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Abstract 

 
Minecraft is an open world block-based game that has become increasingly popular because of 

its freedom of self-determined gameplay and its potential as a creative platform for 

self-expression. We conducted two studies to examine the link between personality, including 

the Big Five and narcissism, and Minecraft play. Study 1 (N=247) assessed personality and 

self-reported Minecraft play. Study 2 (N=121) measured personality and recorded actions in a 

session of Minecraft play in the lab. Across both studies we found consistent but modest 

associations between personality, self-reported Minecraft motivations, and, to a lesser extent, 

actions during Minecraft play. In terms of the Big Five, Openness to experience appeared to have 

the broadest implications for Minecraft play, reflecting a desire to explore and less defensive in 

game behaviors (e.g., fewer weapons and armor).  Narcissism predicted  enjoying unprovoked 

killing as well as a higher likelihood of actually killing in game. Implications for understanding 

personality in the virtual world are discussed.  

Keywords:​  Minecraft, personality, Big Five, narcissism 
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Personality and Minecraft: An Exploratory Study of Narcissism and the Big Five 

People are spending more and more time in virtual worlds -- typically computer 

simulated worlds whose constraints differ from those of reality -- with an average of 20.5 hours 

each week devoted to virtual activities (​Ofcom, 2015​). From the ubiquitous virtual worlds of 

social media and online gaming, to emerging technological advances such as Microsoft Hololens 

and the Oculus Rift and the popularity of virtual and augmented reality games, such as Pokemon 

Go, it is likely that individuals will soon be spending more time in increasingly immersive virtual 

environments. In the U.S ​Seventy-three percent of adults report going online every day, with 

21% going online “almost constantly” (​Pew, 2015a​). Social networking sites are now used by 

65% of adults – a nearly tenfold jump in the past decade (​Pew, 2015b​). Constant access and 

connection to virtual worlds has become the norm to the extent that 46% “can't imagine life 

without their smartphone” and 42% “would be anxious from losing their smartphone for a day” 

(​Gallup, 2015​). 

 Research on social media has shown a reliable but modest link between personality and 

online behavior. This is true for the broad Big Five personality traits (Dong & Campbell, 2016) 

as well as narcissism (McCain & Campbell, in press). Past research on gaming has shown a 

similar role for personality in gaming (Yee, 2014; Caplan,Williams, & Yee, 2009). Across 

personality traits and platforms (e.g., gaming, social media) it is clear that there is (a) a link 

between personality and platform engagement, ranging from motivations for use to actual online 

behavior (although the later is less well studied), and that (b) the magnitude of these associations 

is usually modest in size. That is, personality predicts virtual attitudes and behaviors but the 

associations typically explain under 10% of the variance in the outcome of interest.  

http://stakeholders.ofcom.org.uk/binaries/research/media-literacy/media-lit-10years/2015_Adults_media_use_and_attitudes_report.pdf
http://www.pewresearch.org/fact-tank/2015/12/08/one-fifth-of-americans-report-going-online-almost-constantly/
http://www.pewinternet.org/2015/10/08/social-networking-usage-2005-2015/
http://www.gallup.com/poll/184085/nearly-half-smartphone-users-imagine-life-without.aspx?g_source=&g_medium=&g_campaign=tiles
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  In the present research, we examined the manifestations of personality in Minecraft, a 

creative, objective-free game. We focus on two well-studied personality constructs, the Big Five, 

a very broad level personality model, and narcissism, a personality trait that entails a grandiose 

sense of self. The Big Five include five high level traits: ​openness to experience​ , an interest in 

creativity, aesthetics and ideas; ​extraversion​ , a combination of socially outgoing behavior, drive 

and approach orientation; ​agreeableness,​  a tendency to be prosocial and communally oriented 

toward others; ​conscientiousness, ​ a combination of impulse control and organization in one’s 

life; and ​neuroticism, ​ the tendency to experience more frequent and intense emotion, especially 

negative emotion (John, Naumann, & Soto, 2008). Narcissism is a personality trait that reflects 

positive and inflated self-regard, low levels of empathy, and a tendency to exploit others for 

personal gain (Campbell & Miller, 2011).  

In the present study, we examine personality as it predicts self-reported motives and 

behaviors in Minecraft (Study 1). We also examine personality as it predicts specific behavior in 

an actual session of playing Minecraft (Study 2). Before discussing specific hypotheses, we 

briefly describe Minecraft and review work on personality traits and gaming. 

What is Minecraft? 

