when there’s a risk of loss or threat it

negates coziness.

In terms of threat, several participants shared their thoughts on what makes a game cozy in

which, once again, is consistent to what Project Horseshoe (2017) argues; danger, threat or

intense stimulus negate coziness. Q11 expressed that they did not get the pleasure of being

forced into uncomfortable situations, “One thing is sure, I will never be asked to enter a big

scary fight, get stressed out, or to talk to anyone if I don't want to.” Other players said that

violence or combat have a minor role in cozy games. However, if there is violence or combat,

the graphics of them are “cartoonish” with little blood (Q3). Q19 said that fighting in cozy

games is based on a mechanic other than traditional weapons. There are similarities with

cozy mysteries in that coziness in games often avoids violence or gore, and sometimes that

the focus is other aspects rather than violence (Vester, 2015). Another participant, I4

mentioned that one has the possibility to decide for themselves when they want to engage in

combat or not. Activities that are voluntary maximizes the feeling of safety according to

Project Horseshoe (2017).

The possibility to change game difficulty was expressed to have an impact on the amount of

coziness in the game. I7 explains that Subnautica can be very scary with the enemies in the

game, but that there are environments that are very pretty and contribute to the cozy

experience, I7 mentioned that they don’t play on challenging modes which makes it cozier.

Murray (2023) was talking about Subnautica as a comfort game with the ability to change to
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creative mode where the threat of the enemies are gone, which relates to the concept of

safety (Project Horseshoe, 2017). At the same time the game world is a vast ocean in which

Project Horseshoe (2017) argues that vastness can negate a player's emotion of feeling safe.

Maybe the knowledge of having no threats allows feeling safe even in such a vast ocean as in

Subnautica or is there a sense of freedom in roaming around in a large space that contributes

to coziness?

4.1.3 Player expression
Cozy in games enable player expression, whether it be building a home, farming, decorating,

collecting or exploration. The possibility to be creative on a personal level was an important

aspect of coziness according to Q5. One player explained that when they played World of

Warcraft (Blizzard Entertainment, 2004), they had a story created for its character.

Whenever they ran into items that fit into the description of their character story and that

they believed were important for their character, they made space for it in the backpack for

that specific item. The same player expressed that they wanted to build a community in

Timberborn (Mechanistry, 2021) just to see the beavers happy, and not building for

efficiency. By building for the characters in the game it was expressed that “It’s a reward

outside of any other factors”. Q7 explained “The primary way to interact with the world is

through creation rather than destruction. You primarily end up having a positive effect on

the game world”. The motivation seems to be intrinsic rather than extrinsic.

Other ways to express oneself is by building and customizing a home “to have a place where

you can come back to” (I7), in contrast to exploring the world in Skyrim (Bethesda Game

Studios, 2011). Building and decorating houses in The Sims (Maxis, 2000-present) or cities

in Cities: Skylines (Colossal Order, 2015) mentioned to be cozy because one can be creative

in how to design the house or city, the architecture of it. Participant I5 explained that while

building or decorating in games, it is aesthetically pleasing and like a meditative process

where you see a step by step process and the effect it has on the game world, which makes it

immersive. Project Horseshoe (2017) argues that being able to build and decorate it can suit

the player’s taste and expression, and become more cozy. They also mention that sometimes

player’s “may seek out cozy environments as a way of changing pace in contrast to more

demanding environments”. Cafe´s, libraries, cabins and gardens are examples of such

environments. This is consistent with the descriptions from Linde (2015) and Olin and

Thompson-Fawcett (2022) as well. The similarity between what I7, regarding a place where

you can come back to, and how Linde (2015) described coziness “represents an idealized

feeling of being home, even if outside an actual home” is interesting as well.

Other than building or decorating, customizing one’s character was appreciated, it could

range from games that had a focus on styling one’s character like Fashion Dreamer (syn

Sophia, 2023) or it could be a MMO such as Final Fantasy XIV (Square Enix, 2013) where

the intention of the core gameplay may not be customizing one’s character, but have a lot of

options for it. Grand Theft Auto series (GTA) (Rockstar North, 1997-present) was another

game that was used for styling one’s character. GTA is known for its action and violence but

I7 mentioned that they spend time customizing their character in the game. They went to

shops to buy different clothes or went to the barber to change hairstyles and it was expressed

as a cozy activity within the game.

