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Abstract. Why do we call it game research and not play research? For the last 
decade of videogame studies, most of the attention has been paid to games as 
formal entities. At first, games seem easier to understand: they generally have 
clear rules and goals. They would be perfect machineries with formal 
mechanics if it was not for one factor: humans and their stubborn love for 
misbehaving. This talk provides an ontological approach to play and games and 
will analyze the relationship between the two concepts by taking into account 
the player's mindset. If this sounds too theoretical and abstract, there's no need 
to worry. It holds the key to better understanding the differences between casual 
and hardcore games. 
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