Minecraft is one of the most popular online games in the world with over 22 million users 

from a wide range of ages and backgrounds (“Minecraft Sale Stats”; 2016). Minecraft is an open 

world adventure game where players have freedom to choose what they want to do. Common 

activities include: mining, exploring, building, and farming. To date, Minecraft players have 

built the equivalent of more than 6 New York Cities in virtual space, and even recreated the 

country of Denmark at 1:1 scale (1 block= 1 meter​3​) (“Minecraft: Ten of the best block-busting 
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world records” 2014). In addition to its broad popularity, Minecraft is an interesting platform to 

study because of its broad flexibility and opportunity for creativity. The game primarily revolves 

around creating new spaces such as homes, towers, etc. Players can customize everything about 

the environment from the monsters to the laws of physics in their world. While killing is possible 

in the game, and is done for protection, sustenance or sport, violence is not strongly incentivized 

as it is in many other games.  

 

Personality traits and virtual behavior 

The largest body of research relating personality and virtual worlds has been focused on 

social media. Studies relating the Big Five personality traits to social media use (e.g., Ryan & 

Xenos, 2011; Dong & Campbell, 2016; Correa, Hinsley, & De Zuniga, 2010; Hughes et al., 

2012) have generally found extraversion and openness (particularly in older populations) to be 

associated with more social media activity whereas neuroticism and conscientiousness have been 

associated with less social media activity. Narcissism, a personality trait associated with 

grandiosity, self-enhancing behaviors, and entitlement (e.g., Miller et al., 2011), may be a 

particularly relevant trait for gamers. It has been found to be higher in participants of “Geek” 

culture, who also showed a higher rate of online gaming (McCain, Gentile, & Campbell, 2015). 

Narcissism has consistently been found to play a role in social media behavior. For example, 

McCain and Campbell (in press) found narcissism to be consistently related to time spent on 

social media, as well as behaviors that may be used to enhance one’s self-presentation such as 

posting statuses, adding friends, and posting pictures of oneself. Personality has also been found 
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to manifest in the types and number of selfies taken (e.g., Barry et al., 2015; Fox & Rooney, 

2015; Qiu et al., 2015; McCain et al., 2016) and posted on social media.  

 The research listed above suggests that personality is related to behavior in virtual worlds. 

Research studying manifestations of personality in videogames has found less consistent results. 

This is likely because social media sites are designed to present the self to the public; whereas 

games often have limited self-presentation or self-presentation that is modified significantly 

through avatars. However, some research has found significant relationships between personality 

and game play. For example, much of the research on personality and motivations for playing 

video games show fairly consistent relationships with what one might expect based on 

connections between personality traits and behaviors in the real world (Worth & Book, 2015; 

Peng, Liu, & Mou, 2008). Openness to Experience has been shown to be related to immersion, 

independence (Graham & Gosling, 2013), discovery, role-playing motivations (Jeng & Teng, 

2008), exploration, and other noncombat activities (Yee, 2011). Relationships between 

Extraversion and socialization, teamwork, leadership (Jeng & Teng, 2008; Yee, 2011; Graham & 

Gosling, 2013), achievement, and adventure motivations (Park, Song, & Teng, 2011) were 

found. As expected, Agreeableness is positively related to socialization (Graham & Gosling, 

2013), relationship, achievement, adventure motivations (Park, Song, & Teng, 2011), and 

preference for noncombat activities, while negatively related to competitive, antagonistic, and 

more anti-social game play (Yee, 2011). Neuroticism was shown to be negatively related to 

teamwork (Jeng & Teng, 2008) and leadership (Graham & Gosling, 2013) motivations and 

having characters of the opposite gender, while those high in Neuroticism tend to prefer PvP 

related game play (Yee, 2011). Individuals who score high on Conscientiousness tend to enjoy 
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disciplined collecting in non-combat settings, while individuals low on Conscientiousness tend to 

be more careless (e.g. are more likely to die from falling from high places; Yee, 2011). Finally, 

research on violence in video game environments has shown positive associations between 

violence and narcissism (​Kim, Namkoong, & Kim, 2008​). This is consistent with a broad body 

of literature showing a positive association between narcissism and aggression (Baumeister, 

Bushman, & Campbell, 2000).  

That said, the data are not all consistent, with some studies reporting unexpected 

relationships between personality and motivation to play video games. For example, Graham and 

Gosling (2013) found that Conscientiousness was negatively related to achievement motivation 

in video games, but is often positively related to achievement in the real world (John et al., 

2008). Other some research has shown no connection between Big Five personality traits and 

in-game behavior. McCreery, Krach, Schrader, and Boone (2012) found in World of Warcraft no 

significant relationships between Big Five personality traits and corresponding set of behaviors 

(e.g. Extraversion and pre-defined extraverted in-game behaviors). However, as pointed out by 

Worth and Book (2015), multiple issues with this study (e.g., the sample size of 39, failure to 

report reliability estimates or factor analytic results) may invalidate the results. In sum, the 

association between personality and gaming remains somewhat elusive with more research being 

needed(Wroth & Book, 2015). 