Even if building, decorating and such were most commonly mentioned, there were other

activities in games mentioned that contributed to their coziness. I1 explained a game where
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you explore a world on a bike. With you, you had scrapbook to fill with pictures, recordings

and notes and different characters in the game often told their story; “The game is pretty

slow, you’re sitting in the rain or listening to an old lady talk about her life, you’re taking

pictures, you’re scribbling in your little scrapbook” and mentioned they were feeling calm

and relaxed while doing this. Another cozy activity was categorizing and sorting things, one

example brought up was the game Unpacking (Witch Beam, 2021). The game’s concept is to

unpack one’s belongings into a new home and it was expressed by I3 that there are creation

and player expressivity because of the possibility to choose how to put things in order, the

game allows different outcomes, “you get to put your own spin on it, which I think is

important”. The game’s steam page mentions that Unpacking is a “zen puzzle game”, there is

no time-constraint, one has the time to reflect how they would like to decorate their new

home, which can relate to the explanation (“moments of deliberate slowness and in-game

reflection”) that Waszkiewicz & Bakun (2020) have regarding Zen games.

In terms of putting your own spin on it, the same player explained a scenario when they were

a child and played Real-Time Strategy games and war simulator games. They had not yet

learned the language that the game was in but they did find out cheat codes of the game.

With the cheat codes, they could create animals like wolves and lions and make

enclosements for them and mentioned that they turned the game into a zoo simulator. An

important part of playing cozy games was to build their own systems and apply their own

logic; “the types of interactions you get when player expression is at the forefront”.

4.1.4 Visuals and audio
The participants explained that both visuals and audio contributes to coziness in games.

Many of the explanations can be referenced back to how Project Horseshoe (2017) describes

them. There are often bright and soft art styles, Q17 referenced to the art style of Studio

Ghibli. Beautiful scenery, colorful environments, and cute graphics were some expressions

used for visuals.

As for the audio, I4 mentioned that music is important in setting the tone of the game and

also setting expectations. If the music is calm and relaxing, the player perceives that they are

not in danger and can walk around freely. In contrast, if there is really high and intense

music the player perceives that there is action or something stressful is coming. Ambient

sounds were also brought up, such as listening to rain or a radio. I1 mentioned that when

they play Elden Ring (FromSoftware, 2022), their favorite activity is to sit and listen to

different merchants in the game, a “turtle pope” or characters that play music with the

purpose of a relaxing time.

4.1.5 Narrative and storytelling
Being taken through a story was expressed as calming and an enjoyable activity. Story helped

the participants to immerse oneself and create an emotional connection with different parts

of a game. I1 mentioned that they were so invested in a “story-rich-heavy” game where they

did not care about anything else going on and thought a lot of what was going to happen next

in the story. They could relate to the game on a level that “it can almost be like another part

of my life entirely”.

Project Horseshoe (2017) argues that cozy characters in a game should offer support and

respite from outside stress which seems to be consistent with what the participants shared.

The participants expressed that they enjoyed talking or interacting with NPC’s (non-playable

20



characters) in the game. I4 explains: “I think for Animal Crossing it’s like cozy moments

when you interact with the villagers or have conversations with them. It’s quite pleasant and

usually they don’t say, like, bad things. They’re usually very kind”. It could also be helping

NPC’s, such as helping them brew tea for a specific reason or before an ending of a game

where it is possible to interact with NPC’s, such as hugging them.

I1 mentioned that cozy games usually have a personal touch to a story, which was expressed

as most common in smaller game projects. I1 said that this is important for them and draws

a reference to movies; “There are a lot of movies and stuff that I watch that have nothing to

do with me on a grand scale, but that I still relate to” and continues to explain that because

they can relate to one aspect, they enjoy seeing other aspects. It indicates that when the

player relates to another character in some way, they seem more open to other perspectives

which have similarities to what Belman and Flanagan (2010) discussed regarding empathy in

games. In contrast, the same player expressed that they have a hard time watching unknown

players play cozy games, such as a streamer streaming while playing. This was because they

felt that the story or narrative is a very personal experience and becomes uninteresting to

them.

Sensitive or tragic stories can still be considered cozy according to I1 and explain a story of a

game where you start off by taking care of the in-game characters farm, but as the story goes

on it becomes more and more disturbing. After this, I1 said that the game is “making me feel

a lot of emotions and I would consider it a cozy game, even though it’s really horrible in some

ways too”. This will be discussed further in one of the next chapters, “Emotional

Connection”. Creating a story or narrative relating to sensitive subjects is challenging, and

should be taken with care for any type of games. One participants shared an experience

relating to cozy games and their social anxiety, where it affects the possibility to connect with

characters in a game; “I feel like a lot of the dialogue makes me stressed, I mean, I do have a

lot of social anxiety, and I want people to like me, so if there’s a chance they won’t like me

then that doesn’t make it cozy anymore”.

