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* The 16 Personality Factors assessment is only available in Australia and New Zealand



More than correct or 
incorrect response

Identify high potential 
candidates quickly

Device agnostic

Generate much more 
data

Innovative client brand 
representation

Applicable to a wide 
range of roles

Limited reliance on 
language

Psychometrically 
sound

Engaging experience

Game-Based 
Assessment
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Low-Fidelity Prototypes
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Revelian 
Cognitive 

Ability Test

Game-Based 
Assessments

Demographic / 
Reaction 
Survey

IPIP
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• People liked GBA - preferred general affect; job-related
• Perceived as more fair

• High level of convergence with stand-alone cognitive ability tests
• JAP paper in the works



Modern Prediction Methods



Automated Item Generation (AIG)



Translation



Translation



EI

FACILITATION

MANAGEMENT

PERCEPTION

UNDERSTANDING

Mayer & Salovey (1997)



Concept & Design



MATCHING FACES

TASK
Correctly identify emotions in facial expression

MEASURES
Emotional Intelligence (Perception)

CONTENT
Diverse emotions, gender, ethnicity, age, 
match/no match. Random streaming

DETAILS
30 rounds, 90 seconds, highly speeded (3s). 
Average time incl. tute 3.5 mins



EMOTIONAL TIES

TASK
Correctly identify emotions and emotional 
reactions to different situations

MEASURES
Emotional Intelligence (Perception; 
Understanding)

CONTENT
Generalisable context and language, diverse 
emotions, gender, ethnicity, age. Random 
streaming

DETAILS
20 rounds (singles, duos, multis), 20 mins, 
powered. Average time incl. tute 16.5 mins 





• ≈ 3,000 participants; 2 phase 
validation

• Scoring models optimise rel’n
between assessments and criterion 
(STEU)

• Validity MF = .45; ET = .54;      
Emotify = .65 

• Reliability (test-retest) = .77
• Device agnostic; small gender effect 

(d = .27), ns age effect.V
al

id
at

io
n 

&
 

A
na

ly
si

s



Some early criterion-
related validity…



Current Usage

Emotify
• Launched Jan 2019
• >10,000 completions
• >50 unique companies
• 14 different industries
• Mainly graduates

Cognify
• Launched Oct 2016
• >140,000 completions
• >230 unique companies
• 23 different industries
• Varied management levels



Discover what lies  
below the surface.

revelian.com