 

The Present Study  

In the present research, we examined the Big Five Personality traits and narcissism in 

relation to Minecraft. The Big Five traits are broad level traits that span a very wide range of the 
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personality space (John & Srivastava, 1999, John, Naumann, & Soto, 2008). As noted , the Big 

Five include ​openness to experience​ , ​conscientiousness​ , ​extraversion​ , ​agreeableness ​ and 

neuroticism​ . Narcissism is a more specific trait that includes a grandiose self-concept, low 

empathy, and self-enhancement (​Campbell & Miller, 2011​; ​Morf, Torchetti, & Schürch, 2011​). 

We assessed both the ​grandiose ​ and ​vulnerable ​ forms of narcissism along with ​self-esteem​  in the 

present research to get a broader view of these self-relevant traits. 

We take two approaches in this research. In Study 1 we assess personality and then use a 

self-report measure to assess motivations and experiences associated with Minecraft play. In 

Study 2, we assessed real time Minecraft play within a laboratory setting. If we apply what we 

know from this past research to Minecraft, two predictions seem most defensible. First, given 

that Minecraft is a relatively unconstrained game that allows for a great deal of player creativity 

and flexibility, it seems likely that the trait of openness to experience will have some role in the 

game. Likewise, given the link between narcissism and aggression in a wide body of work, it 

seems plausible that narcissism will predict aggression in Minecraft. Beyond these two 

predictions, however, this work is largely exploratory.  

Study 1 

In Study 1, we used a self-report method to assess personality and Minecraft play.  

Method 

Participants and Procedure 

Participants were 237 college students from a large southeastern university. Our sample 

was 59% male, 41% female with an average age of 19.34 (SD=1.57). Participants who signed up 

for the study were sent the questionnaires via a Qualtrics online survey. Participants received 
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course credit for answering the survey. In addition to demographics, participants completed 

several personality scales as follows.  

Materials 

 The Big Five was assessed with the ​Big Five Inventory​  (BFI-44; Benet-Martinez & John, 

1998; John, Donahue, & Kentle, 1991). The BFI-44 has 44 items rated on a scale from 1 

(​Strongly Disagree​ ) to 5 (​Strongly Agree​ ) and five subscales: openness (“I see myself as 

someone who is original, comes up with new ideas”; Cronbach’s ​α​ = .68), conscientiousness (“I 

see myself as someone who does a thorough job”; Cronbach’s ​α​ = .78), extraversion (“I see 

myself as someone who is talkative”; Cronbach’s ​α ​= .83), agreeableness (“I see myself as 

someone who is helpful and unselfish with others”; Cronbach’s ​α​ = .60), and neuroticism (“I see 

myself as someone who is depressed, blue”; Cronbach’s ​α​ = .78). 

Narcissism was assessed with three scales designed to capture different aspects of the 

construct. Grandiose narcissism was assessed using the Narcissistic Personality Inventory 

(NPI-40; ​Raskin & Terry, 1988​). It consists of 40 forced choice items (“A. I have a natural talent 

for influencing people. B. I am not good at influencing people”; Cronbach’s ​α​ = .82). Vulnerable 

narcissism was assessed with the Hypersensitive Narcissism Scale (HSNS; Hendin & Cheek, 

1997)(“I can become entirely absorbed in thinking about my personal affairs, my health, my 

cares or my relations to others.”; Cronbach’s ​α​ = .74). An additional measure that captures both 

grandiose and some vulnerable aspects of narcissism , the ​Narcissistic Admiration and Rivalry 

Questionnaire ​ (NARQ; Back, et al., 2013) was also included (“I am great”; Cronbach’s ​α​ = .88) 

using a 1-6 Likert type format. Finally, self-esteem was assessed with the Rosenberg Self Esteem 
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Scale (RSES; Rosenberg, 1989) using a 1-5 Likert-type scoring format. It consists of 10 items (“I 

feel that I am a person of worth, at least on an equal plane with others.”; Cronbach’s ​α​ = .89).  

Minecraft play was assessed with a face valid self-report measure developed for this 

survey (the full survey is posted on OSF at ​https://osf.io/ydnnc/​). Items included how often 

participants played Minecraft, whether or not they enjoyed an activity (e.g., “When you are 

playing Minecraft do you enjoy killing [not for resources]?”) and how often they did the activity 

(e.g., “When playing Minecraft how often do you kill [not for resources]?”) All items were 

responses were on a 5 point Likert-type scale with endpoints at 1= strongly disagree and 5= 

strongly agree. 

Results 

Descriptive Statistics 

Means, standard deviations, and alpha values for each scale are presented in Table 1. 

Game activities were measured on two separate dimensions, how much a player enjoyed an 

activity and how often they performed the activity in-game (see Tables 1 and 2 for descriptive 

statistics).  

