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Key 
responsibilities, 
awards and 
positions of trust 

  
- Member of the Academic Board, Konsistori, Tampere University, 
2024- 
- IndieCade Horizons “Lifetime Achievement Award”, 2023 
- Member of the Advisory Board, Digital Entertainment Machine 
project (PI Susana Tosca, University of Southern Denmark, 2023-) 
- Professorial Fellow, IASR, University of Tampere (2018-2019) 
- Professor, Vice Dean, Faculty of Communication Sciences, University 
of Tampere (2017-2018) 
- Professor, Vice Dean, School of Information Sciences, University of 
Tampere (2012-2016) 
- Avoimuuden edistäjät 2021 (National Open Science Award, 2021) 
- Vuoden tiedeteko (Scientific Achievement of the Year award), 
University of Tampere, 24 April 2018 
- Member of the board, Tampere University chapter, the Finnish Union 
of University Professors (Professoriliitto) 
- Member of the Ministry of Education and Culture steering group for 
Tampere 3 university merger process (2016-2017) 
- HEVGA Fellow: recognition by the Higher Education Video Game 
Alliance (2017) 
- DiGRA Distinguished Scholar award (2016) 
- Member of the steering group, Narrare: Centre for Interdisciplinary 
Narrative Studies, University of Tampere (2015-) 
 - Appointed as Full Professor, Faculty of Information Technology and 
Communication Sciences, Tampere University (tenured, 2012-) 
- Member of the board, The Finnish Society for Game Research 
(Suomen pelitutkimuksen seura ry.) 
- Nokia Visiting Professor Award, 2011-2012 (for visit to the University 

gsm 050 336 7650, fax 03 3551 7503 
email: frans.mayra@tuni.fi, frans@unet.fi 
http://www.unet.fi 

Home: Poratie 8a, FIN-33710 Tampere 
Work: ITC/TRIM, 33014 University of Tampere, 
FINLAND 



 

Page 2 of 25 
 

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), 
- Best Research Group award, Tekes Verso program, 
- 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 
tutkimussäätiö 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 lukemisyhteisöt (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, Borås, 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, 
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- 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 (e.g. 
Brunel University, University of Turku, Georgia Tech, University of 
Salford, University of Cincinnati, University of York), 
- 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), 
- 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 (2002–2013). 

Work career  
Current, 2012–  Faculty of Information Technology and 

Communication Sciences, Tampere University 
Full Professor (tenured) 
Professor, Faculty of Information Technology and Communication 

Sciences; Director, Centre of Excellence in Game 
Culture Studies, Tampere University 

Professorial Fellow, IASR (2018-2019); Director, Centre of Excellence in 
Game Culture Studies, University of 
Tampere/Tampere University 

Vice Dean (2017-2018); Professor of Information Studies and Interactive 
Media, the Faculty of Communication Sciences, 
University of Tampere; Head of the game research 
group (UTAgamelab) 

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 (UTAgamelab) 
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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. 
 

 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. 
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Education 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 
 

Projects and 
funding 

Competitive research funding awarded during the last years,  
over 10 million euros in total: 

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 

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

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

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

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

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

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

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

12. MC2: Mobile Content Communities project, 2003-2005; National 
Technology Agency Tekes and the consortium of companies,  
190 582 euros 
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13. Nordic Playground, 2005; NICe, 5 200 euros 

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

15. 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  

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

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

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

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

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

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

22. Verkossa pelaamisen erityisongelmia ja suojatekijöitä, 2007-2008; STM, 
86 098 euros 

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

24. Verkkorahapelaamisen muodonmuutos, 2008-2009; STM, 67 000 euros 
25. Pelitutkimuksen kärkihanke, Yliopistoallianssi, 2008-2009; Ministry of 

Education & the University Alliance, 100 000 euros 
26. Transformation of Digital Play (TDP: SoPlay & GaIn subprojects), 

2008-2010; Tekes & consortium of companies, 575 978 euros 
27. Creation of Game Cultures: The Case of Finland, 2009-2012; Academy 

of Finland, 291 000 euros 
28. YouSat, 2009-2011; NiCe, 38 423 euros 

29. Future Play, 2010; Tekes, 93 000 euros 
30. InnEko, 2009-2010; Tivit Oy, 11 379 euros 

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

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

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

34. 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) 
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35. Active Learning Spaces; Tekes & consortium of companies, 108 915 
euros 

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

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

38. OASIS – Pelillisen yhteistyön ja yhteisöllisen oppimisen tilat työssä, 
TSR, 118 519 euros 

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

40. Gaming Behaviour, Norsk Tipping research partnership, 65 000 euros 
41. Pelaajabarometri 2013, Pelitoiminnan tutkimussäätiö, 12 000 euros 

42. Free2Play, Tekes & consortium of companies, 408 000 euros 
43. Koukku – Sales Psychology to Games, Game Psychology to Selling, 

Tekes & consortium of companies, 185 535 euros 
44. Neuroeconomics of Gaming, Tekes & consortium of companies, 87 500 

euros 
45. Ludification of Culture and Society, Academy of Finland, 350 000 euros 