4.2 Emotions and Needs

4.2.1 Coziness as a state of ease
The most prominent reason for seeking coziness is a comforting and relaxing feeling. I4 said:

“I think it's more about finding relief and a moment of more peacefulness rather than

happiness”. An association with being somewhere remote, like the countryside, was made in

relation to a relaxed state. Which resonates with several articles in this study (Linde, 2015;

Olin and Thompson-Fawcett, 2022; Fizek, 2022). When asked why they imagined

somewhere remote as cozy, they replied:

“I think probably because the big city is associated with stress and work and a very

hectic environment. So going to the countryside brings the implication of, things are

moving more slowly and people are not rushing to do everything because there's less

pressure to do those kinds of things. Maybe there's also the association when you

retire you go to the countryside and then that's when you have time to do whatever

you want.”
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There’s a contrast for the participant between the city and the countryside, the countryside

allows for relaxation, there’s a perception of control of their own time and the environment is

more calm than in a city.

Games that provide this cozy feeling are what have been discussed already, but also

repetitive tasks, such as farming activities in games. When there’s a sense of control, the

expectations are clear, the activity becomes relaxing. I4 explained that when they are

stressed from other things in their daily life, they play a lot of Tetris. Tetris was not explicitly

said to be a cozy game but they explained that Tetris (Nintendo R&D1, 1989) is a game where

it is easy to start and get into within minutes, the controls are easy and it is repetitive and

that this was enjoyable. It is a state of ease, a low-cognitive state as Kuittinen et. al (2007)

described. Another game mentioned with similar aspects was A Little to the Left (Max

Inferno, 2022), “some of the puzzles are just sorting these things and placing them in a

logical order, very relaxing for me”. Another way for achieving relaxing gameplay other than

repetitive tasks, were a form of nostalgia. I7 mentioned that they replay specific games,

usually once a year, because of wanting to re-experience the game. These games seem to be

personally meaningful which can have a positive influence on their well-being (Bowman &

Wulf, 2023). I7 continues to explain that a sense of control existed where they know what the

game provides and don’t have to learn new mechanics for example, which made it a more

relaxing experience. Project Horseshoe (2017) describes repetitive tasks as safe rituals. They

are low risk, safe, known (familiar) and relaxed. Nostalgic memories or past experiences are

argued as a cozy aesthetic.

I3 expressed that a certain mindset is needed to enjoy these types of games to their fullest

when they were asked if there are any negative impacts while playing cozy games. They

mentioned that sometimes, there is not enough energy or time to invest into cozy aspects as

much as they would like. Final Fantasy XIV was an example brought up, as mentioned, core

gameplay may not be the cozy aspects, where these other tasks take up too much time to

have the energy and time left to engage in the cozy aspects. It was also mentioned that “a lot

of the time it's a lot easier to just play a game that tells you when you're doing it correctly,

instead of really open-ended games where it's up to you to decide if things are good or not”.

This is interpreted as putting strain on the cognitive state, which might not always be the

experience one is looking for.

When I3 were asked to describe their mood and emotions while playing a cozy game and

explained that when they manage to get into the zone, that they are playing for their own

sake and not the game’s sake, it is the best feeling.

“That’s like the best feeling, frankly. And it’s extremely immersive. It’s this feeling of

being in the zone and like being on such a feeling of flow where you just keep doing

things because you want to see the result, and before that, just because it feels good to

be working towards it. Unlike in other games where you’re doing something because

you want to see the result and you’re not really caring about the way there, it’s the

opposite“

The player mentions both zone and flow and it could relate to Csikszentmihalyi’s (1997)

description of flow. A balance between skill and challenge is needed to achieve flow, can cozy

games enable the flow-state? The game Journey was brought up as an example of a game

that was created with flow in mind, Fizek (2022) mentioned Journey as a game with

slowness. Slow pace in a game is argued by Project Horseshoe (2017) to contribute to
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coziness in a game, which responses from this study seem to suggest as well. The visuals of

Journey are similar to how Project Horseshoe (2017) argues is a cozy visual. The game

Journey seems to have elements that enable coziness and have an intention of enabling flow

as well. I7 mentioned that they sometimes forgets time while playing cozy games which could

relate to flow, but more context is needed to make any conclusions. Except for the responses

from the two participants, there were no other responses that seemed to relate to the concept

of flow. Which initially, was thought to have a more wide role in terms of coziness and

games.

4.2.2 Shared Experience
The cozy experience is sometimes a shared experience, whether it be friends and family or

creating a connection with characters in the game. Potential benefits from a shared

experience could be pro-social behavior and social connection as seen in the studies by

Granic et al. (2014), Yee (2006) and Iacovides and Mekler (2019). And while the

participant’s were talking about their shared experience, there seemed to be nostalgia

involved as well (Bowman & Wulf, 2023). Cooperation in games is specifically mentioned by

Granic et al. (2014) and according to Q9, cozy games “are more co-op than not, where

applicable, players help each other solve goals rather than hinder”.

I1 shares their experience, not only when playing cozy games, but games in general, with

their friends on a VoIP software. They talk to each other and share their screen online, even

if the game is single player. “I like watching my friends stream games, I like streaming my

games to them. I like hearing what my friends did in their game session”.

