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When Animal Crossing: New Horizons (Nintendo, 2020) came out at the beginning
of the COVID-19 pandemic and global lockdowns, it took the world by storm,
selling record numbers of copies in the span of a few months (Hernandez, 2020;
Khan, 2020). People who had never before considered themselves gamers bought
the Nintendo Switch console and devoted countless hours to picking fruit, digging
for fossils, decorating their houses and islands, and connecting with friends
through the game’s world (Fang, 2023; Yee and Sng, 2022; Zhu, 2021). For this
reason alone, the pandemic became a crucial moment for digital games. Due to
this newfound interest, digital games entered popular discourses not only because
of their violence, but as a mature medium that was far more diverse than news
would have it. Until then, the focus had primarily been on their violence, their
presumed involvement in teenage behavioral issues, and their influence on the
shootings in American schools (Kneer and Ward, 2021).

The term cozy games was first introduced in the games industry before being
adapted by game scholars (Chan et al., 2022; Fang, 2023; Sullivan et al.,, 2023;
Waszkiewicz and Bakun, 2020; Wippling et al., 2022; Youngblood, 2022), who
usually discuss it in relation to ludic, narrative, or aesthetic qualities of games.
What is, however, worth emphasizing is that what we understand by cozy games
refers to an incredibly broad group of titles which, while usually easily recognizable
and classifiable as cozy due to how they look, span across many genres and themes.
Thus, for example, Slime Rancher (Monomi Park, 2017) draws from mechanics of
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the first-person shooter, while Unpacking (Witch Beam, 2021) limits the gameplay
to, according to the title, unpacking boxes after moving to a new apartment;
Cozynauts (NeoNoir Studios, 2024) is a game with a science-fiction setting where
the player explores new planets, while Fae Farm (Phoenix Labs, 2023) is a farm
simulator set in a fantasy world filled with magic, potions, and swords. And yet,
we have hardly any problems with recognizing all these titles as cozy, basing our
judgement mostly on how they look. Cozy aesthetics are quite unmistakable: the
colors are bright and/or pastel, the shapes are round, the characters are adorable
(even if they are monsters, ghosts, or other creatures that we traditionally do not
associate with cuteness), the music is soft, positive, and upbeat. There are other
elements of design too: there are no jump scares, timed events, or competitiveness;
and failure, even if it is present, does not sting. These titles allow us to sink
hours into activities that are repetitive, mundane, maybe even seemingly boring
(Alharthi et al., 2018), to dress up characters and furniture the digital homes to our
hearts’ content, they are reassuring and positive, and even if the story deals with
heavier topics or difficult emotions, the gameplay ensures a safe environment to
experience them in.

Although in game studies the attention of the researchers is mostly directed
towards ludic and aesthetic elements, it is worth noting that in both psychology
and sociology studies on the significance of cuteness brought fascinating results.
As authors of The Aesthetics and Affects of Cuteness note, usage of the word cute
in English can be traced to the 1850s with the term being “aligned with children,
women, the domestic sphere, and a particular form of [what Lori Merish calls]
‘feminine spectacle” (Dale et al., 2016, p. 2). Such use is still common in popular
discourse, although it is worth noting that the word becomes increasingly used to
describe Western and Asian masculinities as well (Baudinette, 2017; DeAngelis,
2016).!

After researching fixed action patterns and associated singing stimuli in birds,
Konrad Lorenz (1970), “a father of modern cuteness research” (Sherman and Haidt,
2011, p. 248), linked the avian and human responses to cuteness and suggested
that it serves as an “innate releaser” of the human - and parental in particular
- caregiving response. Sherman and Haidt build on that by generalizing the
relationship between cuteness and care to the more general trigger of socialization.
If cuteness is “an affective mechanism for detecting and responding to the
social value of human children... its primary... function is to motivate sociality,
triggering an attempt to engage the child in social interaction” (Sherman and
Haidt, 2011, p. 248).