46. Social Hybrid Play, Tekes & consortium of companies, 186 688 euros 
47. Centre of Excellence in Game Culture Studies, Academy of Finland, UTA 

share of Academy funding c. 2 116 000 euros (consortium total c. 7 627 
000 euros) 

48. Growing Mind, Academy of Finland, UTA share 828 279 euros 
(consortium total c. 5 888 000 euros) 

49. ICory, Business Finland, UTA share of funding 69 900 euros (consortium 
total 1 679 392 euros) 

50. (Partner in) UNITE, Forest-Human-Machine Interplay – Building 
Resilience, Redefining Value Networks and Enabling Meaningful 
Experiences, Academy of Finland (overall cost estimate over 13 million 
euros) 
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L I S T  O F  P U B L I C A T I O N S  
 
Frans Mäyrä, PhD 
Professor, Faculty of Information Technology and 
Communication Sciences 
Tampere University 
 
 

Publications 
(most important) 

Scientific monographs, anthologies and special journal issues: 
1. Jonne Arjoranta, Usva Friman, Raine Koskimaa, Frans Mäyrä, Olli 

Sotamaa, Jaakko Suominen and Tanja Välisalo (Eds.) (2023) 
Pelitutkimuksen vuosikirja 2023. (The Finnish Yearbook of Game 
Studies 2023.) Tampere: Suomen pelitutkimuksen seura. Online: 
https://pelitutkimus.journal.fi/issue/view/10746 

2. Jonne Arjoranta, Usva Friman, Raine Koskimaa, Frans Mäyrä, Olli 
Sotamaa, Jaakko Suominen, Tanja Välisalo and Petri Saarikoski 
(Eds.) (2022) Pelitutkimuksen vuosikirja 2022. (The Finnish 
Yearbook of Game Studies 2022.) Tampere: Suomen 
pelitutkimuksen seura. Online: 
https://pelitutkimus.journal.fi/issue/view/8827 

3. Jonne Arjoranta, Usva Friman, Raine Koskimaa, Frans Mäyrä, Olli 
Sotamaa, Jaakko Suominen and Tanja Välisalo (Eds.) (2021) 
Pelitutkimuksen vuosikirja 2021. (The Finnish Yearbook of Game 
Studies 2021.) Tampere: Suomen pelitutkimuksen seura. Online: 
https://pelitutkimus.journal.fi/issue/view/7755 

4. Jonne Arjoranta, Usva Friman, Raine Koskimaa, Frans Mäyrä, Olli 
Sotamaa, Jaakko Suominen and Tanja Välisalo (Eds.) (2020) 
Pelitutkimuksen vuosikirja 2020. (The Finnish Yearbook of Game 
Studies 2020.) Tampere: Suomen pelitutkimuksen seura. Online: 
http://www.pelitutkimus.fi/vuosikirja-2020. 

5. Jonne Arjoranta, Usva Friman, Raine Koskimaa, Frans Mäyrä, Olli 
Sotamaa, and Jaakko Suominen (Eds.) (2019) Pelitutkimuksen 
vuosikirja 2019. (The Finnish Yearbook of Game Studies 2019.) 
Tampere: Suomen pelitutkimuksen seura. Online: 
http://www.pelitutkimus.fi/vuosikirja-2019. 

6. Koskimaa, Raine, Jonne Arjoranta, Usva Friman, Frans Mäyrä, Olli 
Sotamaa, and Jaakko Suominen (Eds.) (2018) Pelitutkimuksen 
vuosikirja 2018. (The Finnish Yearbook of Game Studies 2018.) 
Tampere: Suomen pelitutkimuksen seura. Online: 
http://www.pelitutkimus.fi/vuosikirja-2018. 

7. Mäyrä, Frans & Olli Sotamaa (Eds.) (2017) Special Issue: Reflecting 
and Evaluating Game Studies. Games & Culture 12(6). Online: 
http://journals.sagepub.com/toc/gaca/12/6. 

8. Koskimaa, Raine, Jonne Arjoranta, Usva Friman, Frans Mäyrä, Olli 
Sotamaa, and Jaakko Suominen (Eds.) (2017) Pelitutkimuksen 
vuosikirja 2017. (The Finnish Yearbook of Game Studies 2017.) 
Tampere: Suomen pelitutkimuksen seura. Online: 
http://www.pelitutkimus.fi/vuosikirja-2017. 
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9. Koskimaa, Raine, Jonne Arjoranta, Usva Friman, Frans Mäyrä, 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. 

10. Koskimaa, Raine, Jaakko Suominen, Frans Mäyrä, 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. 

11. Hatavara, Mari, Matti Hyvärinen, Maria Mäkelä, Frans Mäyrä (eds.), 
Narrative Theory, Literature, and New Media: Narrative Minds and 
Virtual Worlds. New York: Routledge, 2015. 

