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Key responsibilities and positions of trust
Work career

Education

Projects and funding

List of publications

Teaching duties

Media appearances

- Vice Dean, School of Information Sciences, University of Tampere
(2012-2016)

- Member of the Ministry of Education and Culture steering group for
Tampere 3 university merger process (2016-)

- DIGRA Distinguished Scholar award (2016)

- Member of the steering group, Narrare: Centre for Interdisciplinary
Narrative Studies, University of Tampere (2015-)

- Member of the board, The Finnish Society for Game Research

- Nokia Visiting Professor Award, 2011-2012 (for visit to the University
of Waikato, New Zealand),

- Member of the editorial board, Tampere Studies in Language,
Translation and Literature (2014-)

- Member of the Advisory Board, Tekes Skene program 2012-2015,

- Member of the Steering Board, Kulttuurintutkimuksen seura — the
Finnish Association for Cultural Studies, 2010-2011 (deputy member,
2012-2013),

- Member of the Steering Board, Tampere Centre for Cultural Studies,
2005-2010,

- Deputy member of the University Collegium of the University of
Tampere, 2010-2013,

- Deputy member of the Research Council of the University of
Tampere, 2007-2010,

- Founding President, Digital Games Research Association (DiGRA,
2003-2006),

- Member of the Management Committee, COST Action "New
possibilities for print media and packaging — combining print with
digital”, 2012-2016,



- Chairman of the Editorial Board of the Studies in Information Sciences
(SISCI) publication series 2006-2009,

- Member of the Union Council for the Finnish Union of University
Professors 2008-2010,

- Member of the Scientific Advisory Board, Pelitoiminnan
tutkimussaatio 2008-,

- Member of the Scientific Advisory Board, Nokia Research Centre
Tampere, 2008-2009,

- Member of the Advisory Board, Mannerheimin
Lastensuojeluliitto/Media Education, 2008-,

- Member of the Advisory Board, Together Anywhere, Together
Anytime (TA2) integrated project, 2008-2011,

- Member of the Advisory Board, European Network for Growing
Activity in Game-based learning in Education (ENGAGE) project,
2010-,

- Member of the Advisory Board, Uudet lukemisyhteisot (New Reading
Communities project, 2010-),

- Member of the Advisory Board, Pelitaito (Gaming Skill project,
2010-)

- Member of the Review Board, GAME — The Italian Journal of Game
Studies,

- Member of the Review Board, Continuum Approaches to Digital
Game Studies series,

- Member of the Editorial Board, Games and Culture journal, SAGE
(2006-),

- Member of the Editorial Board, Human IT journal, Centre for
Information Technology Studies as a Human Science, Boras, Sweden
(2005-),

- Chairman of the AVEK Award jury, 2008; numerous other award jury
positions, including The World Summit Award 2004 & 2006, e-Eemeli
competition jury chairman 2013,

- Member of the Cultural Industry evaluation group, Luova Tampere
(Creative Tampere) programme, 2006-2007,

- Member of the Board, new media association MindTrek ry, 2004-
2005,

- Member of Conference & Review Committee, The Philosophy of
Computer Games Conference 2009,

- Chairman of the Games Track, Conference Committee Member, Paper
Evaluator, MindTrek Conference 2008-2009,

- Expert Evaluator for Professorship Appointments or Promotions
(Brunel University, University of Turku, Georgia Tech, University of
Salford),

- Evaluator or reviewer for various funding bodies, scientific journals
and other organisations on new media and culture (e.g. European
Science Foundation ESF, Netherlands Organisation for Scientific
Research/Humanities; Arts and Humanities Research Board, UK;
Economic and Social Research Council, UK; Technologie Impulse
Gesellschaft, Austria; Electronic Markets, Games & Culture and other
journals; also for academic publishers, e.g. The MIT Press, SAGE,
Vastapaino),

- Expert statements or testimonies for various governmental
organisations (including the Ministry of Justice),

Page 2 of 21



Work career

- Member of Review Board for numerous games research conferences,
including the DiGRA conference series (2003, 2005, 2007, 2009, 2011),
[player] Conference Copenhagen 2008; Steering Board, Games2006
Conference, Portalegre, Portugal, Member of Programme Committee,
Medi@terra 2006 Conference, Athens, Greece; Member of Programme
Committee, Future Play 2006 Conference, London, Canada; Member of
Programme Committee, 5th International Conference on Entertainment
Computing (ICEC 2006), Cambridge, UK; Advisory Board, The
Philosophy of Computer Games Conference 2012.

