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Tag Total Game Count Odds Ratio

short 225 2.74
beat ’em up 331 1.73
2.5d 589 1.39
racing 554 1.38
runner 460 1.38
aliens 486 1.33
flight 267 1.28
deckbuilding 538 1.28
medieval 1017 1.22
parkour 399 1.21
crafting 804 0.52
nonlinear 440 0.51
isometric 508 0.51
comic book 363 0.50
fast-paced 200 0.49
psychedelic 373 0.48
Igbtq+ 360 0.48
nsfw 526 0.46
mature 488 0.46
level editor 280 0.29
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