I3 mentioned an experience while playing Minecraft with friends, where there was a sense of

achievement together. “Like when you're just standing there with a bunch of friends and you

look out over the giant castle or whatever type of base you've built and you go like, yay, we

built that. It's a really cool thing to share with people as well.”.

It is also a way of bonding with existing or new friends. I4 said that when you play a certain

type of game and talk with someone else about it, then you can make a new friend with that

shared experience. Or I5 who played games with friends during the pandemic, a way to keep

bonding with friends and mentioned that it felt like a positive community aspect and positive

emotional aspect for them. Another player mentioned that they played a game where they

felt a connection with some of the characters in the game, that it felt like friends. Emotional

connection to different aspects in a game was mentioned to have an impact on the coziness

of a game, which leads to the next subchapter.

4.2.3 Emotional Connection
Being emotionally invested in a game and wanting to relate to different characters were

expressed to be important. Q11 mentioned that “It's a world that in some ways works like

mine, so it always feels familiar. What differs is that every struggle I have in real life just

doesn't exist there, and everything is made nicer, cuter, simpler”. A recurring chance to

interact with characters in game helps to create a bond with them, I5 explains “The thing

that makes an area cozy in a sense is that you come back to it. The thing that is kind of cozy is

the familiarity, and because of that you get time to get emotionally invested in the space or

the characters”. A sense of familiarity fits into the description of the concept of safety

(Project Horseshoe, 2017) and it also has similarities to how Vester (2015) describes cozy

mysteries, that characters reoccur to build attachment towards them.
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Except being able to interact repeatedly with an area or characters are a relatable aspect. It

was mentioned in the narrative and storytelling subchapter that being able to relate to one

aspect of a character or area, then one is more open to other aspects. Games can also offer a

different perspective in your daily life or self-reflection. I6 shared an experience of a game

where the message of a game was something they could relate to; “It’s a lot about second

chances and looking at your life and seeing it wasn’t all that bad. I think that part, like being

kind to yourself is important”. An indication of self-reflection, where the game might have

helped the player work through the feelings as Iacovides and Mekler (2019) discussed.

Another player mentioned that games and other players often have a tendency to become

better at something or someone, they see the “numbers” go up and get satisfaction from it,

and this player can not relate to this. An interpretation of this is that when numbers go up in

a game, it is a sense of measurement of how well one performs in a game. This player is not

looking for performance related games but games that create an emotional connection; “I

like feeling what other people feel”.

Some players expressed that they value a wide range of emotions, not only the peacefulness,

happiness or comforting feelings, but also sadness or melancholy feelings. I6 explained a

game where there are no fail conditions and the main concept is to experience funerals, the

process of it and that “it felt nice in a way”. As noted in the Narrative and Storytelling

subchapter, I1 mentioned that sensitive and tragic stories can still be considered cozy. This

was explained with Stardew Valley as an example. There is a character in Stardew Valley that

has depression and also drinks a lot of alcohol, as the player continues to interact with this

character one gets to learn more about him and experience both his ups and downs. I1

explains:

“This is my whole take, I guess. People don't value negative emotions enough in

media, I feel. Because I think that without the scenes with Shane, like being at his

lowest. Would you feel the same about that game? Would you feel the same about the

game, if you didn't see the darker side of the characters, or the sadder side of the

valley? Would a game be as nice and engaging, without that stuff? I don't think so. I

think that the human element in Stardew is a huge part of why it's such an engaging

and cozy game.”

Project Horseshoe (2017) is discussing the subject of antisocial characters or outcasts in

games, that they provide authenticity and allow vulnerability, intimacy and empathy. Where

there are gestures of trust from a character in a game, like inviting a player to a private space,

it may help the player feel more welcome. Waszkiewicz & Bakun (2020) made a distinction

between empathy games and cozy games even though there are interconnectedness between

them, but from the responses of some of the participants, a wide range of emotions create an

engaging experience which contributes to the coziness of a game. Project Horseshoe (2017)

even argues that “coziness is a shortcut to empathy” and that coziness thrives on

authenticity.

4.3 External factors
The absence or presence of external pressures or associations may affect the perception of

coziness, which might be hard for game developers to control. The following subchapters

give examples of what can affect the coziness.
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4.3.1 Comforting Environment
The physical placement while playing games affects coziness according to I4. When there is

winter or summer break from school or work, meaning no pressure from other

commitments, the mood for playing cozy games increases. They continued to explain that

during winter break, one can stay inside because it is cold outside, lay in bed, it’s dark and

immerse oneself into cozy vibes of a game; “I think cozy games sort of evoke the same kind of

emotional state as like cuddling with a blanket and a nice cup of tea”, a contrast between

experiences. (Linde, 2015; Olin and Thompson-Fawcett,2022). It was also mentioned that

some of the games that they considered were cozy, probably have an association when they

were on a break, because that was when the games were played. Q4 mentioned that cozy

games “have a social aspect to them and can be enjoyed with some chill lofi music and a cup

of tea”. One can create a physical environment which influences the coziness of a game, in

this case, a comforting environment. However, there are also some things that are not

possible in a game, sensory experiences. I1 explains that they really enjoy going to a spa and

soaking in a hot bath, but going to a hot bath in a game does not have the same impact and

mentions that the sensory experiences are important to them. But they also raise that in

games (or movies), there will be situations that don’t exist in real life, in which you have the

possibility to experience in a game instead.