1 This is not without its significance considering the influence of Japanese production contexts
on the global game industry.
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This has a second, crucial consequence in the form of activating processes
that cause people to not only humanize the object perceived as cute but also, by
proxy, to perceive cute objects as members of the moral circle. It is for this reason,
Sherman and Haidt argue, that cuteness is so prevalent in toymaking and that
cute objects tend to be anthropomorphized so often. Emma Reay (2021a, 2021b)
looks into exactly this in the context of digital games, analyzing the trope of “the
Blithe Child” in such games as Little Big Planet (Media Molecule, 2014), Unravel
(Coldwood Interactive, 2016), and Fall Guys (Mediatonic, 2020). She argues that
in these games, all of which feature an avatar who resembles a ragdoll, a fabric or
a plastic toy, respectively, “the buoyant, giddy, cherubic figure of ‘the Blithe Child’
functions both as an iconic sign as an affective trigger” (Reay, 2021b, p. 132) since
the figure both adheres to genre expectations and establishes expectations towards
it and structures the player—avatar relationship.

The concept of cuteness remains very close to the meaning enclosed in the
Japanese kawaii (F]ZV), 23U\, which for Sharon Kinsella (2015) means
that which is “childlike; it celebrates sweet, adorable, innocent, pure, simple,
genuine, gentle, vulnerable, weak, and inexperienced social behavior and
physical appearances” (p. 226). The word, now commonly used in the Western
context, is often used to describe characters “which are animals or quasi-animals
who must be cared for or trained” (Yano, 2004, p. 57), such as Hello Kitty, or
characters from the Pokémon franchise, or the Animal Crossing series (Kinsella,
1995; Kovarovic, 2011).

Definitions of coziness in game studies

Before the term cozy games became as widespread as it currently is, game scholars
had been already paying attention to the titles this definition encompasses,
coining different names for them depending on what qualities they focused on
the most, including: ambient games (Fizek, 2018; Hjorth and Richardson, 2020),
empathy games (Boltz et al., 2015; Kors et al., 2016; Pozo, 2018), friendship games
(Harrington, 2018), personal games (Parker, 2013), small games (McCrea, 2011), slow
games (Navarro-Remesal, 2020), tend-and-befriend games (Code, 2017; Ruberg and
Scully-Blaker, 2021), or wholesome games (Knight, 2019).

The definition of coziness that is currently the most commonly referenced
comes from a detailed report by Tanya X Short, Chelsea Howe, Daniel Cook,
and others (2018).2 In the report, coziness is defined as referring to “how strongly

2 |nthe previous literature the report has been cited as “(Cook, 2018).” This has been now modi-
fied to reflect the group character of the work done by Tanya X Short, Anthony Ordon, Dan
Hurd, Chelsea Howe, Jake Forbes, Squirrel Eiserloh, Joshua Diaz, Ron Meiners, and Daniel
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a game evokes the fantasy of safety, abundance, and softness” (2018). The following
definitions of the three tenets are offered:

1. Safety: “A cozy game has an absence of danger and risk. In a cozy game,
nothing is high-risk, and there is no impending loss or threat. Familiarity,
reliability, and one’s ability to be vulnerable and expressive without negative
ramification all augment the feeling of safety”.

2. Abundance: “A cozy game has a sense of abundance. Lower level Maslow
needs (food, shelter) are met or being met, providing space to work on
higher needs (deeper relationships, appreciation of beauty, self actualization,
nurturing, belonging). Nothing is lacking, pressing or imminent”.

3. Softness: “Cozy games use strong aesthetic signals that tell players they are
in a low stress environment full of abundance and safety. These are gentle
and comforting stimulus, where players have a lower state of arousal but
can still be highly engaged and present. There’s often an intimacy of space
and emotion, with a slower tempo pace and manageable scope (spatially,
emotionally, and otherwise). Soft stimuli implies authenticity, sincerity, and
humanity”.

(Short et al., 2018, emphasis original).

Drawing heavily from the report, Agata Waszkiewicz and Martyna Bakun
(2020) scrutinize coziness as a trait that can be dominant or complementary to
a specific game’s theme and genre, emphasizing that moments of coziness can
also be found in action-oriented, mainstream titles. Thus, they consider the link
between cozy and non-cozy game elements as definable by one of the three types
of relationships: 1) coherent, 2) dissonant, and 3) situational.