- Respondent in the annual science fiction and fantasy researcher
meetings (2000-2010),

- Member of the Jury, annual Portti Science Fiction short-story
competition (2002-).

Current, 2012— School of Information Sciences, University of
Tampere
Full Professor (tenured)

Vice Dean (2014-2016), Professor of Information Studies and Interactive
Media, the School of Information Sciences,
University of Tampere. Head of the game research

group.

2006-2011 Department of Information Studies and Interactive
Media, University of Tampere
Professor, Deputy Director

Professor of Hypermedia, Digital Culture and Game Studies in the
Department of Information Studies and Interactive Media (previously
Hypermedia Laboratory), University of Tampere. Head of the game
research group, deputy director of the department.

2004-2005 Hypermedia Laboratory, University of Tampere
Research Director, Deputy Director

Research Director in the Hypermedia Laboratory, University of Tampere.
Head of Game Research Lab group. Deputy Director of the Hypermedia
Laboratory.

2002-2003 Hypermedia Laboratory, University of Tampere
Professor, Deputy Director

Professor in the Hypermedia Laboratory, University of Tampere. Head of
Experience Design Research group. Deputy Director of the Hypermedia
Laboratory. Member of the Board of the Hypermedia Laboratory, 2003.
Vice-President of MindTrek ry., 2003. Member of the Editorial Board of
mediumi, online journal of digital media culture, 2002.

2001 Hypermedia Laboratory, University of Tampere
Project Manager

Development tasks into studies and research projects of digital media
culture.
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Education

Projects and
funding

1999-2000 University of Tampere, Open University
Project Director

Headed the development of online study environment for studies of
audiovisual media culture.

1998-99 University of Tampere, Department of Literature and
the Arts

Assistant Professor

Teaching and research tasks in the areas of cultural and art studies.

1993-98

Researcher
- Research Fellow in the project Intertextuality and
Identity (1993-94 University of Tampere; dir.
professor Pekka Tammi)
- Research Fellow in the Graduate School of Literary
and Textual Theory (1995-98 Universities of Tampere
and Helsinki dir. professor Pekka Tammi)

Research into the questions related to the polyphony of identity in the

textual and mediated environment.

1999 Doctor of Philosophy in the University of Tampere
Title of Dissertation: Demonic Texts and Textual
Demons: The Demonic Tradition, the Self, and
Popular Fiction

1996 Licentiate of Philosophy in the University of Tampere
1992 Master of Arts in the University of Tampere
1991-92 Studies in art history and literature in the University

of Edinburgh, Scotland

1985-92 Studies in cultural and literary studies, art history,
English philology, social psychology, and other
subjects in the University of Tampere

Competitive research funding awarded during the last years:

1. Communication and Community in Digital Entertainment Services
Project, 2001-2002; Information Society Institute, 25 228 euros

2. Future Interaction Television Project, 2001-2002; National Technology
Agency Tekes and the consortium of companies, 40 627 euros

3. Computer Games and Digital Cultures, an international game studies
conference, 2002; Academy of Finland, 9 620 euros

4. Culture in Information Society: Prestudy, 2002; Oy Media Tampere Ltd,
9 760 euros
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10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

21.
22.

23.

24.

Living with/in Media, flagship project, 2002-2005; Information Society
Institute, 140 000 euros

Mediamuseo / Media Museum Project, 2003; 12 000 euros, City of
Tampere / Tampereen kaupunki, museotoimi

Mogame: The Wireless Gaming Solutions of the Future Project, 2003-
2004; National Technology Agency Tekes and the consortium of
companies, 300 000 euros

Children as the Actors of Games Cultures, 2003-2004; Information
Society Institute, Nokia & Ministry of Communications, 36 500 euros

Morphome: Living in Metamorphosis, 2003-2004: Control and
Awareness in a Proactive Home Environment Project; Academy of
Finland, 134 000 euros

Games and Storytelling, education project, Nokia & Veikkaus, 2003-
2006, 50 708 euros

Master’s Course in Digital Games Research and Design, 2004-2005;
education project, Ministry of Education, 25 000 euros

MC2: Mobile Content Communities project, 2003-2005; National
Technology Agency Tekes and the consortium of companies,
190 582 euros

