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Methods 

Data Collection 

The data used for this report is from the University of California Berkeley STAT LABS               

website (https://www.stat.berkeley.edu/users/statlabs/labs.html). More specifically, the data used       

is called Video Game Survey. This dataset was divided into two different files with the main file                 

(video.data) containing data on the majority of the questions asked on the video game survey and                

the other file (videoMultiple.data) containing the answers to Questions 3, 4, and 9 of the same                

survey. While the website doesn’t provide the survey used, it can be assumed the survey used to                 

produce this data was: https://www.stat.berkeley.edu/~nolan/surveys/videoSurvey.pdf.  

Variable Creation 

For video.data, some of the variables for some of the observations have the value 99. It is                 

assumed that this value represents that participant not answering that specific survey question,             

just as what NA represents in videoMultiple.data, and will not be considered in the data analysis.                

For this Midterm Report, only the data from video.data will be explained and utilized. A chart                

describing each of the fifteen variables, along with the survey question the variable must likely               

correlates to, is in Appendix A. The variable “time” was initially classified as numeric (num)               

while all other variables were initially classified as integer (int). 

Analytic Methods 

Currently, a topic of analysis hasn’t been decided. In order to familiarize with the data,               

simple Exploratory Data Analysis (EDA) has been performed on variables deemed reasonable to             

graph or compare with other variables. Graphs generated from this preliminary process are in              

 

https://www.stat.berkeley.edu/users/statlabs/labs.html
https://www.stat.berkeley.edu/~nolan/surveys/videoSurvey.pdf
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Appendix 2. The exploratory graphs used in this experimental phase are histograms, barplots,             

boxplots, and scatterplots. A list detailing each of the figures in Appendix B is below. 

● Figure 1 is a boxplot for the variable “time”. 

● Figure 2 is a barplot with the variable “like” as the categorical variable and the frequency                

being the amount of observations who don’t hate math or had 0 for the variable “math”. 

● Figure 3 is a barplot with the variable “like” as the categorical variable and the frequency                

being the amount of observations who hate math or had 1 for the variable “math”. 

● Figure 4 has multiple boxplots with the variable “like” as the categorical variable and the               

variable “time” as the continuous variable. 

● Figure 5 has multiple boxplots with the variable “like” as the categorical variable and the               

variable “work” as the continuous variable. 

● Figure 6 has multiple boxplots with the variable “freq” as the categorical variable and the               

variable “work” as the continuous variable. 

● Figure 7 is a histogram of the variable “time”. 

● Figure 8 is a histogram of the variable “age”. 

● Figure 9 is a combined histogram of the variable “time” for females (in red), or               

observations with 0 for the variable “sex”, and males (in blue), or observations with 1 for                

the variable “sex”. 

● Figure 10 is a scatterplot of the variable “time” on the x-axis and the variable “work” on                 

the y-axis. The legend illustrates that points that are red are observations under the age of                

twenty-one, blue for those over the age of 21, x shape for female observations, and +                

shape for male observations. 
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Results 

There were ninety-one observations and it’s clear for multiple figures that most of the              

observations do not play video games or play regularly enough to record the amount of time.                

Comparing Figures 2 and 3, there is most likely not a correlation between how much someone                

likes video games and how much someone hates math. From Figure 4, observations with the               

value 2 for the “like” variable are more likely to spend more time playing video games than other                  

observations. From Figure 5, observations with the value 2 or 3 for the “like” variable most                

likely work more than observations that don’t particularly like video games. Figure 6 shows that               

people who play video games every day most likely work less hours per week than other                

observations. The observations who play video games weekly have a higher median for the              

variable “work” than other observations, however. Figures 6 and 10 do not illustrate the              

assumption that the more time someone works, the less time that person will spend playing video                

games. However, there doesn’t seem to be a clear correlation between the variable “time” and               

“work”, as shown in Figure 10. Figure 8 shows that most of the observations were eighteen years                 

old. From Figure 9, it seems that males spend more time playing video games than females. 

Discussion 

These results are solely based on the look of these graphs and might not be indicative of                 

the actual conclusions one could reach from this data from performing more intensive data              

analysis. Unfortunately, there are not a lot of observations and most of them do not play video                 

games, leaving for little variety in the dataset. Until more time is spent analyzing the               

relationships between the different variables and video.data and videoMultiple.data being          

combined, proper results cannot be reached.   
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Appendix A 

Variabl
e  

 Description  

 time (Question 1) Time (in hours) spent playing video games in a week where “No 
time” is represented as 0 

 like (Question 2) How much the participate likes to play video games where those 
who answered “Never played” or “Not at all” are assumed to be prompted to 
skip to Question 9 
1 = Never played 
2 = Very much 
3 = Somewhat 
4 = Not really 
5 = Not at all 

 where (Question 5) Where the participant plays video games where the participant can 
pick more than one answer 
1 = Arcade 
2 = Home on a system 
3 = Home on a computer 
4 = Home on computer and system 
5 = Arcade and Home (system or computer), 
6 = Arcade and home (both system and computer) 

 freq (Question 6) How often participant plays video games 
1 = Daily 
2 = Weekly 
3 = Monthly 
4 = Semesterly 

 busy (Question 7) Describes if participant plays video games even if they are busy 
0 = No 
1 = Yes 

 educ (Question 8) Describes if the participate thinks playing video games is 
educational 
0 = No 
1 = Yes 

 sex (Question 10) Describes the sex of the participate 
0 = Female 
1 = Male 
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 age (Question 11) The age of the participant (in years) 

 home (Question 12) Describes if the participant had a computer at home when they 
were in high school 
0 = No 
1 = Yes 

 math (Question 13) Describes if the participant hates math 
0 = No 
1 = Yes 

 work (Question 14) How many hours the participant worked for pay each week 

 own (Question 15) Describes if the participant owned a PC 
0 = No 
1 = Yes 

cdrom (Question 15) Describes if the participant owned a PC with a CDROM where it 
is assumed only those with 1 in the “own” variable answered this question 
0 = No 
1 = Yes 

 email (Question 16) Describes if the participate had an email account 
0 = No 
1 = Yes 

 grade (Question 17) The grade the participant expected to receive in the course where 
this survey was conducted 
0 = F 
1 = D 
2 = C 
3 = B 
4 = A 
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Appendix B 

Figure 1 

Figure 2  
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Figure 3 

Figure 4  
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Figure 5 

Figure 6  
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Figure 7 

Figure 8  
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Figure 9 

Figure 10 

 