The coherent relationship seems the most intuitive, as it describes the
vast majority of cozy games. It describes a situation in which cozy aesthetics
accompanies a cozy message or themes. What is worth emphasizing is the
importance of the coziness of gameplay - although, of course, while many games
feature a detailed, cozy narrative, like Stardew Valley (Concerned Ape, 2016), other
titles prioritize the coziness of gameplay with little story. For example, A Little
to the Left (Max Inferno, 2022) is a puzzle game in which the player is tasked
with putting various objects, such as screws, books or leaves, in an aesthetically
pleasing and satisfying order.

A dissonant relationship “connects two aesthetics that seem the most
contradictory” (Waszkiewicz and Bakun, 2020, p. 233). Such a juxtaposition can
be done through contrasting various elements. Most often, arguably, it is cozy
gameplay and aesthetics that accompany difficult, emotional narratives, rather
than the other way around. For example, That Dragon, Cancer (Numinous Games,

Cook. Following the order provided in the original blog post, it is now referred to as “(Short

et al., 2018).” We thank Samuel Poirier-Poulin for the suggestion.
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2016) combines safe, unthreatening gameplay and soft aesthetics with difficult
emotions of raising a terminally ill child.

Finally, situational coziness describes moments in which the cozy is present in
games that are otherwise not cozy, in order to provide moments of escape from
combat and tension, as well as bring closer the characters and players. A recurring
way in which that is manifested is “through the imagery of a campfire that in many
games serves as either checkpoints or safe zones” (Waszkiewicz and Bakun, 2020,
p- 235), for example in Dark Souls (From Software, 2011) or Tomb Raider (Crystal
Dynamics, 2013), where fire signifies the safe haven.

A similar effect can be obtained through a cutscene or other game moments
the player has no influence over, like the shared moment of tenderness between
Nathan Drake and Elena, who share an intimate dinner and evening together in
Uncharted 4: A Thief’s End (Naughty Dog, 2016). As an action-adventure game, the
gameplay consists of fighting waves of enemies and exploring environments, thus
demanding skill and persistence. By giving Nathan a moment of reprise within
his own home and with a woman he loves, the game additionally extends that
cozy moment of intimacy as shared between the character and the player, bringing
them closer together.

Comfort as resistance

Similar to the concepts of care and cozinessis that of wholesomeness. When discussing
streaming practices, Jordan Youngblood (2022) defines “cozy wholesomnes” as
ameans to “embrace this potentiality of unity and intimacy and fuse it to a resistant
attitude of being that allows for something other than cynicism and sarcasm” (p. 533).
Drawing from Mel Campbell (2018) “wholesomeness” can be defined as an idea
of almost radical optimism and unity, which resists irony and opposes “a culture
dominated by loneliness, cynicism, and posturing over cultural capital”.

For Judith Philips (2007), care can mean several things including “affection,
love, duty, well-being, responsibility and reciprocity,” which can be demonstrated
through “touch, action, emotion, and bodily expression” (p. 1). Although care is
usually associated with interpersonal, intimate relationships — as in Phillips’ quote
- itis also an important concept in the philosophical and political discourses. For
example, the feminist “Ethics of Care” movement (Robinson, 1999; Hamington,
2004; Held, 2006), initiated by Carol Gilligan and Nel Noddings, “sought to
challenge conceptions of ethics based on justice and rights, with an ethics based
on the values central to the way humans care for each other” (Thompson, 2015,
p- 433). From philosophical but also sociopolitical points of view, care has always
been political considering that, historically, care has been perceived as a feminine
trait and a woman’s domain (Thompson, 2015).
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The idea that care, slowness, and cuteness can be deeply political tools of
resistance and activism is not new in feminist writing. It was first formulated in
1988 by a Black feminist and queer poet Audre Lorde (1988/2017), who, amidst
her fight with cancer, said that “[c]aring for myself is not self-indulgence, it is
self-preservation, and that is an act of political warfare” (p. 131). Since then, self-
care has gained importance in writings of other Black writers, but, as has been
acknowledged by André Spicer (2019), the concept has lost its radical feminist
meaning through its use and abuse in popular discourses. Abdul Hadi (2017), for
example, criticizes the concept of self-care, since “the ones who need to practice
self-care the most i.e., those struggling with class and economy based injustices
and oppressions, which are usually connected to race and gender based in-
justices, cannot afford the services of self care” (p. 33).