Nordic Playground, 2005; NICe, 5 200 euros

IPerG: Integrated Project on Pervasive Gaming, 2004-2008; European
Commission and the consortium, 601 269 euros

SuPer: Design and Research Environment for Lottery Games of the
Future project, 2004-2006; National Technology Agency Tekes and
Veikkaus the National Lottery, 346 248 euros

Pelin henki: vuorovaikutteisen viestinnan koulutus pelisuunnittelun
avulla, game studies project, 2005-2006; Pirkanmaan TE-keskus, 18 000
euros

Startup funding for the International Study of Game Cultures, 2006;
Neogames centre/Informaatio- ja kommunikaatioteknologian
osaamiskeskusohjelma, 15 000 euros

InGa: International Study of Game Cultures, 2006-2009; Suomen
Kulttuurirahasto, 60 000 euros

GameSpace: A Method for Design and Evaluation of Mobile
Multiplayer Games, 2006-2008; Tekes & companies, 380 000 euros

MEPE: Method for Evaluation of Player Experience, 2007-2008;
Veikkaus Oyj, 147 800 euros

MLE: Mobile Learning Environments, 2007-2008; NICe, 27 166 euros

Verkossa pelaamisen erityisongelmia ja suojatekijoitd, 2007-2008; STM,
86 098 euros

Pelit palveluiksi — Games as Services, 2008-2010; Tekes & companies,
353 728 euros

Verkkorahapelaamisen muodonmuutos, 2008-2009; STM, 67 000 euros
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25.

26.

217.

28.
29.
30.
31.

32.

33.

34.

35.

36.

37.
38.

39.
40.
41.
42.

43.

44,
45.

Pelitutkimuksen karkihanke, Yliopistoallianssi, 2008-2009; Ministry of
Education & the University Alliance, 100 000 euros

Transformation of Digital Play (TDP: SoPlay & Galn subprojects),
2008-2010; Tekes & consortium of companies, 575 978 euros

Creation of Game Cultures: The Case of Finland, 2009-2012; Academy
of Finland, 291 000 euros

YouSat, 2009-2011; NiCe, 38 423 euros
Future Play, 2010; Tekes, 93 000 euros
InnEko, 2009-2010; Tivit Oy, 11 379 euros

Games Industry Innovation Processes (TDP/GIIP), 2009-2010; Tekes &
consortium of companies, 97 000 euros

Triangle: The Challenges of Social Media to the Design of Game
Services, 2011-2012; Tekes & consortium of companies, 175 000 euros

Play Society: Next Media SHOK; Tekes & consortium of companies, 35
800 euros

RYM - Built Environment Innovations; Tekes & consortium of
companies, 135 704 euros (1st year 37 727 euros, 2nd year 50 518 euros,
3rd year 47 459 euros)

Active Learning Spaces; Tekes & consortium of companies, 108 915
euros

The User Experience in the Future Playful Hybrid Services (Hybridex);
Tekes strategic research opening, 210 000 euros

FUN, Finnish-US SAVI project, Tekes, 48 488 euros

Services, Tivit SHOK (MixLearn), 87 525 euros (1st year 22 624 euros,
2nd year 64 901 euros)

Gaming Behaviour, Norsk Tipping research partnership, 65 000 euros
Pelaajabarometri 2013, Pelitoiminnan tutkimussaatio, 12 000 euros
Free2Play, Tekes & consortium of companies, 408 000 euros

Koukku — Sales Psychology to Games, Game Psychology to Selling,
Tekes & consortium of companies, 185 535 euros

Neuroeconomics of Gaming, Tekes & consortium of companies, 87 500
euros

Ludification of Culture and Society, Academy of Finland, 350 000 euros
Social Hybrid Play, Tekes & consortium of companies, 186 688 euros

total 6 384 469 euros

Page 6 of 21



LIST OF PUBLICATIONS

Frans Mayra, PhD

Professor, School of Information Sciences
University of Tampere

Publications Scientific monographs, anthologies and special journal issues:

(most important) 1.

10.

Koskimaa, Raine, Jonne Arjoranta, Usva Friman, Frans Méayr4, Olli
Sotamaa & Jaakko Suominen (Eds.) (2016) Pelitutkimuksen
vuosikirja 2016. (The Finnish Yearbook of Game Studies 2016.)
Tampere: Tampereen yliopisto. Online:
http://www.pelitutkimus.fi/vuosikirja-2016.

