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Video Games and Behavior Analysis

Main metrics we used were engagement 
and correctional behavior 



Findings and Redesign 

● User Verification  
● Consistency of labeling
● Keeping track of meaningful engagement 

time 

ReDesign Ideas

Health, Money, School, Friends, Happiness, 
Family

Priority spectacle vs final F/M 

Observations

● Behavior seem to be 
corrected at different rates

● The vast number of outliers 
in elapsed times