Finally, it is worth noting how Tricia Hersey (2022), the author of Rest is
Resistance manifesto and the founder of The Nap Ministry project, writes about
self-care: “Rest is a form of resistance because it disrupts and pushes back against
capitalism and white supremacy”, linking sleep deprivation to white supremacy
and the exploitation and racialization of People of Color in the United States. On
her website she emphasizes the “liberating power of rest” and stresses that “[p]art
of this rest resistance is also reclaiming your imagination and reclaiming hope,
reclaiming your intuition of knowing what’s right and knowing there’s always time
for you to reclaim your body as yours” (Hersey, 2022).

How do cozy games fit in the narratives of self-care resistance? Considering their
emergence as a counter-genre to the mainstream, violent, fast-paced, competitive
action and shooter game titles, it is difficult not to see cozy games also as a reflection
of the changing needs of the current players. The shifting, unstable political and
economic landscape in Europe and the United States in recent years sees a shift
towards right-wing ideas, increasing intolerance, economic crises following the
Russian military aggression against Ukraine and the long-term consequences of
the COVID-19 pandemic, as well as the looming threat of the climate catastrophe.
These have all prompted a change in how and where people seek escape. Gerald
Farca, Alexander Lehner, and Victor Navarro-Remesal (2018) notice an important
quality of cozy games, pointing to what they call “regenerative play,” evoking such
feelings as affection, curiosity and commitment that not only provide players with
rest but also inspire them to be mindful towards natural environments outside
of the game context, “changing their habitual dispositions and images of nature,
culture and their mutual dependence” (p. 22). With public narratives trying to
place responsibility for the climate change on the individual rather than enforcing
action on the level of multi-million-dollar companies, people no longer long to
play a lone hero bound to save the world, and it is not surprising that so many turn
to cozy games, searching for the predictability and stability that they offer.



Cozy Games and Resistance Through Care 13

Bibliography

Abdul Hadj, S. (2017). Struggle and the Politics of Self Care: A Curatorial Perspective.
[Unpublished doctoral dissertation.] Concordia University.

Alharthi, S.A., Alsaedi, O., Toups, Z.0., Tanenbaum, J., & Hammer, J. (2018). Playing
to Wait: A Taxonomy of Idle Games. In: Proceedings of the 2018 CHI Conference
on Human Factors in Computing Systems. ACM.

Baudinette, T. (2017). Constructing Identities on a Japanese Gay Dating Site: Hunki-
ness, Cuteness and the Desire for Heteronormative Masculinity. Journal of Lan-
guage and Sexuality, 6(2), 232-261. https://doi.org/10.1075/jls.6.2.02bau

Boltz, L.O., Henriksen, D., & Mishra, P. (2015). Rethinking Technology & Creativity
in the 21st Century: Empathy through Gaming - Perspective Taking in a Com-
plex World. TechTrends, 59(6), 3-8. https://doi.org/10.1007/s11528-015-0895-1

Campbell, M. (2018, July 16). Too Pure For This World. Kill Your Darlings. Online:
https://www.killyourdarlings.com.au/article/too-pure-for-this-world/ (accessed
on December 22, 2023).

Chan, L., Chandross D., Cober, S., & Lachman, R. (2022). TOMO VOX: Exploring
Cozy Games and Character-Driven Storyworlds for Pediatric Voice Therapy. In:
Extended Abstracts of the 2022 Annual Symposium on Computer-Human Interac-
tion in Play (pp. 127-132).

Code, B. (2017, March 8). Slouching toward Relevant Video Games. GamesIndustry.
biz. Online: https://www.gamesindustry.biz/slouching-toward-relevant-video-
games (accessed on December 22, 2023).

Dale, J.P., Leyda, J., Negra, D., McIntyre, A.P., & Goggin, J. (2016). The Aesthetics and
Affects of Cuteness. In: ].P. Dale, J. Leyda, D. Negra, A.P. McIntyre, & J. Goggin
(Eds.), The Aesthetics and Affects of Cuteness (pp. 1-34). Routledge.