Big Five and Minecraft Behavior 

We examined correlations between Big Five personality traits and Minecraft behavior via 

survey (see Table 1). Correlation patterns were essentially the same when controlling for gender 

therefore we did not explore the full set of gender interactions in order to minimize the number 

of statistical tests.  

Openness to Experience was associated with enjoying Minecraft behaviors such as: 

building, exploring, and killing characters who would attack the player. Conscientiousness was 

https://osf.io/ydnnc/
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associated with enjoying a specific play style characterized by specific behaviors in-game such 

as: breeding animals for resources, not enjoying killing when not for resources, building, 

exploring​, ​and having a well lit environment. Extraversion was associated with enjoying killing 

threats (e.g., enemies who could harm the player). Agreeableness was associated with enjoying 

Minecraft behaviors such as  building, exploring, and having a well lit environment. Neuroticism 

was associated with enjoying Minecraft behaviors such as breeding animals for resources, 

farming, and making potions.  

Narcissism, Self-esteem, and Minecraft Behavior 

Correlations between  narcissism, self-esteem and Minecraft behavior were assessed 

using a self-report survey (see Table 4). Grandiose narcissism was associated with enjoying 

Minecraft behaviors such as killing not for resources; killing without the need to kill for survival. 

Both the NPI and the NARQ were associated with with killing not for resources. The HSNS was 

associated with enjoying in-game behaviors such as farming, and making potions. Vulnerable 

narcissism shares many of the same traits found with neuroticism making potions and breeding 

animals. Self-esteem was associated with enjoying activities in-game such as: making potions 

and enchanting. 

Discussion 

Players high in Openness to Experience and Agreeableness reported a similar style of 

game play which tended to favor actions such as building and exploring, with a margin of safety 

created by either placing lights in order to illuminate dark terrain or fighting only when required.  

Grandiose narcissists reported high levels of killing for reasons other than resource gain, 

potentially suggesting that killing itself was a motivation. Players who displayed vulnerable 
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narcissism and neuroticism both exhibited many of the same behaviors in-game including 

farming and making potions. Vulnerable narcissism shares many features of neuroticism which 

may explain this (Miller et al., 2011).  

Overall there are small to moderate associations between personality traits and Minecraft 

play. Some of these were consistent with expectations, such as openness to experience and 

exploration and narcissism and killing. Others make sense in hindsight but should be considered 

fully exploratory and thus taken with caution.  

Study 2 

Study 1 revealed small to moderate relationships between personality and self-reported 

Minecraft behavior. In Study 2, we looked at actual in-game play to see if these same patterns 

were also evident. 

Method 

Participants and Procedure 

Participants were 121​ ​ college students from a large southeastern university. Our sample 

was 87% male, 13% female college students (age M= 19.51, SD = 1.25). Participants who signed 

up for the study were asked several questionnaires via a Qualtrics online survey before playing 

Minecraft. Participants received course credit for participating in this study. In addition to 

demographics, participants completed several personality scales as follows.  

Apparatus and Materials 

Participants who signed up for the study first answered questionnaires on a Qualtrics 

online survey. In addition to demographics, participants completed several personality scales as 

follows.  
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The Big Five was assessed with the International Personality Item Pool (IPIP Big Five; 

Goldberg, 1999). This is a very commonly used measures of the Big Five. The subscales are: 

openness ​ (example item “Have a rich vocabulary”; Cronbach’s ​α ​=.82), ​conscientiousness 

(example item “Am always prepared”; Cronbach’s ​α ​=.80), ​extraversion ​ (example item “I am the 

life of the party”; Cronbach’s ​α ​=.87), ​agreeableness ​ (example item “Am interested in people”; 

Cronbach’s ​α ​=.77), and ​neuroticism ​ (example item “Get stressed out easily”; Cronbach’s ​α 

=.87). Each subscale is measured on a 1-5 Likert-type scale. 

Grandiose narcissism was assessed using the NPI  (NPI-40; ​Raskin & Terry, 1988​) (“A. I 

have a natural talent for influencing people. B. I am not good at influencing people”; Cronbach’s 

α​ =.89). 

Participants also answered the​ ​Single Item Narcissism Scale​  (SINS; Konrath et al., 2014) 

consisting of the item “To what extent do you agree with this statement; I am a narcissist (Note: 

The word ‘narcissist’ means egotistical, self-focused, and vain),” and the ​Single Item Self-Esteem 

Scale​  (SISE; Robins, Hendin, & Trzesniewski, 2001; example item: “I have high self-esteem”), 

both before, and after they played the game in order to check for changes in self-esteem or 

narcissism caused by playing the game. 