Koskimaa, Raine, Jaakko Suominen, Frans Méyré, J. Tuomas
Harviainen, Usva Friman & Arjoranta, Jonne (Eds.) (2015)
Pelitutkimuksen vuosikirja 2015. (The Finnish Yearbook of Game
Studies 2015.) Tampere: Tampereen yliopisto. Online:
http://www.pelitutkimus.fi/vuosikirja-2015.

Hatavara, Mari, Matti Hyvérinen, Maria Makeld, Frans Mayra (eds.),
Narrative Theory, Literature, and New Media: Narrative Minds and
Virtual Worlds. New York: Routledge, 2015.

Mayrd, Frans, Heljakka, Katriina, Seisto, Anu (2014) Special issue:
Physical and Digital in Games and Play. Transactions of the Digital
Games Research Association 1(3). Online:
http://todigra.org/index.php/todigra/issue/view/3

Suominen, Jaakko, Koskimaa, Raine, Mayréa, Frans, Saarikoski, Petri
& Sotamaa, Olli (Eds.) (2014) Pelitutkimuksen vuosikirja 2014. (The
Finnish Yearbook of Game Studies 2014.) Tampere: Tampereen
yliopisto. Online: http://www.pelitutkimus.fi/vuosikirja-2014.
Koskimaa, Raine, Mayrd, Frans & Suominen, Jaakko (2014) Special
Issue, Selected articles from Nordic DIGRA 2012. Transactions of
the Digital Games Research Association 1(2). Online:
http://todigra.org/index.php/todigra/issue/view/2

Suominen, Jaakko, Koskimaa, Raine, Mayréa, Frans, Saarikoski, Petri
& Sotamaa, Olli (Eds.) (2013) Pelitutkimuksen vuosikirja 2013. (The
Finnish Yearbook of Game Studies 2013.) Tampere: Tampereen
yliopisto. Online: http://www.pelitutkimus.fi/vuosikirja-2013.
Mayrd, Frans, Holopainen, Jussi & Jakobsson, Mikael (Eds.) (2012)
Symposium (Special Issue): Research Methodology in Gaming.
Simulation & Gaming 43:3.

Suominen, Jaakko, Koskimaa, Raine, Mayré, Frans & Turtiainen,
Riikka (Eds.) (2012) Pelitutkimuksen vuosikirja 2012. (The Finnish
Yearbook of Game Studies 2012.) Tampere: Tampereen yliopisto.
Online: http://www.pelitutkimus.fi/vuosikirja-2012.

Suominen, Jaakko, Koskimaa, Raine, Mayréa, Frans, Sotamaa, Olli &
Turtiainen, Riikka (Eds.) (2011) Pelitutkimuksen vuosikirja 2011.
(The Finnish Yearbook of Game Studies 2011.) Tampere:
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Tampereen yliopisto. Online: http://www.pelitutkimus.fi/vuosikirja-
2011.

11. Suominen, Jaakko, Koskimaa, Raine, Mayr4, Frans & Sotamaa, Olli
(Eds.) (2010) Pelitutkimuksen vuosikirja 2010. (The Finnish
Yearbook of Game Studies 2010.)Tampere: Tampereen yliopisto.
Online: http://www.pelitutkimus.fi/vuosikirja-2010.

12. Suominen, Jaakko, Koskimaa, Raine, Mayr4, Frans & Sotamaa, Olli
(Eds.) (2009) Pelitutkimuksen vuosikirja 2009. (The Finnish
Yearbook of Game Studies 2009.) Tampere: Tampereen yliopisto.
Online: http://www.pelitutkimus.fi/vuosikirja-2009.

13. Méyré, Frans (2008) An Introduction to Game Studies: Games in
Culture. London & New York: Sage Publications.

14. Méyré, Frans & Koskinen llpo (Eds.) (2005) The Metamorphosis of
Home: Research into the Future of Proactive Technologies in Home
Environments. Tampere: Tampere University Press.

15. Lahikainen, Anja Riitta, Hietala, Pentti, Inkinen, Tommi,
Kangassalo, Marjatta, Kivimaki, Riikka & Mayrd, Frans (Eds.)
(2005) Lapsuus mediamaailmassa: Nakokulmia lasten
tietoyhteiskuntaan (Childhood in the World of Media: Views into
Children’s Information Society.) Helsinki: Gaudeamus.