DeAngelis, M. (2016). Soft and Hard: Accessible Masculinity, Celebrity, and Post-
Millennial Cuteness. In: J.P. Dale, J. Leyda, D. Negra, A.P. McIntyre, & J. Goggin
(Eds.) The Aesthetics and Affects of Cuteness (pp. 204-225). Routledge.

Fang, Z. (2023). Cozy Games: How COVID-19 Affected Game Playing Among
College Students. [Unpublished doctoral dissertation.] The George Washington
University.

Farca, G., Lehner, A., & Navarro-Remesal, V. (2018). Regenerative Play and the Expe-
rience of the Sublime in The Legend Of Zelda: Breath Of The Wild. The Philosophy
of Computer Games Conference.

Fizek, S. (2018). Interpassivity and the Joy of Delegated Play in Idle Games. Trans-
actions of the Digital Games Research Association, 3(3). https://doi.org/10.26503/
todigra.v3i3.81

Hamington, M. (2004). Embodied Care: Jane Addams, Maurice Merleau-Ponty, and
Feminist Ethics. University of Illinois Press.


https://doi.org/10.1075/jls.6.2.02bau
https://doi.org/10.1007/s11528-015-0895-1
https://www.killyourdarlings.com.au/article/too-pure-for-this-world/
https://www.gamesindustry.biz/slouching-toward-relevant-video-games
https://www.gamesindustry.biz/slouching-toward-relevant-video-games
https://doi.org/10.26503/todigra.v3i3.81
https://doi.org/10.26503/todigra.v3i3.81

14 Agata Waszkiewicz, Marta Tyminska

Harrington, J. (2018). On Buddhist Frogs and Flower Arrangements: Out-of-Game’s
Spatial Production in Friendship Games. Game Studies Triple Conference.

Held, V. (2006). The Ethics of Care: Personal, Political, and Global. Oxford University
Press.

Hernandez, P. (2020, August 6). Animal Crossing outsells Breath of the Wild in mere
months. Polygon. Online: https://www.polygon.com/2020/8/6/21356899/animal-
crossing-new-horizons-acnh-nintendo-switch-financial-earnings-sales-breath-
of-the-wild (accessed on December 22, 2023).

Hersey, T. (2022). Rest Is Resistance: A Manifesto. Little Brown Spark.

Hjorth, L. & Richardson, I. (2020). Ambient Play. The MIT Press.

Khan, I. (2020, April 7). Why Animal Crossing Is the Game for the Coronavirus
Moment. The New York Times. Online: https://www.nytimes.com/2020/04/07/
arts/animal-crossing-covid-coronavirus-popularity-millennials.html (accessed
on December 22, 2023).

Kinsella, S. (2015). Adult Manga: Culture and Power in Contemporary Japanese
Society. Routledge.

Knight, A. (2019). Reap What You Sow: The Seed and the Harvest of Wholesome
Games. The Lifted Brow, (44), 5-8.

Kors, M.J.L., Ferri, G., van der Spek, E.D., Ketel, C., & Schouten, B.A.M. (2016).
A Breathtaking Journey: On the Design of an Empathy-Arousing Mixed-
Reality Game. In: Proceedings of the 2016 Annual Symposium on Computer-
Human Interaction in Play - CHI PLAY 16, (pp. 91-104). ACM Press. https://
doi.org/10.1145.2967934.2968110

Lorde, A. (2017). A Burst of Light: And Other Essays. Courier Dover Publications.

Lorenz, K. (1970). Studies in Animal and Human Behaviour. Volume I. Harvard
University Press.

McCrea, C. (2011). We Play in Public: The Nature and Context of Portable Gaming
Systems. Convergence, 17(4), 389-403. https://doi.org/10.1177/1354856511414987

Navarro-Remesal, V. (2020). Meditaciones. Modos zen, contemplacion y lentitud en
el videojuego. In: V. Navarro-Remesal (Ed.), Pensar el juego. 25 caminos para los
game studies (pp. 132-140). Shangrila.

Philips, J. (2007). Care. Polity Press.

