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To introduce ..... gamers talking:

ÅòYeah, I can fetch an 

MP5 or an Uzi and 

start shooting, just 

like that ...ó (Dirk, m, 

16 yr)

ÅòIt is fun to approach 
someone from 
behind, and not 
shooting him but 
rather hitting him. 
You know, you just 
hit him on his head 
with your gun. Hard, 
real hardó (Ernst, m. 
17 yr)    



The seduction of games?

ÅòIn Postal IIyou carry a shotgun, and you can kill 
a cat, and all. Thatõs cool, if you run into a cat, 
you can go like, huh huh, I could do you inó 

ÅSays Ingrid, female, 18 years.

ÅBut Ingrid is an exception.

ÅMost gamers are boys and young men.
ðNot all.

ÅIs the violent content particularly seductive?



GTA San Andreas



Violence? 

ÅViolence in media: the overt depiction of actions 

meant to harm others intentionally.

ÅIn 68% of the games (Smith et al., 2003)

ÅExamples: Doom,the GTAseries, Killzone

ÅNot in all digital entertainment games (DEG)

ÅNot in all successful DEGs



The 2007 sales charts
(sources: ESA, 2008; ELSPA, 2008)

USA console games

1. Madden NFL (sports)

2. New Super Mario

3. Gears of War

USA PC games

1. World of Warcraft 

2. The Sims2

3. The Sims2: Business

UK Console+PC

1. FIFA 2008

2. Brain Training

3. Call of Duty4



So, is violent content particularly 

attractive, if not seductive?

ÅNot necessarily.

ÅBecause the gameõs seductions are dependent 

on the genre of the digital entertainment game.



Another kind of seduction

ÅIn The Sims2you have to fulfill life wishes, as to 

get the best job or to raise ten children and 

then I decide to do that and itõs really hard and 

then I really enjoy that they put this challenge in 

the game. (Michelle, f, 19 yr)



In this presentation:

1. Introduction 

2. Digital entertainment games fulfill needs

1. A private lab for emotional experiments

3. Should we worry about gaming?

1. Negative effects

2. How should parents, players (we?) cope?

4. Positive effects of playing DEGs

5. Conclusion



1. Playing games fulfills needs

ÅThe investment of time and effort (pain) results 

in enjoyment (pleasure)

ÅThe determinants of enjoyment

ðActive selection of media & media content

ðInteractive media

ðGaming fulfills (particular) needs

ÅWhat needs?



Gaming and the need for ...

a. Competition (to win)

b. Control (to be in charge)

c. Fantasy (ôescapismõ)

d. Social interaction (related to a.)

e. Interest (to understand)

f. Excitement (related toa. and c.)

g. Diversion (a pastime) 

(Griffiths et al., 2004; Jansz & Martens, 2005; Jansz & Tanis, 2006; 

Jansz, Avis & Vosmeer, in press; Lucas & Sherry, 2004)



Different games fulfill different needs 

Comp Contr Fant Soc

Counter

Strike

strong weak weak strong

The Sims none strong strong weak

MMORPG weak weak strong mixed

(Griffiths et al., 2004; Jansz & Martens, 2005; Jansz & Tanis, 2006; 
Jansz, Avis & Vosmeer, in press; Lucas & Sherry, 2004)



Gender differences in needs

ÅMost earlier research was done among (young) 

male gamers

ÅIn some studies Men / Women were compared

ðControl: M > W (across game genres)



Gender differences in needs

ÅSocial interaction: M > W (across games)

ðThe Sims(2): huge difference M > W
ð Jansz, Avis & Vosmeer, in press; Vosmeer, Jansz, Van Zoonen, 2006

ÅExplanation?

ÅMale gamers deliberately choose gamingas a 

context for bonding



Needs and emotions

ÅEntertainment media elicit emotions

ÅGames are interactive media

ðLean forwardmedia

ðContrast withLean backmedia (film, TV)

ÅA unique context for emotional experiences 
(Jansz, 2005)



Games are private laboratories

ÅOne can experiment freely

ÅWhat kind of experiments?

ÅVery much dependent on game content

ÅOur focus: First Person Shooters

ðCounter Strike(LAN; online) 

ðPlayer base: male adolescents and young adults

ðFPS are controversial; you ôareõ an agent of 
violence.

ðYou and like minded individuals







Experimenting with emotions

ÅPlaying a FPS is an immersive experience

ðConcentration, absorbtion

ÅPacked with emotional confrontations

ðFear, Anger, Disgust