16. Mayré, Frans (Ed.) (2002) Computer Games and Digital Cultures
Conference Proceedings. Tampere: Tampere University Press.

17. Mayré, llkka (1999) Demonic Texts and Textual Demons: The
Demonic Tradition, the Self, and Popular Fiction. Tampere:
Tampere University Press.

18. Jarvinen, Aki & Méyré, llkka (Eds.) (1999) Johdatus digitaaliseen
kulttuuriin. (Introduction to the Digital Culture.) Tampere:
Vastapaino.

19. Mikkonen, Kai, Mayra, llkka & Siivonen, Timo (Eds.) (1997)
Koneihminen: kirjoituksia kulttuurista ja fiktiosta koneen
aikakaudella. (Man-Machine: Writings about Culture and Fiction in
the Era of Machine.) Jyvéskyla: Atena.

20. Mayra, llkka (1996) Kiehtova ja kauhea demoni — kohti tekstin
demonisten piirteiden analyysié. (Terrible and Tempting Demon:
Towards the Analysis of the Demonic Features of a Text.)
Publications in Comparative Literature 31, University of Tampere.

Articles in Refereed Publications and Conferences:

1. Méyrd, Frans (2016) “Pokémon GO: Entering the Ludic Society”.
Mobile Media & Communications (November 24, 2016;
doi:10.1177/2050157916678270).

2. Gareth Schott & Frans Mayra (2016) “Re-conceptualizing Game
Violence: Who is being protected and from what?” In: Steven
Convay & Jennifer deWinter (Eds.), Video Game Policy. New York:
Routledge, 2016. pp. 131-145.

3. Quandt, Thorsten, Jan Van Looy, Jens Vogelgesang, Malte Elson,
James D. Ivory, Mia Consalvo, and Frans Méayré. 2015. “Digital
Games Research: A Survey Study on an Emerging Field and Its
Prevalent Debates.” Journal of Communication, 65(6), 975-996
(October 2015). doi:10.1111/jcom.12182.
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10.

11.

12.

13.

14.

15.

16.

Mayrd, Frans (2015) “Finland”. In: Mark Wolf (ed.), Video Games
Around the World. Cambridge: The MIT Press. p. 159-173.
Hatavara, Mari, Matti Hyvérinen, Maria Mékel&, Frans Mayré
(2015) “Minds in Action, Interpretive Traditions in Interaction”. In:
Hatavara, Mari, Matti Hyvérinen, Maria Makeld, Frans Mayra (eds.),
Narrative Theory, Literature, and New Media: Narrative Minds and
Virtual Worlds. New York: Routledge, 2015. pp. 1-8.

Mayrd, Frans (2015) “Exploring Gaming Communities”. In: Kowert,
Rachel & Quandt, Thorsten (eds.), The Video Game Debate:
Unraveling the Physical, Social, and Psychological Effects of Video
Games. New York: Routledge, 2016. pp. 153-178.

Mayrd, Frans (2015) "Little Evils: Subversive Uses of Children’s
Games". In: Torill Mortensen et al. (Eds), The Dark Side of Game
Play. New York: Routledge, 2015. pp. 82-99.

Syvanen, Antti, Annakaisa Kultima, Kati Alha, Frans Mayra, Jarmo
Viteli (2014) “Ludic Engagement and Collaboration in Social
Learning Space.” In Proceedings of EdMedia 2014, 2014: 390-95.
Keskinen, Tuuli, Jaakko Hakulinen, Markku Turunen, Tomi
Heimonen, Antti Sand, Janne Paavilainen, Jaana Parviainen, Sari
Yrjandinen, Frans Mayrd, Jussi Okkonen & Roope Raisamo (2014)
“Schoolchildren’s User Experiences on a Physical Exercise Game
Utilizing Lighting and Audio.” Entertainment Computing, 5(4), 475-
484.
http://www.sciencedirect.com/science/article/pii/S187595211400030
5

Tyni, Heikki, Annakaisa Kultima & Frans Méyré (2013)
“Dimensions of Hybrid in Playful Products”. Proceedings of
Mindtrek 2013. Tampere: ACM.

Mayrd, Frans, Jan Van Looy & Thorsten Quandt (2013)
“Disciplinary Identity of Game Scholars: An Outline”. Proceedings
of DIGRA 2013. Atlanta: Georgia Tech.