Players connected to the Minecraft server (Minecraft version: 1.8.1). Their actions while 

playing the game were monitored unobtrusively through server logs which captured player 

actions in-game such as: number of sheep killed, and number of times the player died. See Table 

1 for a full list of these actions. Taken together these data points give an indication of overall 

playing style. 

Procedure for in-game experience. 
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Players came into the lab and were asked to log into their own Minecraft account. They 

were then given the IP address of our Minecraft server. They were asked to log into the server 

and play for one hour. Their actions were recorded by the server in count form (e.g. number of 

blocks broken, number of player deaths). 

Results 

Big Five and Minecraft Behavior 

We examined correlations between Big Five personality traits and Minecraft behavior 

in-game (Table 3).  

Openness to Experience was associated negatively with Minecraft behaviors such as 

creating weapons and armor , and killing. Conscientiousness was also associated with less killing 

overall as well as less killing of computer-controlled human-like characters called ‘villagers’. 

Extraversion was associated with being less likely to build torches. Agreeableness was 

negatively associated with both unprovoked killing and killing in general. Having a well-lit 

environment and digging were also negatively related to agreeableness as well. Neuroticism was 

associated with not breaking blocks.  

Narcissism,​ ​Self-esteem,  and Minecraft Behavior 

We examined correlations between  narcissism, self-esteem,  and in-game Minecraft 

behavior (Table 3). NPI scores predicted  both unprovoked killing and total killing. Similarly, 

self-esteem positively predicted unprovoked killing.  

We also found no differences in narcissism  measured by the ​Single Item Narcissism 

Scale​  (SINS; Konrath et al., 2014): [Mean = 3.18(SD=1.49) at T1 and 3.24 (1.59) at T2] and 
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self-esteem [measured by the SISE(Mean = 4.70 (SD=1.47) at T1 and 4.62 (1.54) at T2) ] before 

and after play. 

Discussion 

We found that players who were high on the Big Five traits of openness, 

conscientiousness, and agreeableness all avoided unprovoked killing in-game. Players who were 

high in openness appear to follow a pattern of not playing aggressively. This pattern is shown 

through the in-game choices of not building weapons and armor. Interestingly having a well lit 

environment, and digging were negatively related to being agreeable, perhaps because they 

avoided going underground in the game all together.  

Grandiose narcissism (and unexpectedly self-esteem) predicted  killing both unprovoked 

and overall than participants who did not have this trait. 

General Discussion 

We conducted two studies -- one self-report and one using and in-game task -- to 

examine the link between personality and Minecraft play. Across the two studies we found that 

(a) there were links between personality and Minecraft, (b) these were generally modest in size, 

and (c) the findings from the self-report method in Study 1 was stronger than the behavior 

measures in Study 2. This is not surprising given the common method variance in Study 1, and 

relatively limited (one hour) assessment used in Study 2. 

In the self-report survey, openness to experience and agreeableness shared a very similar 

style of game play, both tending to favor actions such as building and exploring, with a margin 

of safety created by either placing lights or fighting only when required. Conscientious 

participants reported a similar playstyle with the addition of enjoying breeding animals. In-game 
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breeding animals is one way to acquire a renewable source of food and materials. Participants 

with high extraversion indicated a propensity for killing threats. Neuroticism was shown by 

breeding animals for resources, farming, and making potions. Grandiose narcissists self-reported 

killing more for reasons other than resource gain, potentially suggesting that killing itself was a 

motivation. Survey participants who possessed high levels of vulnerable narcissism and 

neuroticism self-reported a tendency toward both farming and making potions.  

During in-game play the Big Five personality traits were generally related to distinct 

game actions. For example, openness in-game is characterized by a lack of weapons and armor 

creation as well as a lack of killing. Extraversion predicted little within the game, perhaps 

because opportunities to display extraversion in-game were rare. Conscientiousness and 

agreeableness were associated with lower levels of killing. Having a well-lit environment and 

digging were also negatively related to agreeableness as well. Neuroticism was associated with 

not breaking blocks, although we hesitate to even speculate on why this might be the case. 

Grandiose narcissism is exemplified in-game through killing, both overall and unprovoked, and 

lack of defensive action. 

Across both studies there are some commonalities in the associations with personality. In 

general, we found a wide number of associations with openness in both samples (although the 

results in Study 2 converged on negative predictions of openness -- killing and using armor -- 

rather than specific exploratory behaviors that might have been too diverse to capture in our 

short session.  We did see the association with openness and more “open” behaviors in Study 1 

including building, exploring, and having a more well-lit environment. We also found across 
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studies that  across studies that narcissism is linked to aggression and killing which is consistent 

with a body of past research.  