Reay, E. (2021). Cute, Cuddly and Completely Crushable: Plushies as Avatars in
Video Games. Journal of Gaming & Virtual Worlds, 13(2), 131-149. https://doi.
org/10.1386/jgvw._00033_1

Reay, E. (2022). The Child in Games: From the Meek, to the Mighty, to the Monstrous.
[Unpublished doctoral dissertation.] University of Cambridge.

Robinson, F. (1999). Globalizing Care: Ethics, Feminist Theory, and International
Relations. Westview Press.


https://www.polygon.com/2020/8/6/21356899/animal-crossing-new-horizons-acnh-nintendo-switch-financial-earnings-sales-breath-of-the-wild
https://www.polygon.com/2020/8/6/21356899/animal-crossing-new-horizons-acnh-nintendo-switch-financial-earnings-sales-breath-of-the-wild
https://www.polygon.com/2020/8/6/21356899/animal-crossing-new-horizons-acnh-nintendo-switch-financial-earnings-sales-breath-of-the-wild
https://www.nytimes.com/2020/04/07/arts/animal-crossing-covid-coronavirus-popularity-millennials.html
https://www.nytimes.com/2020/04/07/arts/animal-crossing-covid-coronavirus-popularity-millennials.html
https://doi.org/10.1145/2967934.2968110
https://doi.org/10.1145/2967934.2968110
https://doi.org/10.1177/1354856511414987
https://doi.org/10.1386/jgvw_00033_1
https://doi.org/10.1386/jgvw_00033_1

Cozy Games and Resistance Through Care 15

Ruberg, B. & Scully-Blaker, R. (2021). Making Players Care: The Ambivalent Cul-
tural Politics of Care and Video Games. International Journal of Cultural Studies,
24(4), 655-672. https://doi.org/10.1177/1367877920950323

Sherman, G.D. & Haidt, J. (2011). Cuteness and Disgust: The Humanizing and De-
humanizing Effects of Emotion. Emotion Review, 3(3), 245-251. https://doi.
org/10.1177/1754073911402396

Short, T.X., Ordon, A., Hurd, D., Howe, C., Forbes, J., Eiserloh, S., Diaz, J., Cook, D.,
& Meiners, R. (2018, January 24). Cozy Games. Lostgarden. Online: https://lost-
garden.home.blog/2018/01/24/cozy-games/ (accessed on December 22, 2023).

Spicer, A. (2019, August 21). ‘Self-Care™ How a Radical Feminist Idea Was Stripped
of Politics for the Mass Market. The Guardian. Online: https://www.theguardian.
com/commentisfree/2019/aug/21/self-care-radical-feminist-idea-mass-market
(accessed on December 22, 2023).

Sullivan, A, Stanfill, M., & Salter, A. (2023). The Constraints of Cozy Games: Boy-
friend Dungeon and Consent in Queer Play: Boyfriend Dungeon and Consent in
Queer Play. In: Proceedings of the 18th International Conference on the Founda-
tions of Digital Games (pp. 1-9).

Thompson, J. (2015). Towards an Aesthetics of Care. Research in Drama Education:
The Journal of Applied Theatre and Performance, 20(4), 430-441. https://doi.org/
10.1080/13569783.2015.1068109

Wippling, A., Walchshofer, L., & Lewin, R. (2022). What Makes a Cozy Game?:
A Study of Three Games Considered Cozy. [Unpublished Bachelor’s dissertation.]

Waszkiewicz, A., Bakun, M. (2020). Towards the Aesthetics of Cozy Video Games.
Journal of Gaming & Virtual Worlds, 12(3), 225-240. https://doi.org/10.1386/
jgvw_00017_1

Yano, C.R. (2004). Kitty Litter: Japanese Cute at Home and Abroad. In: J. Goldstein,
D. Buckingham, & G. Brougere (Eds.). Toys, Games, and Media (pp. 67-84).
Routledge. https://doi.org/10.4324/9781410611000

Yee, A.Z.H. & Sng, J.R.H. (2022). Animal Crossing and COVID-19: A Qualitative
Study Examining How Video Games Satisfy Basic Psychological Needs during the
Pandemic. Frontiers in Psychology, 13. https://doi.org/10.3389/fpsyg.2022.800683