4.3.2 External Expectations
Stress in games can be caused by external expectations or pressure. I5 shared an experience

where they had watched another player play a game on Youtube before playing the game

themselves; “I was under the mental supposition that I needed to min-max my time. So the

game became stressful, which was not very cozy.”, it was only when they were able to let go of

this mental supposition that they were able to enjoy the game. Watching how others play a

game may put expectations on oneself, that there is a right and wrong way to play a game,

which might hurt the experience of a game.

Online communities may have an impact on how cozy games are viewed and also how

players are affected. Some experiences regarding cozy games were brought to light by I1 and

I5; “as a female gamer, I know people look down on cozy games” and “there is an

undercurrent of, “oh that’s just for girls. It’s not a real game””. This may relate to what Vella

et al. (2020) studied, the gamer stereotype, but also what Project Horseshoe (2017)

mentioned regarding that social norms spread. If the social norm is that cozy games are not a

real game or just for girls, it may hinder some players from trying these games.
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5 Conclusions

5.1 Summary
The purpose of the study was to try and create a better understanding of why cozy games are

played, by asking players to share their experience of playing them. For clarity purposes the

result is summarized and visualized.

Three themes were created from the interviews and questionnaire responses; Cozy elements,

Emotions and needs and External factors. Each theme is summarized as following:

Cozy elements

Coziness in games is associated with concepts such as home, friendships and a slower pace of

life. The respondents valued playing at their own pace and the possibility to make choices

during playtime, a sense of freedom. A lack of time-constraints gives a signal that it is a

low-stress environment. When there is little to no pressure or violence in a game, it

contributes to coziness. If there is violence or combat involved, players sometimes create a

strategy to minimize any potential stress. In other scenarios, the game’s progress is not

dependent on violence or the players have the possibility to choose when to engage oneself

in combat. Accessibility options, such as changing the game difficulty allows the player to

choose the level of violence or combat themselves.

Aspects such as building, decorating, farming, collecting or exploration contributes to

coziness because it gives a sense of player expression. A game which seeks out coziness

benefits from having the ability to be creative on a personal level. Visuals and audio sets the

expectations of a game, it gives a signal to the player what kind of environment they are in.

The narrative and storytelling can help players to create deeper connections and relatedness

with the game, such as characters or environments. For some players, stories about sensitive

topics can still be considered cozy.

The responses in this study on what cozy elements are in a game reinforces the concepts of

safety, abundance and softness from Project Horseshoe (2017). Knowledge regarding

behaviors, experience and reasons for seeking coziness in a game were discovered.

Emotions and needs

The elements of cozy in a game allows to evoke feelings of comfort, a relatedness, relaxation.

The need for relaxation and slow play reinforces the article by Fizek (2022) and the main

reason for this need was in relation to stressful activities in real life, to be able to unwind but

also to engage. Sharing a cozy experience with others was valued by players, it could either be

achieving something together, helping each other solve goals, discussing the experiences

between each other or creating a connection with characters in the game. An emotional

investment in the game contributed to coziness. An importance to be able to relate to

characters or stories was expressed. The reason could either be to experience something

pleasant or to feel what others feel, even emotions that are not necessarily pleasant. The

authenticity and the human element in a game created an engaging and cozy experience.

External factors
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External factors such as physical placement while playing or external expectations can affect

the coziness while playing a game. A blanket or a cup of tea are mentioned to increase the

feeling of coziness while simultaneously playing a game. On the other hand, external

expectation or pressure can decrease the feeling of coziness, such as online communities

having a negative view on games that are cozy.

Visualization

Even if there are themes and subthemes, they interrelate. The reasons and the explanations

shared from the participants, all are part of an experience as a whole. To further clarify, a

visualization has been created to show that they affect each other:

Figure 3 Visualization of the cozy experience

The three layered circles are created to suggest that the entities can all exist in the same

space of a player, affecting each other, yet separated because they can also exist in their own

space. Cozy elements relate to what games can offer to a player, emotions and needs are

those from a player, external factors are things that can affect a player outside of games, for

example social constructs. There seems to be a scale to how cozy a game is considered to be,

depending on how much of the game is designed for coziness but also how the entities affect

each other. Some players mentioned that they had a hard time enjoying a game if they were

too stressed where the game usually enabled coziness, while others used coziness in games as
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a way to unwind. An association with winter break was potentially increasing the amount of

coziness a player felt while playing a game that they considered were cozy. It is similar to

what Project Horseshoe (2017) discusses, coziness cannot be forced on a player. That a cozy

design’s purpose is to facilitate a player's feelings as best as possible since there are a wide

variety of motivations and emotional states.