To the extent we found relationships between personality and Minecraft play, these were 

often similar to what you would find in the real world (to the extent the “real” and Minecraft 

worlds align.) This is part of a large pattern of findings in social media and gaming that, in 

general, the two domains operate in similar ways psychologically. For example, past research 

narcissism has been associated with aggression in real life (Bushman and Baumeister, 1998) and 

in gaming populations (e.g., Kim et al., 2008). Note, however, the rate of killing in a game like 

Minecraft is far greater than one would find in the real world -- so while the personality 

correlations might be the similar, the overall rates of killing in game will be much higher. This is 

consistent with the social identity model of deindividuation (SIDE; Reicher, Spears, & Postme, 

1995) which predicts in part that individuals will become less inhibited in anonymous 

environments (such as Minecraft) and their dominant responses will be amplified. However, this 

model also predicts that individuals will respond to cues in the environment. The finding that 

individuals high in narcissism engaged in more killing in Minecraft, which contains relatively 

few cues to violence compared to other games, suggests a stronger role of personality in behavior 

than perhaps previously thought. These findings are also consistent with the model of gaming 

motivation developed by Yee and colleagues (Quantric Foundry, 2016), in which motivations for 

gaming (and their resulting behaviors; Yee et al., 2010) align at least in part with the Big Five 

personality traits. The ability to predict behavior in virtual worlds from real-world behavior may 

prove important as  technology mediates more and more of our daily social interaction. 
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Some of the limitations imposed by both the personality constructs and the research 

design may help explain the relatively weak findings of personality in Minecraft in game 

behavior. One issue is that the in-game data were captured in a single session with players with a 

range of expertise. Results might be stronger with more consistent users over a longer time 

period. It is also possible that Minecraft primary self-selects players who had high openness and 

exploration (with the exception of some killing, but at a much lower rate than other gaming 

forms such as  first person shooters). This range restriction -- if it exists -- might limit some of 

the correlation sizes between personality and Minecraft play. 

In addition to the limitations already discussed, we used broad level personality measures 

rather than contextualized or game specific measures. These broad traits generalize well but 

might not be as useful for picking up in game behavior. The results are largely correlational, as is 

more often than not the case with personality research, which makes any inferences about 

causation problematic. A version of the Big Five or narcissism that is contextualized for in-game 

play might has greater predictive power. Finally we used individuals with a range of Minecraft 

ability and that might have added variance and weakened the effects.  

The generalizability of the results is potentially further limited by sample selection; Our 

sample was all undergraduate students. Future research might benefit from examining larger 

samples of players over a longer period of time to get a more representative sample of play. It 

would also be useful to examine a wider range of age groups, especially children to see how 

minecraft was linked to personality development, especially in regards to openness to experience 

and creativity.  
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Finally, in keeping with SIDE theory, there are possibilities for changing constraints of 

the game (e.g., eliminate the more basic survival requirements like food) to further investigate 

the relative role of personality versus environmental cues in the game. For example, we could 

remove the survival imperatives by removing the need for food, which would remove the 

requirement for the player to perform certain actions to stay alive. We could also eliminate the 

need for resource harvesting if we were only interested in determining what form of creativity 

personality expressed itself as. If we eliminated resource harvesting we could ask creativity 

related questions such as: Would players build a castle? Or an ice sculpture? We could also track 

group expressions of behavior via tracking interactions on large servers (anonymously). 

 

Conclusion and Future Research 

The research represents an initial effort to find a link between general personality traits 

and Minecraft play. We found several relationships, including the predicted links between 

openness and exploration and narcissism and aggression, but overall the associations were 

relatively small in magnitude. Minecraft is a fascinating potential research platform because of 

its breadth of possibilities for play and wide appeal. Hopefully this works will encourage other 

researchers to examine Minecraft as a research platform more broadly, including, but not limited 

to, work on personality. 
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Tables 
 

Table 1 
Survey and Big Five personality 
All questions prefaced with “When playing Minecraft do you….” 
 
 Mean (SD) O C E A N 

Mean (SD) -- 
3.59(.51
) 3.37(.61) 3.31(.75) 3.45(.50) 2.89(.70) 

