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Abstract

Gamification, as an effective strategy, utilizes game elements in non-game and serious
environments, attracting attention across various fields. This approach not only enhances user
participation and engagement but also improves interaction, performance, and learning by
fostering both intrinsic and extrinsic motivation. One of the key factors influencing the
effectiveness of gamified interventions is the personality traits of users. Scattered research
has been conducted on this topic. The objective of this study is to examine the role of
personality theories in studies within this domain. This research employs a systematic review
approach to analyze articles from the Web of Science and Scopus databases, exploring
different personality theories and personality types in this field. After reviewing 3,282
articles and excluding irrelevant ones, 96 articles were selected for analysis. The results
indicated that the most commonly used theory in gamification is the Hexad theory.
Additionally, quantitative research methods were the most frequently employed among the
available research methods. The fields with the highest prevalence of personalized
gamification applications were, in order, the computer industry, education, and marketing.
This study systematically examines personality theories to explain the role of individual
differences in designing gamified systems. Recognizing these differences not only leads to
the personalization of user experiences but also enhances the effectiveness of gamification in
various domains, including education, healthcare, and marketing. Therefore, this research
represents a novel step toward optimizing human-technology interaction through a deeper
understanding of individual personalities.

Keywords: Gamification; Personality Theory; Personalized Gamification; Personality
Types.
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