Youngblood, J. (2022). A Labor of (Queer) Love: Maintaining ‘Cozy Wholesome-
ness’ on Twitch During COVID-19 and Beyond. Television & New Media, 23(5),
531-541. https://doi.org/10.1177/15274764221080966

Zhu, L. (2021). The Psychology behind Video Games during COVID-19 Pandemic:
A Case Study of Animal Crossing: New Horizons. Human Behavior and Emerg-
ing Technologies, 3(1), 157-159. https://doi.org/10.1002/hbe2.221


https://doi.org/10.1177/1367877920950323
https://doi.org/10.1177/1754073911402396
https://doi.org/10.1177/1754073911402396
https://lostgarden.home.blog/2018/01/24/cozy-games/
https://lostgarden.home.blog/2018/01/24/cozy-games/
https://www.theguardian.com/commentisfree/2019/aug/21/self-care-radical-feminist-idea-mass-market
https://www.theguardian.com/commentisfree/2019/aug/21/self-care-radical-feminist-idea-mass-market
https://doi.org/10.1080/13569783.2015.1068109
https://doi.org/10.1080/13569783.2015.1068109
https://doi.org/10.1386/jgvw_00017_1
https://doi.org/10.1386/jgvw_00017_1
https://doi.org/10.4324/9781410611000
https://doi.org/10.3389/fpsyg.2022.800683
https://doi.org/10.1177/15274764221080966
https://doi.org/10.1002/hbe2.221

16 Agata Waszkiewicz, Marta Tyminska

Ludography

Coldwood Interactive. (2016). Unravel. Electronic Arts.

ConcernedApe. (2016). Stardew Valley. Concerned Ape.

Crystal Dynamics. (2013). Tomb Raider. Square Enix.

From Software. (2011). Dark Souls. Bandai Namco Entertainment.

Max Inferno. (2022). A Little to the Left. Secret Mode.

Media Molecule. (2014). Little Big Planet. Sony Interactive Entertainment.
Mediatonic. (2020). Fall Guys. Epic Games.

Monomi Park. (2017). Slime Rancher. Monomi Park.

Naughty Dog. (2016). Uncharted 4: A Thief’s End. Sony Computer Entertainment.
NeoNoir Studios. (2024). Cozynauts. NeoNoir Studios.

Nintendo. (2020). Animal Crossing: New Horizons. Nintendo.

Numinous Games. (2016). That Dragon, Cancer. Numinous Games.
Phoenix Labs. (2023). Fae Farm. Phoenix Labs.

Witch Beam. (2021). Unpacking. Humble Games.



	Filip Jankowski - (Post)pandemic academia, 
or rising from the ashes
	Monika Paleczna - Computer games as a subject of psychological research – negative and positive aspe
	Julia Sowa - Gamebook wzbogacony literacką przeszłością – analiza gry paragrafowej Dziady część V. D
	Katarzyna Prajzner - Recenzja książki Joanny Pigulak Gra w film. Z zagadnień relacji między filmem i
	Agata Waszkiewicz*, Marta Tymińska**
	Cozy Games and Resistance 
Through Care

	Agata Waszkiewicz*, Marta Tymińska**
	Gry przytulne i opór poprzez troskę

	Samuel Poirier-Poulin*
	“Drown Your Troubles in Coffee”: 
Place, Heterotopia, and Immersion 
in the Coffee Talk Series

	Bettina Bódi*
	The Duality of Cozy Games: Cozy Agency, Neoliberalism, and Affect

	Alexander Calloway*
	No Uglies: Rejection and Utopia in Animal Crossing: New Horizons

	Andrea Andiloro*
	Comfortably Numb: An Ideological Analysis of Coziness in Videogames

	Stefant*￼, Tobias Klös** ￼
	Cozy Heterotopias in JRPGs 
A Foucauldian Perspective on the Spatiality of Coziness in Japanese 
Role-Playing Games
	Soft Horrors: The Visual and Ludic Safety of Dark Cozy Games

	Morgan Pinder* ￼
	Negotiating Anthropocentrism and Ecologies in Cozy Games

	Bez nazwy
	Bez nazwy