5.2 Discussion

5.2.1 Method discussion and limitations
The resources used regarding cozy outside of game context are limited to Nordic culture, it

would be valuable to see if other cultures have the same or similar concept of cozy. Does the

concept of cozy even exist in other cultures? If it does, are there any differences between

them? A more diverse and larger group of participants would have been valuable as well,

even though the participants shared valuable and unique insight. The recruitment process

led to the fact that there were only Swedish participants in the interviews, despite looking for

participants outside Sweden. The participants that were excluded were located outside

Sweden, however, all participants were included in a recruitment criteria from the

questionnaire before invitation to interviews were sent, where the responses from the

questionnaire were seen to give no insight into the subject at hand. The questionnaire had

participants in several countries, but is only applicable to the western part of the world.

Therefore, any conclusions made in this study are not applicable worldwide.

All the interviewees reported that they had played games since they were children which gave

a wide variety of gaming experiences, such as having seen how games have evolved since they

first started playing games. There may be differences between experienced players and

players who recently started playing, which have not been examined in this study.

The participants were asked to recall their experience revolving around cozy games, it may

have been years since they played a specific game and may not remember every detail. There

is also a possibility that they felt that they wanted to help with an answer as much as possible

even though not remembering all the details. This is not a bad thing, but important to keep

in mind in terms of bias.

There is self-selection bias to consider in this study as well. Participants voluntarily showed

their interest in the study, which might indicate that they already have a positive perception

of coziness in games. Recruitment was also made from online forums related to both cozy

games and also cozy in general. This may have an impact on the result of the study.

The background chapter has reference to google trends. It is important to note that google

searches may not represent a worldwide view of a specific subject. Some countries have their

own search engine or they restrict access to some of the google services. A worldwide

representation is not applicable.

Using both a questionnaire and interviews to examine the research question had several

purposes, as explained in the method chapter, but also as a form of triangulation of data

collection to minimize bias. There is a large amount of data, received through the

open-ended questions, that was analyzed. Since there is one researcher in this study, it is

prone to bias. The researchers' judgment and interpretation of the data is used in the

responses from the participant, therefore, the researcher has tried to be as transparent as
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possible in the study by allowing the data to speak for itself. The position the researcher is in,

white, female, millennial with experience of playing games that have coziness may have

influenced the interpretation. Additional researchers to analyze the data, an analyst

triangulation, would have been beneficial to strengthen the validity of the study.

5.2.2 Result discussion
The research question in this study is broad, from exploring what is considered a cozy game

from players perspectives, to why cozy games are played. While discussing what and why can

branch into several different areas, which could be valuable research topics on their own,

there was a purpose of the broad research question. As has been mentioned, academic

research regarding cozy games has not yet generated that many studies. There are studies

that suggest certain games, for example Animal Crossing, have gained popularity in recent

years, especially during the pandemic, which have been seen in this study to be considered a

cozy game. There seems to be a need for games that earlier have not been satisfied, therefore

this study was done in purpose of creating a better understanding of these needs in a broader

perspective and to allow for further research to explore the potential branching of areas.

The amount of data collected during the study reached saturation in a sense, the themes and

subthemes were only able to be created with the recurrence of similar experience and

reasons among the participants. It is consistent with several other articles mentioned in this

study as well. However, there is still new insight to be gained on the subject as a whole since

this is only one study out of a few existing studies regarding coziness in a game.

5.2.3 Societal and ethical aspects
Cozy as a concept is a need for relaxation, comfort and connection, each part of a

fundamental need in the human experience. Authenticity, empathy, and genuine connection

can help for understanding each other in a growing complex world, where one can encounter

new challenges each day. Challenges that can put a strain on oneself can be from an hectic

work day or other tougher matters, such as an pandemic or ongoing wars that affects

everyone worldwide. These are some of the constant struggles worldwide, the environments

are harsher and unsafe to live in. The World Health Organization reports that mental health

struggles keep increasing worldwide where anxiety and depression is most common and can

cause difficulties in all aspects of life. If coziness in a game can contribute to human needs on

some level, which the data in this study suggests, it may be beneficial for mental health or at

least as a break or pause from daily struggles.

