
Games without Frontiers Dissertation for Design
Methods
Games without Frontiers dissertation gives designers a practical system for taking
games apart and rebuilding design decisions from evidence. The core claim is that
games share comparable elements, system behavior and emotional effects across
video, board, card, gambling and quiz formats. According to the Tampere University
Institutional Repository record dated 2008, the thesis builds on an empirical sample of
over 100 games. That breadth lets practitioners compare mechanics, structure and
player response instead of treating each title as a special case. For working designers
and students, the value is method: define elements, observe system behavior, then
connect choices to player experience.

What does the Games without Frontiers dissertation cover?
The Games without Frontiers dissertation covers cross-game theory, a framework of
game elements and practical methods for study and design. ResearchGate listing
dated January 2007 identifies the work as a PhD thesis at University of Tampere. The
manuscript moves from theoretical context to element-level analysis and then to
application in production and research. Readers tracing chapter development can
follow the dissertation outline alongside the final manuscript.
The analysis treats digital and non-digital forms within one vocabulary. System
behavior receives separate attention from fiction and representation. Methods stay
close to observable rules and player action. That stance helps teams compare titles
without forcing one genre model onto another. Design leads can use the shared terms
in reviews, while analysts can keep coding schemes stable across projects. Stability
supports clearer handoffs between research and production.

How should designers use game elements and systems?
Designers should use game elements and systems as a diagnostic checklist before
changing rules, content or interfaces. Element analysis separates components,
environment and mechanics from moment-to-moment dynamics. A team can locate a
pacing problem in reward timing rather than rewriting story. Notes from the game
elements analysis show how that separation guided chapter-level revision.
The table below summarizes the edition described by Google Books in 2009.
Lens | What it separates | Design question
Components | Pieces, tools and player resources | What players handle and spend
Environment | Space, time and representation | Where and when action matters
Mechanics | Rules and procedures | How outcomes are produced
Dynamics | Run-time behavior and emotion | What play feels like over time
That edition runs to 416 pages. Length matters for use: designers can assign single
lenses without reading cover to cover. A review session can take one row, apply it to a
current build, then record gaps in plain language. Prototypes benefit first, since
element fixes cost less than content rework. Live titles benefit next, since behavior
logs map cleanly onto the same rows.
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How does player psychology shape design choices?
Player psychology shapes design choices by linking system events to emotion,
motivation and learning during play. The framework connects eliciting conditions,
action and appraisal without reducing play to story alone. The related psycho-ludology
discussion extends that link from arousal to goal structure. Petri Lankoski blog dated
February 2008 reported the thesis as now published and noted draft use in teaching
Introduction to Game Analysis.
Frans Mayra blog dated March 2008 noted the March 8 2008 premiere at University of
Tampere. Classroom adoption before defence suggests the draft already worked as a
teaching tool. Designers can borrow that classroom move: test one lens on a current
prototype and review emotion shifts. Small trials keep method cost low while building
shared vocabulary across roles. Over time the team learns which mechanics reliably
shift motivation and which only add noise. That judgment transfers across genres
because the lens stays constant.

Games without Frontiers dissertation FAQ
What is the Games without Frontiers dissertation about?
The Games without Frontiers dissertation is a doctoral study of how games work as
systems and how to analyze them for design. It proposes comparable elements across
game forms and ties system behavior to player emotion. The full manuscript serves as
both theory reference and method guide. Students use it to structure analysis, while
teams use it to diagnose mechanics and pacing.
How can designers use the Games without Frontiers dissertation in daily work?
Designers can use the Games without Frontiers dissertation as a checklist for element,
system and emotion review. Start by naming components, environment and
mechanics for one level or loop. Then observe run-time behavior and note where
motivation drops. Change one variable at a time and re-test. The routine fits standups,
playtests and postmortems without extra tooling.
Who should read the Games without Frontiers dissertation?
The Games without Frontiers dissertation suits game designers, students, teachers and
researchers who need shared language for systems. Designers gain diagnostic terms
for mechanics and dynamics. Teachers gain assignments that move from element
inventory to play observation. Researchers gain a cross-form sample and
psychology-grounded categories. Readers new to systems thinking should start with
the element chapters before methods.
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