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Mehrabian & Piercy, 1993; e.g., Thornton, 1944

I’m actually doing 
something to 

influence you…
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Behavioural scientist (15 years)University 
lecturer
Sunday Times bestselling author TEDx speaker

Ex lead psychologist at Cambridge 
Analytica
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Who wants their comms to 
actually change behaviour?
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.0004%

Wil son, 
2011
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2,947,025
hours of gameplay on Steam
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Ready?321
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Did you see…
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Awh & vogel, 2008

The Brain’s 
Bouncer
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You’re trying Roblox for the first time. You can only 
join one of these two experiences. Which do you pick?
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You have reached the top 
of the queue and are a 
priority for getting a free 
NHS COVID-19 vaccine. 
Please book yours now at 
https://www.nhs.uk/covid-v
accination or by calling 
119.

Commitment
Make people feel invested so 
they are more likely to follow 

through

Scarcity
Make the resource feel 

scarce so people feel an 
urgency to obtain it

Authority
Use a credible or liked 
messenger so people 
accept the message

Ego
Motivate behaviour by 
tapping into the need for 
social status

Social Proof
Make the behaviour seem 
popular so people assume it 
must be good

Reciprocity
Make people feel indebted 
so they are more likely to 
comply

https://www.nhs.uk/covid-vaccination
https://www.nhs.uk/covid-vaccination
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🧠 Grinding 🧠 Randomised rewards 🧠 Completion bias
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Fong & Mar, 2015; Yee et al., 2011; Youyou, Kosinski & Stillwell, 2015
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Neuroticism
(r=.184, r=.173)

Extraversion
(r=.285, r=.261)

Openness
(r=.354, r=.301)

Conscientiousness
(r=.242, r=.157)

Disagreeableness
(r=.261, r=.210)
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vibr.co.uk/discover
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Gaming
Puzzle, word, trivia, casual and card games. 
Short sessions. Weekday filler. To relieve 
stress, pass the time and sharpen the mind.

Psychology
Trusting, shy, and value kindness. Not on top 
of the latest trends. Price sensitive. Like to 
think and organise.

Nudges
Influenced by free gifts, good prices, bundles, 
and loyalty rewards – overall, clear, low-risk 
offers. Want to progress the game.

‘Vibe’
Minimal, clean, calm, and warm. Everyday 
rather than trendy. Overall, an aesthetic of 
soft competence.

You’re a Thinker if you’d rather 
solve a crossword than shoot 

something.
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Gaming
Story-driven: RPG, MMORPG, MOBA, and battle 
royale. Tend to play at the weekend. Play for 
immersion, hype and novelty.

Psychology
Extraverted, social and promotion-focused. 
Value success and exciting/stimulation. Early 
adopters.

Nudges
Being social, they’re nudged by social proof 
and ‘don’t miss out’ framing. Like limited 
editions and influencer endorsements.

‘Vibe’
Artistic, premium and glamorous – and also 
high-energy and rebellious. Cinematic, in a 
word.

You’re an Escaper if you get 
properly lost in the story in your 

free time.
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Gaming
Light, casual gaming with low daily play. Most 
likely to play casual games like Candy Crush. 
Play to switch off or be entertained.

Psychology
Introverted and less organised. Lower income 
and enjoy making things with their hands. 
Value kindness and simplicity.

Nudges
Nudged by credible ‘trust marks’ and a clear 
functional benefit. Like anything that saves 
time and upgrades simply.

‘Vibe’
Functional, clean and unflashy aesthetics 
work best; no particular creativity, hype or 
drama.

You’re a Relaxer if you open an 
easy game now and then to 
unwind or distract yourself.
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Gaming
They play every genre (especially 
platformers, racing, fighting) and they play a 
lot every day. Social, tribal and thrill-seeking.

Psychology
Highly open to experiences and extraverted. 
Early adopters and spendthrift. They like to 
be creative and enterprising.

Nudges
Largely nudged by ego (coolness) and tribe 
(people like you). Enticed by events and 
brand endorsements.

‘Vibe’
Attracted to bold, energetic and rebellious 
aesthetics – something high-production and 
loudly confident.

You’re a Fanatic if you follow 
gaming like other people follow 

sports or politics.
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Gaming
Highest daily play. Like to play competitive 
games (shooter, battle royale, sport). Play for 
socialising, identity and to win.

Psychology
Disagreeable and competitive, they value 
power and performance. They have 
enterprising interests.

Nudges
Persuaded by status signals and ways to 
boost performance – overall, competitive 
advantage framing

‘Vibe’
Rugged, masculine and direct tone. 
Something hard-edged with no softness or 
fluff.

You’re a Competitor if you’re in it 
to win it and get frustrated when 

you lose.
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Thinkers Escapers Relaxers Fanatics Competitors

🎮 Game Puzzles, strategy, 
short sessions

Open worlds, 
story depth, new 

content

Simple loops, low 
effort, quick 

rounds

Multiplayer 
modes, events, 

variety

Ranks, PvP, 
leaderboards

📢 Comms Calm, value-led, 
reassuring

Hype-driven, 
cinematic, FOMO

Simple, clear, no 
pressure

Bold, tribal, insider 
energy

Direct, 
competitive,

🎁 Rewards Bonus hints, 
loyalty perks

Exclusive skins, 
early access

Time-savers, 
easy boosters

Limited editions, 
event passes

Badges, boosts of 
performance
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49%
lower CPA



patrickfagan.co.uk

Get your FREE handbook with 
eight years’ experience 

personalising persuasion
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How to be ethical?

RESPECT EMPATHY OPENNESS
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Now you can master the ultimate 
gaming engine – human behaviour!
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