Schott, Gareth, Raphael Marczak, Frans Mayra & Jasper van Vught
(2013) DeFragging Regulation: From Putative Effects to Researched
Accounts of Player Experience. Proceedings of DiGRA 2013.
Atlanta: Georgia Tech.

Hakulinen, Jaakko, Markku Turunen, Tomi Heimonen, Tuuli
Keskinen, Antti Sand, Janne Paavilainen, Jaana Parviainen, Sari
Yrjanéinen, Frans Mayra, Jussi Okkonen & Roope Raisamo (2013)
“Creating Immersive Audio and Lighting Based Physical Exercise
Games for Schoolchildren”. Proceedings of ACE 2013. Heidelberg:
Springer.

Paavilainen, Janne, Hannu Korhonen, Kati Alha, Jaakko Stenros,
Frans Méyréa (2013) “Sociability in Social Network Games”.
Workshop paper, Proceedings of CHI’13. NY: ACM.

Mayrd, Frans (2012) “Playful Mobile Communication — Services
Supporting the Culture of Play”. Interactions: Studies in
Communication & Culture, 3:1 (October 2012), 55-70.

Mayrd, Frans, Holopainen, Jussi & Jakobsson, Mikael (2012)
“Research Methodology in Gaming: An Overview” (Guest
Editorial). Special Issue (Symposium) in Games Research Methods,
Simulation & Gaming 43:3, 295-299.
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17.

18.

19.

20.

21.

22.

23.

24.

25.

26.

217.

28.

Festl, Ruth Thorsten Quandt, Michael Scharkow, Vivian Chen,
Raine Koskimaa, Frans Mayrd, Jaakko Suominen & Jan Van Looy
(2011) “International Gaming: Comparative Survey Research on
Digital Gaming”. Panel abstract. Proceedings of DIGRA 2011:
Think Design Play. Online:
https://biblio.ugent.be/input/download?func=downloadFile&recordO
1d=1997616&fileO1d=1997648.

Stenros, Jaakko, Paavilainen, Janne & Mayréa, Frans (2011) “Social
Interaction in Games”. International Journal of Arts and
Technology, 4(6), 342-358.

Kallio, Kirsipauliina, Mayrd, Frans & Kaipainen, Kirsikka (2011)
“At least nine ways to play: approaching gamer mentalities”. Games
& Culture 6:4, July 2011, 327-353.

Stenros, Jaakko, Paavilainen, Janne & Mayrd, Frans (2009) “The
Many Faces of Sociability and Social Play in Games”. MindTrek
Conference Proceedings, Tampere September 30 — October 2, 2009.
ACM. 82-89.

Kallio, Kirsi Pauliina, Mayra, Frans & Kaipainen, Kirsikka (2009)
”Pelikulttuurin monet kasvot. Digitaalisen pelaamisen arkiset
kaytannot Suomessa”. In: Pelitutkimuksen vuosikirja 2009.
Tampere: Tampereen yliopisto. Online:
http://www.pelitutkimus.fi/wp-content/uploads/2009/08/ptvk2009-
01.pdf. 1-15.

Mayrd, Frans (2008) “Open invitation: Mapping Global Game
Cultures. Issues for a Sociocultural Study of Games and Players”.
European Journal of Cultural Studies, 11:2. 249-57.

Stenros, Jaakko, Montola, Markus & Méyré, Frans (2007)
“Pervasive Games in Ludic Society.” In: Future Play: Research.
Play. Share. — Future Play 2007 conference proceedings, CD-ROM.
Toronto: Algoma University College & University of Ontario
Institute of Technology.

Mayrd, Frans (2007) “The Contextual Game Experience: On the
Socio-Cultural Contexts for Meaning in Digital Play.” In: Akira
Baba, ed., Proceedings of DiGRA 2007 Situated Play. Tokyo:
DIGRA & DiGRA Japan. p. 810-814.

Mayrd, Frans (2006) “Welcome to Mapping the Global Game
Cultures: Issues for a Socio-Cultural Study of Games and Players.”
In: Manthos Santorineos, ed., Proceedings of Gaming Realities
Conference, Athens, October 6-8, 2006. Athens.

Mayrd, Frans, Soronen, Anne, Koskinen, llpo, Kuusela, Kristo,
Mikkonen, Jussi, Vanhala, Jukka & Zakrzewski, Mari (2006)
“Probing A Proactive Home: Challenges in Researching and
Designing Everyday Smart Environments.” Human Technology,
Vol. 2(2), October 2006.