12. Mäyrä, 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 

13. Suominen, Jaakko, Koskimaa, Raine, Mäyrä, 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. 

14. Koskimaa, Raine, Mäyrä, 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 

15. Suominen, Jaakko, Koskimaa, Raine, Mäyrä, 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. 

16. Mäyrä, Frans, Holopainen, Jussi & Jakobsson, Mikael (Eds.) (2012) 
Symposium (Special Issue): Research Methodology in Gaming. 
Simulation & Gaming 43:3. 

17. Suominen, Jaakko, Koskimaa, Raine, Mäyrä, 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. 

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

19. Suominen, Jaakko, Koskimaa, Raine, Mäyrä, 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. 

20. Suominen, Jaakko, Koskimaa, Raine, Mäyrä, 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. 

21. Mäyrä, Frans (2008) An Introduction to Game Studies: Games in 
Culture. London & New York: Sage Publications. 
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22. Mäyrä, Frans & Koskinen Ilpo (Eds.) (2005) The Metamorphosis of 
Home: Research into the Future of Proactive Technologies in Home 
Environments. Tampere: Tampere University Press. 

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

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

25. Mäyrä, Ilkka (1999) Demonic Texts and Textual Demons: The 
Demonic Tradition, the Self, and Popular Fiction. Tampere: 
Tampere University Press. 

26. Järvinen, Aki & Mäyrä, Ilkka (Eds.) (1999) Johdatus digitaaliseen 
kulttuuriin. (Introduction to the Digital Culture.) Tampere: 
Vastapaino. 

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

28. Mäyrä, Ilkka (1996) Kiehtova ja kauhea demoni – kohti tekstin 
demonisten piirteiden analyysiä. (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: 
29. Mäyrä, Frans (2023) “Demonic Games: Demonic Figures and 

Functions in Contemporary Digital Games”. In: Proceedings of 
DiGRA 2023. Seville: University of Seville & DiGRA. Online: 
http://digra.org:9998/DiGRA_2023_CR_2696.pdf 

30. Mäyrä, Frans (2022) “Pelikulttuurien tutkimuksen historiaa” 
[History of the game culture research]. In: Usva Friman, Jonne 
Arjoranta, Jani Kinnunen, Katriina Heljakka & Jaakko Stenros (eds.) 
Pelit kulttuurina. Tampere: Vastapaino, pp. 35-61. 

31. Mäyrä, Frans (2021) “Hybridien verkoissa – toimijuus digitaalisissa 
pelikulttuureissa”. In: Mika Laakkonen (Ed.) 
Informaatioteknologian filosofia, etiikka ja digitalisoitunut 
yhteiskunta. SoPhi, 146. Jyväskylä: University of Jyväskylä. (pp. 
195-213.) Online: http://urn.fi/URN:ISBN:978-951-39-8804-3 

32. Mäyrä, Frans (2021) “Game Culture Studies and the Politics of 
Scholarship: The Opposites and the Dialectic”. G|A|M|E Journal 
(09/2020). https://www.gamejournal.it/game-culture/ 

33. Mäyrä, Frans (2020) “The Hybrid Agency of Hybrid Play”. In: 
Adriana de Souza e Silva & Ragan Glover-Rijkse (eds.) Hybrid 
Play: Crossing Boundaries in Game Design, Player Identities and 
Play Spaces. London & New York: Routledge. 

34. Mäyrä, Frans (2019) “The Player as a Hybrid – Agency in Digital 
Game Cultures”. G|A|M|E Journal (08/2019). 
https://www.gamejournal.it/the-player-as-a-hybrid-agency-in-
digital-game-cultures/ 
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35. Mäyrä, Frans & Heikki Tyni (2019) “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: Universitätsverlag Winter, 2019, pp. 413-430. 

36. Mäyrä, Frans (2017) “Teaching Game Studies: Experiences and 
Lessons from Tampere”. In: Clash of Realities 2015/16: On the Art, 
Technology and Theory of Digital Games. Proceedings of the 6th 
and 7th Conference. Bielefeld: Transcript Verlag, 2017, p. 235-241. 
http://www.transcript-verlag.de/en!/978-3-8376-4031-1/clash-of-
realities-2015/16?c=1371 

37. Kultima, Annakaisa, Timo Nummenmaa, Heikki Tyni, Kati Alha, 
Jaakko Stenros, Ville Kankainen, Jussi Holopainen & Frans Mäyrä 
“Playful Furniture - Breaching a Serious Setting with Interactive 
Seats”. Games and Culture, Online First: 
http://journals.sagepub.com/doi/full/10.1177/1555412017718749. 

38. Mäyrä, Frans, Jaakko Stenros, Janne Paavilainen & Annakaisa 
Kultima (2017) “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. New York: Routledge, 
2017, p. 11-31. 

39. Mäyrä, Frans (2017) “Dialogue and Interaction in Role-Playing 
Games: Playful Communication as Ludic Culture”. In: Jarmila 
Mildorf and Bronwen Thomas (Eds.), Dialogue across Media. 
Amsterdam & Philadelphia: John Benjamins, p. 271-290. 

40. Paavilainen, Janne, Hannu Korhonen, Kati Alha, Jaakko Stenros, 
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