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My research is concerned with video- and computer games and the people who play these games on a PC and/or a game console (for example, PlayStation2, GameCube, X-box, or handheld consoles). The project about gaming and gamers started in 2002. In most studies, I focused on psychological factors that may explain the appeal of gaming. The theoretical framework uses building blocks from communication research and (media-) psychology.

The research was often done in collaboration with other researchers, and sometimes with advanced MA students at the UvA. 
In 2003, the Dutch national science organization (NWO) awarded a grant to my colleague Liesbet van Zoonen and myself for our project ‘Unlikely gamers: how women, the elderly and ethnic minorities play multimedia games and how it contributes to their participation on the electronic highway’. From the fall of 2003 on, Mirjam Vosmeer has become part of our team as a PhD student.

The projects executed thus far include: 
* A survey at a large LAN party in order to establish the relative weight of competitive motives (‘winning’), and social ones (‘playing together’) (Jansz & Martens, 2005; New Media & Society). 
* An interview study among LAN gamers. It provided more detail about the gamers' motives (Jansz & Grimberg). 
* A theoretical paper about the specific appeal of violent action games (e.g. the GTA series, Counterstrike, Manhunt, Doom) on young men. The appeal of this kind of violent entertainment is discussed from the perspective of emotion theory (Jansz, 2005; Communication Theory). 
* A survey about the ways in which parents control, or regulate (mediate) the gaming practices of the children (8-18 yrs) (Nikken & Jansz, in press; Learning, Media, and Technology). 
* An interpretative analysis of the representation of gender and ethnicity in contemporary videogames (Jansz & Martis, submitted). 

In 2005, we hope to complete our current studies about: 
* 'Girl game factors': an analysis of the attractiveness of digital interactive games for girls (Vosmeer & Jansz). 
* Final Fantasy X-2 and the technologies of gender. An analysis of FF Internet forums (Vosmeer & Jansz). 
* Online gaming and clan based gaming (in collaboration with Martin Tanis, VU, Amsterdam)
* As a sequel to our paper about parental mediation of video gaming (Nikken & Jansz, in press), Peter Nikken (Youth & Media Expert Center, Utrecht) and I wrote a paper about the illicit playing of video games. In other words, about the attraction of 'forbidden fruits' (Nikken & Jansz, under review).

For more details and links to some papers see: http://users.fmg.uva.nl/jjansz/index.html 
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