Ermi, Laura & Mayrd, Frans (2005) “Player-Centred Game Design:
Experiences in Using Scenario Study to Inform Mobile Game
Design” Game Studies 5:1, October 2005.

Ermi, Laura & Mayrd, Frans (2005) “Fundamental Components of
the Gameplay Experience: Analysing Immersion” In: Selected
Papers Proceedings of DiIGRA 2005 Conference: Changing Views —
Worlds in Play. Vancouver: DiIGRA & Simon Fraser University.
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29.

30.

31.

32.

33.

34.

Ekman, Inger, Ermi, Laura, Lahti, Jussi, Nummela, Jani, Lankoski,
Petri & Mayra, Frans (2005) “Designing Sound for a Pervasive
Mobile Game.” In: Proceedings of ACM SIGCHI International
Conference on Advances in Computer Entertainment Technology
ACE 2005, p. 110-116. New York: ACM.

Ermi, Laura & Mayra, Frans (2005) “Challenges for Pervasive
Mobile Game Design: Examining Players’ Emotional Responses.”
In: Proceedings of ACM SIGCHI International Conference on
Advances in Computer Entertainment Technology ACE 2005.
Battarbee, Katja, Soronen, Anne & Mayra, Frans (2004) “Living in a
Z00 - Bringing User Experiences with Technology to Life.” In:
NordiCHI 2004 Conference Proceedings.

Lankoski, Petri, Helio, Satu, Nummela, Jani, Lahti, Jussi, Mayr4,
Frans & Ermi, Laura (2004) “Case Study in a Pervasive Game
Design: The Songs of the North.” In: NordiCHI 2004 Conference
Proceedings, p. 413-416. New York: ACM.

Mayrd, Frans & Vadén, Tere (2004) “Ethics of Living Technology —
Design Principles for Proactive Home Environments.” Human IT,
7:2,2004.

Ermi, Laura & Mayra, Frans (2003) “Power and Control of Games:
Children as the Actors of Game Cultures.” In: Marinka Copier &
Joost Raessens (Eds.), Level Up — Digital Games Research
Conference Proceedings. Utrecht: DIGRA & University of Utrecht.

Forthcoming Work:

35.

36.

37.

38.

39.

Mayrd, Frans (forthcoming) “Dialogue and Interaction in Role-
Playing Games: Playful Communication as Ludic Culture”. In:
Jarmila Mildorf and Bronwen Thomas (Eds.), Dialogue across
Media. John Benjamins (forthcoming).

Mayrd, Frans (forthcoming) “Teaching Game Studies: Experiences
and Lessons from Tampere”. Clash of Realities conference book
(details TBA)

Mayrd, Frans, Jaakko Stenros, Janne Paavilainen & Annakaisa
Kultima (forthcoming) “From Social Play to Social Games and
Back: The Emergence and Development of Social Network Games”.
In: Rachel Kowert & Thorsten Quandt (eds.), New Perspectives on
the Social Aspects of Digital Gaming: Multiplayer 2. (Routledge,
forthcoming)

Mayrd, Frans & Heikki Tyni (forthcoming) “Transmedial
Playthings: Games, Toys and Playful Engagement in Storyworlds”
In: Coelsch-Foisner, Sabine, and Christopher Herzog, eds.
Transmedialisierung: Wissenschaft und Kunst. Kulturelle
Dynamiken / Cultural Dynamics. Heidelberg: Universitatsverlag
Winter (forthcoming, 2017).

Mayrd, Frans (forthcoming) “Life in Mixed Reality: Interactive
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Reports 21. Tampere: University of Tampere.
http://urn.fi/lURN:ISBN:978-952-03-0153-8

130. Tyni, Heikki, Annakaisa Kultima, Timo Nummenmaa, Kati
Alha, Ville Kankainen & Frans Mayré (2016) "Hybrid Playful
Experiences: Playing between Material and Digital — Hybridex
Project, Final Report”. TRIM Research Reports 19. Tampere:
University of Tampere. http://urn.fi/URN:ISBN:978-952-03-0081-4

131. Méyré, Frans & Ermi, Laura (2014) “Pelaajabarometri 2013
— Mobiilipelaamisen nousu”. TRIM Research Reports 11. Tampere:
Tampereen yliopisto. http://urn.fi/URN:ISBN:978-951-44-9425-3

