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DESCRIPTION: 
Despite the long tradition of experimental psychology, the methods of measurement used in the discipline 
have changed little over that time. They are still based on subjective self-reporting or, in situations where ob-
jective measurements are necessary, use psychophysiological methods that require sophisticated data anal-
ysis and are usually very uncomfortable for the subjects. At the same time, new technological developments 
such as immersive virtual reality (IVR) carry the potential to revolutionize psychology, still, the potential of 
IVR for psychology remains untapped. During IVR experiments, it is possible to have total control over the 
environment in which the subject is placed and, above all, it is possible to record data on how subjects move 
in the virtual world. And this, in turn, is directly related to psychological states and characteristics. However, 
at present it is not clear if it is possible to extract information valuable from the perspective of psychological 
science from such data.  
The purpose of research carried out on this topic will be to create tools (such as machine learning and data 
science tools, IVR environments and others) to verify the hypothesis that it is possible to infer the psychologi-
cal states and traits of people in the IVR environment solely on the basis of analysis of their movement data.  
The outcome of this research will allow researchers and practitioners to easily collect and analyze data on 
psychological states (such as emotions) and personality traits of subjects or patients. This will enable re-
search that is currently unfeasible, opening new doors for psychology in its quest to become, according to its 
definition, a behavioural science, as well as creating the potential to understand better how people function 
in IVR.  
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