alpha -- .68 .78 .83 .60 .78 

often play Minecraft? 3.62(1.13) -.09 .05 .08 .07 -.02 

Average hours played per day 1.82(2.04) .04 -.10 -.06 -.04 .06 

Resource Gathering Behaviors 

enjoy mining? 3.43(1.06) .08 .08 .07 .03 .02 

often mine? 3.57(1.03) .14* .03 .00 .01 .06 

enjoy farming? 3.14(1.01) .07 .03 .001 .02 .17** 

often farm? 3.18(1.03) .09 .03 -.03 .00 .17** 

enjoy hunting animals for resources 3.04(1) .10 .10 .11 -.01 -.06 

often hunt animals for resources  3.26(0.88) .14* .01 .09 .01 .01 

enjoy herding/breeding animals for resources? 3.1(1.12) .10 .14* .11 .06 .15* 

often herd/breed animals for resources? 3.11(1.07) .15* .13* .07 .03 .18** 

Building and Creating Behaviors 

enjoy building? 4.18(0.95) .28*** .17** .09 .16* -.05 

often build? 4.11(0.9) .22*** .20** .09 .13* -.11 

enjoy making potions? 2.85(1.11) -.03 .00 .04 -.05 .20** 

often make potions? 2.7(1.14) -.06 .00 .04 -.05 .13 

enjoy enchanting? 3.02(1.14) .06 .03 .03 -.08 .02 

often enchant? 2.86(1.08) .06 .03 .02 -.06 .13* 

Other Behaviors 

enjoy having a well lit environment ? 4.16(0.9) .23*** .13* .04 .12 -.03 

often place light sources? 4.08(0.93) .26*** .17** .05 .14* -.05 

enjoy killing (not for resources)? 2.69(1.2) -.03 -.18** .07 -.14 .00 

often kill (not for resources)? 

2.84(1.13) 
 
 -.07 -.14* .05 -.19** .02 
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enjoy killing threats? 

3.63(1.1) 
 
 .13* .06 .16* -.003 .04 

often kill threats? 3.77(0.91) .21*** .07 .16* .06 .03 

enjoy exploring? 

4.03(0.89) 
 
 .38*** .21** .03 .16* -.07 

often explore? 3.92(0.9) .30*** .16* .11 .15* -.02 

Personality 

Openness 3.59(0.51) - .21*** .15* .29*** -.02 

Conscientiousness 3.37(0.62) - - .31*** .30*** -.28*** 

Extraversion 3.31(0.75) - - - .10 -.18** 

Agreeableness 3.45(0.5) - - - - -.24*** 

Neuroticism 2.89(0.7) - - - - - 

 
 
Note: ‘*’ p<.05, ‘**’ p<.01 ‘***’p<.001 
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Table 2 
Survey Correlations (Study 1) 
 
 Mean (SD) NPI NARQ- narc score RSES HSNS 

mean(SD) -- 14.83 (6.59) 2.99(.77) 24.46(7.41) 2.91(.58) 

alpha -- .82 .88 .89 .74 

often play 
Minecraft? 3.62(1.13) -.01 -.18** -.10 -.11 

Average hours 
played per day 1.82(2.04) .04 .09 .05 .11 

Resource Gathering Behaviors 

enjoy mining? 3.43(1.06) .01 .02 -.08 .03 

often mine? 3.57(1.03) -.04 .04 -.03 .08 

enjoy farming? 3.14(1.01) .05 .05 .14* .19** 

often farm? 3.18(1.03) .03 .05 .14* .15* 

enjoy hunting 
animals for 
resources? 3.04(1) .04 .15* -.13 .1 

often hunt animals 
for resources? 3.26(0.88) .02 .11 -.01 .09 

enjoy 
herding/breeding 
animals for 
resources? 3.1(1.12) -.03 .01 .03 .12 

often herd/breed 
animals for 
resources? 3.11(1.07) -.01 .01 .09 .11 

Building and Creating Behaviors 

enjoy building? 4.18(0.95) -.05 -.04 -.20** -.03 

often build? 4.11(0.9) .06 .05 -.18** -.02 

enjoy making 
potions? 2.85(1.11) .08 .03 .15* .14* 

often make potions? 

2.7(1.14) 
 
 .15* .06 .10 .07 

enjoy enchanting? 

3.02(1.14) 
 
 -.00 .03 .06 .12 
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often enchant? 2.86(1.08) .02 .04 .13* .12 

Other Behaviors 

enjoy having a well 
lit environment  4.16(0.9) -.08 -.04 -.18** -.02 

often place light 
sources  4.08(0.93) -.10 -.04 -.18** -.01 

enjoy killing (not 
for resources)? 2.69(1.2) .18** .26*** .02 .12 

often kill (not for 
resources)? 

2.84(1.13) 
 
 .13 .19** .05 .11 

enjoy killing 
threats? 

3.63(1.1) 
 
 .05 .04 -.16* -.01 

often kill threats? 3.77(0.91) -.02 .01 -.18** -.07 

enjoy exploring? 