Even though there seems to be many positive aspects with coziness, there could also be

aspects that are not as positive. Despite asking the participants if they had experienced any

negative impact while playing cozy games, there were not many negative experiences shared

by the participants. Negative experience around communities or sometimes wanting to play

games that tells you more of what to do, which cozy games often tend not to is a small sample

of what was said in response to this question. However, there is an aspect that can be both

beneficial but also detrimental, and that is in relation to escapism. If coziness in games is

easily accessible, there might be situations where players avoid conflict and struggles and

escape into a much easier world, cozy games. If avoiding to deal with personal struggles

long-term, it might be detrimental to one’s health even if the games elicit positive emotions.
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5.3 Future Work
Potential branching areas could be to research, as discussed earlier, what cozy is with more

diversity. Cultures, genders, ages are some examples that could be examined more closely.

There could be differences in how one perceives coziness depending on one’s gaming

experience. As discussed, all participants in this study have been playing games since they

were children, how is coziness perceived by players who recently started playing games? The

seemingly increasing popularity of coziness in games is another interesting area. Further

studies could dive deeper into the topic and potentially answer the why.

Another area could be research related to the psychological field. It would be interesting to

see research where it examines coziness in games and mental health. Can coziness be

beneficial to mental health? Are there any detrimental effects? What are the benefits or

detrimental effects? Social connection is another area that is interesting. There is numerous

research on social connection and games, what role does the concept of cozy have in terms of

social connection? Coziness often includes nurturing relationships, can that have a positive

impact on social connection?

Even though the researcher tried to invite participants to share their experiences regarding

analogue games, such as board games, there is a lot of focus on video games in this study. A

future research could shift this focus from digital games to analogue games, what is their role

in terms of coziness? One aspect could be that analogue games enable social interactions in a

different way than digital games, an example that was thought of is that one often is in the

same physical space as another player while playing and the analogue game may be a sort of

a “vehicle” for social interactions.

Flow was expected to have a more wide role in coziness and games than was seen in this

study. As mentioned, the game Journey has cozy aspects and the game was created with flow

in mind. How is flow achieved in terms of coziness? Is there maybe another sort of flow

involved, a cozy flow? Further studies with more of a focus on flow and coziness in games

would be interesting to see.
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Appendix A - Questionnaire
Hi

You are invited to participate in a study about experiences and reasons for playing cozy

games. In this survey, you will be asked questions about demographics, gaming habits and

what you consider a cozy game is. It will take approximately 10-15 minutes to complete the

questionnaire.

In the online interview you will be asked more specific questions about cozy games, your

experience and reasons for playing them, you decide what you want to share and what you do

not want to share. The online interview is expected to take ~30 minutes.

If you are interested in participating in the online interview, please fill in your email address

at the end of this survey. Your email address will only ever be used to contact you about the

research interview. Due to limited resources, all who are interested in an interview may not

be able to participate.

Your participation in this study is completely voluntary. There are no foreseeable risks

associated with this project. However, if you feel uncomfortable answering any questions,

you can withdraw from the survey and the online interview at any point.

Your responses will be coded and will be anonymous. The information provided may be

shared within my study group and teachers for the purpose of feedback and analysis. Result

of the study will be presented in my thesis.

If you have questions at any time about the study or the procedures, you may contact Maria

Önnberg on the email address a23maron@student.his.se.

Thank you very much for your time and support.

The information provided by you in this questionnaire will be used for research purposes.

By signing this form, you are indicating that you have understood the above and consent to

us collecting this information. We will hold it until 2024-09-27, or until it’s no longer

required. You can withdraw your consent at any time.

Please tick the following box to confirm your consent:

What is your age?

18-29 years old

30-40 years old

40-50 years old

50-60 years old

Over 60

Prefer not to say

How do you describe your gender identity?

Please specify:

Prefer not to say

1



Which country do you live in?

Howmany hours, on a regular week, do you spend playing games offline by

yourself? Your best estimate is fine.

0-9 hours

10-19 hours

20-29 hours

30-39 hours

40+ hours

How many hours, on a regular week, do you spend playing games online with

other players?

0-9 hours

10-19 hours

20-29 hours

30-39 hours

40+ hours

List game genres that you usually play

__________

Which games would you consider cozy? Both digital (video games) and

analogue (board games) games.

__________

Why do you consider them cozy?

__________

How often do you play cozy games?

__________

I would like to participate in an interview:

Email:

No
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Appendix B - Interview questions
“Welcome!

My name is Maria and I am doing my master thesis in Games User Experience at University

in Skövde.

Before we start, I wanted to thank you for participating in this interview and the

questionnaire you did beforehand, it gives me much valuable information. In the survey, you

were asked questions about demographics, gaming habits and what you consider a cozy

game is. This interview will dive deeper into what you consider a cozy game is and your

experiences and reasons for playing cozy games. It is important for you to know that you

decide what you want to share and what you do not want to share, it is completely voluntary

and you can withdraw at any time, even after we are done. If there are any questions you

would rather not answer, just let me know and we will continue to the next question.

