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Gamification = effective motivational technique to engage users 

Gamification = more effective when tailored to end-users
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personality traits

gamification user types

Big Five Inventory

Hexad framework

BFI-44 + BFI-10

Hexad

model instrument

tailoring

Openness
Conscientiousness
Extraversion
Agreeableness
Neuroticism



personality traits

gamification user types

Big Five Inventory

Hexad framework

BFI-44 + BFI-10

Hexad

model instrument

tailoring

Free Spirit
Achiever
Player
Philanthropist
Disruptor
Socialiser



Adolescents are underexplored in gamification research: 
BFI and Hexad have only been validated for adults

Adolescents exhibit complex behaviours which are 
different from adults



Are BFI and Hexad suitable for
tailoring gamification for adolescents?



Validation study

Instruments in Dutch

BFI-44 (validated) + Hexad (back-translation with 3 language experts)
1

Data collection

Visited 6 schools to collect responses from 402 adolescents (aged 13 – 19) 
2

Preparation for factor analysis

Filtered data + checked statistical assumptions
3



Validation study

4
Confirmatory factor analysis

Tested models by fitting to the data

Fit indices are mostly substandard

Low loadings for items



Fit indices are mostly substandard

Low loadings for items
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Confirmatory factor analysis

Tested models by fitting to the data



acceptable for BFI-44 and BFI-10

vaguely recognisable for Hexad

Validation study

5
Exploratory factor analysis

Analysed factor structure of data

Existing factor structures



4 instead of 6 factors for Hexad

Validation study

5
Exploratory factor analysis

Analysed factor structure of data

Alternative factor structures



Not entirely

Are BFI and Hexad suitable for
tailoring gamification for adolescents?



Are the issues due to
the models or the instruments?

personality traits

gamification user types

Big Five Inventory

Hexad framework

BFI-44 + BFI-10

Hexad

model instrument



We need reliable models and instruments 
to tailor gamification for adolescents



We need more research
with adolescents
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