132. Karvinen, Juho & Mayré, Frans (2011) “Pelaajabarometri
2011 — Pelaamisen muutos”. TRIM Research Reports 6. Tampere:
Tampereen yliopisto. http://urn.fi/urn:isbn:978-951-44-8567-1

133. Karvinen, Juho & Mayré, Frans (2009) “Pelaajabarometri
2009 — Pelaaminen Suomessa”. Interaktiivisen median tutkimuksia
3. Tampere: Tampere University Press. http://urn.fi/urn:isbn:978-
951-44-7868-0

134. Pelitieto.net, online course of games literacy for educators
(2009; the main course designer, one of the authors)

135. Gamestudiesbook.net, the companion website to the book An
Introduction to Game Studies (2008)

136. Svartsjd, Mikko, Kinnunen, Jani, Paloheimo, Eetu & Mayra,
Frans (2008) ~Jarjella vai tunteella? Nettipokerin pelikokemus ja
pelaamisen hallinta”. Raportteja-sarja, 24/2008. Stakes : Helsinki
2008. http://www.stakes.fi/verkkojulkaisut/raportit/R24-2008-
VERKKO.pdf.

137. Kallio, Kirsi Pauliina, Kaipainen, Kirsikka and Mayré, Frans
(2007) “Gaming Nation? Piloting the International Study of Games
Cultures in Finland”. Hypermedialaboratorion verkkojulkaisuja —
Hypermedia Laboratory Net Series 14. University of Tampere, 2007.
http://urn.fi/urn:isbn:978-951-44-7141-4

138. Mayrd, Frans (2004) “M1 Introduction to the History and
Culture of Digital Games.” Master’s Course in Digital Games
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Teaching duties

Research and Design. University of Tampere online course 2004;
http://www.uta.fi/hyper/gamestudies, password protected.

139. Ermi, Laura, Helid, Satu and Méayra, Frans (2004) “Pelien
voima ja pelaamisen hallinta. Lapset ja nuoret pelikulttuurien
toimijoina”. Hypermedialaboratorion verkkojulkaisuja 6. Tampereen
yliopisto, 2004. http://urn.fi/urn:isbn:951-44-5939-3

140. Jarvinen, Aki, Helio, Satu and Méayré, Frans (2002)
“Communication and Community in Digital Entertainment Services.
Prestudy Research Report”. Hypermedia Laboratory Net Series 2.
University of Tampere, 2002. http://urn.fi/urn:isbn:951-44-5432-4

141. Mayrd, Frans (1999-2002) “P1 Johdatus audiovisuaaliseen
mediakulttuuriin.” (Introduction to the Audiovisual Media Culture.)
University of Tampere online course 1999-2002; http://webct.uta.fi,
password protected.

142. Mayrd, Frans (1999-2002) “P5 Mediakulttuurin uudet
muodot.” (New Forms of Media Culture.) University of Tampere
online course 1999-2002; http://webct.uta.fi, password protected.

In addition, several popular articles on the issues of literature, games,
subcultures, aesthetics and poetics.

e Worked as a supervisor and examiner of several doctoral (PhD),
licentiate, MA and BA thesis works related to issues of games, online
community, digital media culture, history of technology and interactive
aesthetics (University of Tampere; University of Joensuu; University of
Helsinki, University of Jyvaskyld, University of Turku; University of
Oulu; MediaLab, University of Art and Design, Helsinki; Tampere
Polytechnic School of Art and Media). Currently supervising six PhD
theses in the area of digital media culture and game studies.

e Director and one of the authors of online course environments of
hypermedia and media culture studies (University of Tampere)

e Several lecture series and courses on issues of digital culture, digital
media, interactive aesthetics, and Internet services (several universities
and polytechnics)

e Several lecture series and courses on literature, art, creative writing and
on the methodology of art studies and cultural studies (several
universities)

e Lectures, talks and speeches on national and international seminars and
conferences

e Main organiser or one of the main organisers of national and
international conferences and seminars (including “DiGRA Nordic
20127, “Computer Games and Digital Cultures 2002”, “Kulttuuri ja
digitaalisuus 2001”, “Interaktiivinen tulevaisuus ja ihminen 2001” in
Tampere, and “Interfaces: Current Literary / Textual Theories — Baltic
and Nordic Perspectives” in Tallinn, Estonia 25.-29.5.1998)
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Media e Regularly interviewed expert whose work is often covered by
Appearances international and Finnish media in press, radio, television and Internet.
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