Your responses will be coded and will be anonymous. The information provided may be

shared within my study group and teachers for the purpose of feedback and analysis. Result

of the study will be presented in my thesis.

Your voice will be recorded for the purpose of me being able to go back and transcribe to

later analyze the data, only me will have access to this recording.

If you have questions at any time about the study or the procedures, you may contact me on

the email address a23maron@student.his.se.

Before we start with the questions, I need your consent to collect the information in this

interview. So let me read a few words and let me know if you agree or not:

The information provided by you in this interview will be used for research purposes.

By accepting this, you are indicating that you have understood and consent to us collecting

this information. We will hold it until 27th september 2024, or until it’s no longer required.

You can withdraw your consent at any time.

Have you understood the terms of participation and would like to give consent to those

terms?”

Warm-up

● How long have you been playing video games for?

● What kind of games do you typically play?

Cozy

● What is cozy for you?

● What difference, if any, do you see between cozy within game context and cozy

outside of game context?

● Which games would you consider cozy? (both digital and analogue)

○ What about them makes them cozy?

○ Can you rank how cozy they are on a scale to 1-5? Where 1 is not cozy at all

and 5 is the whole game is cozy.

● What was the reason for playing a cozy game for the first time?

● What is the reason for playing cozy games now?

○ (What made you realise that you like/dislike cozy games?)

3



● What experience are you looking for in a cozy game?

● Have your gaming habits changed in any way in recent years?

● What is your favorite cozy game?

● (Have you experienced any positive impact while playing cozy games?

○ Can you tell me more?/Why?

● Have you experienced any negative impact while playing cozy games?

○ Can you tell me more?/Why?)

Emotions

● How would you describe your mood and emotions you feel while playing cozy games?

● Does playing cozy games cause your mood to change in any way? (How?)

● In your daily life, are there any moments where you feel more inclined to play than

others?

○ Why?

○ What games do you usually play then?

● How would you say playing cozy games relates to your daily life?

Cooldown

● What is one of your favorite gaming memories?

● Would you like to share anything else before we finish?
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Appendix C - Questionnaire responses

Figure 4 The age range of participants

Figure 5 Countries in which the participants lived in

Figure 6How many hours spent playing offline on a weekly basis
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Figure 7How many hours spent playing online on a weekly basis

Commonly played game genres

RPG 9

Puzzle Games 5

Simulation Games 4

Strategy Games 4

Survival 3

Roguelikes 3

Battle Royale 2

City Builders 2

Crafting 2

Exploration 2

Horror 2

Open World 2

Sandbox Games 2

Soulslikes 2

Visual Novel 2

Life Sims 2

Action-Adventure 1

Card Games 1
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Co-op Games 1

Co-op Shooter 1

Crpgs 1

DCCGs 1

Escape Room Simulators 1

Farming Games 1

FPS 1

Idle Games 1

JRPG 1

Management 1

MMORPG 1

MMOs 1

Mystery 1

Narrative Games 1

Platformer 1

Point and Click Puzzle Games 1

Rhythm 1

Roguelites 1

Single Player 1

Co-op Fantasy 1

Fantasy RPG 1

Pet Simulation Games 1

Story-Based 1

Story-Rich 1

Survival Sandbox 1

Tactical Shooter 1

Turn-Based 1

Walking Sims 1

Whatever-one-calls-animal-crossing 1

Word Games 1
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Table 1 Commonly played game genres among participants

What games are considered cozy

Stardew Valley 12

Minecraft 5

Animal Crossing 5

Spiritfarer 3

Unpacking 3

The Sims 2

Strange Horticulture 2

A Short Hike 2

House Flipper 2

Wytchwood 1

Wylde Flowers 1

Valheim 1

Treasure Hunter Simulator 1

The Red Lantern 1

The Brew Barons 1

Subnautica 1

Slime Rancher 1

Skyrim 1

Sky: Children of the Light 1

SEASON: A letter to the future 1

Scribblenauts Unlimited 1

Samorost 1

Röki 1

Rime 1

Red Dead Redemption 2 1

Professor Layton 1

Powerwash Simulator 1
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Potions a Curious Tale 1

Neko Atsume 1

Nancy Drew mysteries 1

My Dream Setup 1

MTG Commander/Brawl 1

Little Witch in the Woods 1

Little Inferno 1

Lightyear Frontier 1

Life is Strange 1

Human Resource Machine 1

Flamecraft 1

Fishing Adventure 1

Dredge 1

Dragon Quest Builders 1

Dorfromantik 1

Deer Hunter 1

Cult of the Lamb 1

Cozy Grove 1

Coloring games 1

Cities: Skylines 1

Calico 1

Botanicula 1

Bokura 1

Bear and Breakfast 1

Balatro 1

Baba is You 1

Assemble with Care 1

ABZÛ 1

Table 2 Games that are considered cozy by participants
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