4.03(0.89) 
 
 -.09 -.12 -.09 -.05 

often explore? 3.92(0.9) .03 -.15* -.06 -.09 

Personality 

Openness 3.59(0.51) .06 -.05 -.15* -.10 

Conscientiousness 3.37(0.62) .11 -.17* -.51*** -.27*** 

Extraversion 3.31(0.75) .45*** .13* -.42*** -.11 

Agreeableness 3.45(0.5) -.26*** -.36*** -.23*** -.41*** 

Neuroticism 2.89(0.7) -.07 .04 .53*** .43*** 

NPI 14.83(6.59) - .47*** -.25*** .08 

NARQ- narc score 2.99(0.77) - - .01 .51*** 

RSES 35.54(7.41) - - - .34*** 

 
Note: ‘*’ p<.05, ‘**’ p<.01 ‘***’p<.001;  
HSNS= Hypersensitive Narcissism Scale 
NPI-40= 40 question Narcissistic Personality Inventory 
SISES=Single Item Self-Esteem Scale 
NARQ= Narcissistic Admiration and Rivalry Questionnaire 
RSES = Rosenberg Self-Esteem Scale. 
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Table 3 
In-game behavior and Big Five 
 
 Mean (SD) O C E A N 

Mean (SD) -- 3.82(.49) 3.48(0.54) 3.08(0.61) 3.84(0.46) 3.32(0.67) 

alpha values -- .82 .80 .87 .77 .87 

deaths 3.09(3.20) -.06 -.09 .14 -.02 -.11 

Items Built 

weapons 35.16(43.96) -.25** -.18 -.02 -.06 -.12 

armor .50(1.27) -.21* -.13 .01 -.04 -.15 

torches 3.05(53.55) -.19* -.01 -.23* -.22* -.12 

food 5.84(8.56) -.11 -.12 .04 -.13 -.16 

bed .20(.54) -.02 .06 -.005 -.03 -.01 

storage .11(.59) .11 .14 -.10 -.10 -.02 

Actions Taken 

kill (unprovoked) 8.92(8.49) -.10 -.18 .05 -.29** -.14 

kill (total) 14.98(12.54) -.19* -.25** .04 -.23* -.17 

Killed Villager .03(.29) .11 -.25** .12 -.03 -.10 

Talked To Villager .18(.92) .13 -.07 .08 -.09 -.18 

movement 383311(207980) .03 -.18* .06 -.15 -.11 

Distance sailed 8039(41872) -.02 .13 -.05 -.16 -.07 

climb 428(1564) .09 -.07 .07 -.02 -.05 

swim 20419(26177) -.06 -.02 .06 .05 .00 

blocks broken 1.27(5.93) -.08 .04 -.02 .04 -.21* 

Tools Used       

pickaxe 216.67(256.85) -.16 -.04 -.13 -.01 -.08 

shovel 35.30(79.32) .02 .01 -.08 -.19* .04 

axe 246.64(276.69) -.15 -.05 -.14 -.01 -.06 
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sword 34.99(43.81) -.25** -.17 -.03 -.06 -.12 

Big Five Personality 

Openness 3.82(.49) -- -- -- -- -- 

Conscientiousness 3.48(.54) .32*** -- -- -- -- 

Extraversion 3.08(.61) .31*** .07 -- -- -- 

Agreeableness 3.84(.46) .18* .02 .13 -- -- 

Neuroticism 3.32(.67) -.27** -.29** -.30*** -.02 -- 

 
Note: ‘*’ p<.05, ‘**’ p<.01 ‘***’p<.001 
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Table 4 
In-game behavior and other traits 
 
 Mean (SD) NPI Single Item Self Esteem 

Mean (SD) -- 11.77(7.1) 4.79(1.25) 

alpha values -- .89 -- 

deaths 3.09(3.20) .14 .02 

Items Built 

weapons 35.16(43.96) .04 .05 

armor .50(1.27) .03 .09 

torches 3.05(53.55) -.10 -.06 

food 5.84(8.56) .01 .09 

bed .20(.54) .03 .09 

storage .11(.59) .03 -.07 

Actions Taken 

kill (unprovoked) 8.92(8.49) .20* .20* 

kill (total) 14.98(12.54) .18* .17 

Killed Villager .03(.29) .18 .07 

Talked To Villager .18(.92) .10 .07 

movement 383311(207980) .16 .08 

Distance Sailed 8039.03(41872.20) .08 -.02 

climb 428.48(1564.87) .05 .06 

swim 20419.17(26177.86) .17 .12 

blocks broken 1.27(5.93) -.05 .02 

Tools Used 

pickaxe 216.67(256.85) -.06 -.02 

shovel 35.30(79.32) .14 -.05 

axe 246.64(276.69) -.04 -.04 

sword 34.99(43.81) .04 .04 

Personality 
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npi 11.77(7.1) -- .35*** 

Openness 3.82(.49) .21* .31*** 

Conscientiousness 3.48(.54) -.01 .22* 

Extraversion 3.08(.61) .51*** .56*** 

Agreeableness 3.84(.46) -.28** -.06 

Neuroticism 3.32(.67) -.09 -.60*** 

 
‘*’ p<.05, ‘**’ p<.01 ‘***’p<.001 
SISES=Single Item Self-Esteem Scale 
NPI-40= 40 question Narcissistic Personality Inventory 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 


