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User’s personality has a significant impact on the way the user uses web applications. 

Many systems would take advantage from adapting content or search according to 

personality traits. Examples of such applications are social networks that provide 

search for a suitable relationship or education systems that might improve efficiency of 

learning process by adapting to different personalities which correspond to different 

learning habits [5]. The rising number of personalized systems that require availability 

of user’s characteristics supports the fact that need for modeling user’s personality 

traits is emerging [2]. However, this specific kind of user modeling is still less 

explored than the others and that’s why it has became challenging for us. 

The traditional approaches of modeling user are explicit methods such as 

modeling based on questionary, especially when it comes to personality traits. This 

attitude is simple and straightforward. There is countless amount of answer sheets that 

are widely used in various industries to predict one’s personality. On the other hand, 

explicit methods of data acquisition might be obtrusive or might seem too personal for 

him/her [1].  

In our project, we focus on designing user modeling method which collects data 

from the user in funny and appealing way. For this purpose we want to use benefits 

arising from computer games. The first benefit is possibility to perform data collection 

while user enjoys the game, so the probability of providing data is much higher than 

traditional approaches come with. Secondly, the actions user performs during the game 

play reflect his/her actions in the real world. There has been performed research work 

which proves correlation between some personality traits and actions done in the game 

[3]. However there are only few gaming actions only in specific games that are proved 

to map themselves to some personal traits. And this is a big issue we have to deal with. 

In our work, we have defined few steps to follow, of both designing and 

experimental character. We have decided to integrate the process of verification in the 

whole process so we have adjusted the steps according to it. Firstly, we will start with 
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designing an explicit question form for acquisition of the user’s characteristics and 

deploy it in an information system.  Further, we will design a set of actions tracked in 

the game and set of actions tracked in the information system. We want to prove the 

assumption that the actions in the information systems are insufficient to model 

personality profile and therefore the need for other approach arises. Finally we design 

an inference method for prediction of the user’s personality profile.  

The first step is crucial to decide which characteristics we want to model. The 

most widely used model in general practice is Big Five. This structure defines 

personality in five dimensions (Extraversion, Agreeableness, Conscientiousness, 

Emotional Stability and Intellect). We can benefit from the fact that the characteristics 

are rather exclusive and represent personality at the broadest level of abstraction [4]. 

The advantage of a user model based on this well-known structure might be possibility 

to share among many adaptive systems. We need a measurement instrument that 

allows us to obtain the user’s characteristics the most accurately as we can. For this 

purpose we use an official questionary and deploy it in an information system, for 

example educational system ALEF. 

In the next step we use an instance of a game that is able to track performed 

actions. We take into consideration an open-source game or a game developed by 

students of our university. The second experiment will provide us collected data over 

the game and the information system. Then, they are used for regression analysis that 

will allow us to find correlations between the actions and the personality traits. As 

mentioned above, we expect better results from the data provided by the game. 

Using the discovered correlations we will design a method that infers user’s 

personality just from the gaming actions. This method should be able of subsequent 

continuous modeling and considering data of other users depending on whether the 

chosen game is long-term and multiplayer. 
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