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Abstract
This article contributes to the ontological critique within the field of game studies (Sicart 2011; 2022) by
formulating the concepts of 'Toyful Subject' and 'Toyful Self' as explanatory frameworks for understanding the
distinctive ways in which humans interact with objects, situations, and their own self-understandings. Drawing
upon insights from the field of play research, this article establishes a conceptual framework to explore the
diversity of gameplay experiences in the context of video games. The first section of the article introduces the
central research questions, while the second section conducts a comprehensive survey of existing theories related
to toys, aiming to provide clarity on the scope of the term "Toys" within the context of this article. In the third
section, the article introduces the concepts of play and toys, influenced by the work of Kiyokazu Nishimura
(Nishimura 1989). The fourth section offers a detailed exposition of the 'Toyful Subject' and 'Toyful Self'
concepts, making reference to Galen Strawson's analysis of four key elements of Narrativity (Strawson 2004) to
facilitate a comparison between the 'Toyful Self' and the concept of the Narrative self. Furthermore, based on
four criteria—temporal unity, organizational principles, categorization, and revision—this paper proposes the
concepts of the 'Gamic Self' and 'Gamblic Self,' presenting an inclusive framework that accounts for the
multifaceted nature of the subject/self in various "play" scenarios. In the fifth section, building upon the four
aforementioned subject/self concepts, this article extends Miguel Sicart's critique of proceduralism in video
games, thereby enriching and broadening the scope of Sicart's critical inquiry within the field of game studies
through the lens of the Toyful Self concept.
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