For the two selected methodologies, describe your research plans by responding to each of the points below.  Your study description can be in bulleted form, but be sure to address each point (as applicable).  Begin your assignment with a clear statement of your research topic.

Research question: How do video Games Influence child development

EXPERIMENTAL RESEARCH
1.  Purpose, including a clear statement of your hypotheses (recall, experimental research      tests for a causal relationship)
· This experiment aims to investigate how video games influence child development.
2.  Rationale for selecting experimental research
· Video games form part of child learning, problem-solving, and development of motor skills and coordination. 
· The main reason for selecting this experimental research is due to the role video games play either positively or negatively in a child's life.
3.  Sampling strategy and recruitment of participants.  Include the number of participants and discuss any potential bias. 
· Probability or cluster sampling technique is the method that will be in use for data collection. 
· The participants will be randomly recruited for this experiment.  
· Fifteen participants in groups of five are to be selected for this experiment.
·  Many of the participants will be boys (9 boys and 6 girls) because this group is active in video games.  
· The age bracket is 5 years to 14 years. None of the participants to be selected is to have any disability. 
4.  Experiment implementation procedures 
· The experimental design to be used is a classic experiment design. 
· Here two groups, one control experiment and the other group understudy, will be the center of attention.
· The participants are to be drawn mostly from the fifth grade of randomly sampled elementary schools within the vicinity.  
· The control group does not receive an intervention, while the other group is treated as usual. 
· Since fifteen participants are grouped in groups of five, one of the three groups of five will act as a control experiment.  
· A pretest to take place randomly on both groups to see if it will work and get the consent of some of the participants. 
· Participants are assigned into various groups randomly.
· Time spent playing video games will be the independent variable, while the type of video game being played will be the dependent variable (games ranged from football, boxing, and swimming).
· This experiment is to be done twice, with the first one being conducted in July to August and the second one in November to December (Pretest and Post-test, respectively). Same participants will be used for both experiments. 
· Measures used will include the video game liked most, the Impact of games on the development behavior of the participants, Measure of time spent on specific games, and Measure of social desirability. 
· The independent variable will be altered at one point so that some groups will be assigned less time than others, while at certain levels, other groups will be assigned more time than required. 
· The dependent variable was measured following the much stay of the participants on a certain game. It was also measured depending on the participants' questionnaires at the end of the game on why and which games they like. 
· The results obtained at the end of the experiment were threatened by the fact that some of the participants in the pretest may not be able to appear in the second and final test.
· In addition, some of the participant's refusal to change groups or shifts during the experiment can harm the validity of the results. 
· Each group was assigned 10minutes to play the video game; one group was assigned a football match game, the other boxing game, while the control group was assigned the swimming game.
· A switch was done once the ten minutes have elapsed, and the group change saw the members of the groups move as a unit to participate in another game. 
· At the end of the game, the participants filled a questionnaire that contained their age, gender, and ratings on how they viewed the games, which game they loved the most, and if time was enough for them. 
· 0 – 5 are the ratings on the questionnaire, with 0 for the lowest score while 5 for the highest score.
6.  A sample of any measures used
· Sampling measures, for instance, on the Impact of video games on a child's development consists of 0 – very low development, 1- poor development, 2- equitable development, 3 – average, 4 – good development, 5- excellent development.  
7.  Ethical considerations, including discussing any deception used and related ethical concerns and potential risks and benefits to participants.
· The experimental procedure is to consider children’s rights in terms of education and life.
·  The experimenter had to get consent from the school as well as the parents of the children.
·  Most of the participants enjoyed the free video games even though the risk was that too much exposure and isolation they experienced negatively affected them.  

SURVEY RESEARCH

1.  Purpose, including a clear statement of your research questions/hypotheses 
· This survey research aims to investigate the effect eating habits have on obesity levels in teenagers.
· Do eating habits have a positive impact on the level of obesity in teenagers?
 2.  Rationale for selecting survey research
· Many experiments have focused on eating too much fat as the main cause of obesity in teenagers, but no focus has been placed on their eating habits. This called for the selection of this subject as a topic for this survey. 

3.  Sampling strategy, including how you will obtain the sampling frame, type of      sampling you will use and the benefits and limitations of that strategy, and sample size
· Purposive sampling will collect elementary students who will be randomly selected from the various schools in the neighborhood. 
· The focus is on those teenagers who have irregular eating habits (Extreme Case sampling) and Homogeneous sampling for those who have routine eating habits. 
· 20 participants in total are to be used for the study, out of which 12 are boys and 8 girls. Reason being that many boys are associated with weird behaviors compared to girls. 
· The main reason for using purposive sampling is that the experimenter wants to get the main Impact and justify the hypothesis even though the strategy is limited to the fact that it has a high level of biasness and reliability. 

4.  Survey implementation procedures, including mode of implementation (e.g., internet,      mail, telephone, face-to-face), contacting and recruiting participants, training of  research assistants (if necessary),  strategy to gain informed consent (or rationale for a   waiver of consent) and maintain confidentiality or anonymity 
· Some information, particularly on diet and feeding time, will be obtained from the internet, where it will then be compared with that of the actual experiment obtained from the participants. 
· Face to face, interviews in terms of open-ended questionnaires will be done on some of the participants. 
· To gain the consent of the participants, some of them were openly told of what was going on while the shy ones were deceived of an impending competition full of goods so that they can take part in the study. 
· The participants, teachers, and parents agreed that any information being given to the experimenter was confidential.
· The participants are to draw up their feeding plan for one week and practice what they have drawn. This was to be supervised by their parents and teachers responsible.

5.  Measurement of key variables, including the use of existing measures and the       development of new measures  
· Obesity was the dependent variable
· Eating habits was an independent variable
· The rating is from 0 – 5, with 0 being the lowest and 5 being the highest.
· As a new measure, the Impact of healthy or unhealthy eating on obesity in teenagers can cooperate into the experiment.

6.  Sample survey that shows the question items and question order
· The experiment will follow a sample of teenagers over a period like a one-week period where they are supposed to follow up on the plans and the eating habit programs they have drawn.
· Some of the participants showed good progress where they stuck to the plan they had drawn while others failed to honor th plan, especially on meal times.
· Most of the participants were not having a balanced diet but rather fast foods, hence obesity.
· The sample survey is to be:
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	Age …
	Gender …

	Did the participant follow the drawn plan 
	Yes –
Tried to –
No -

	Did the participant have the right meal at the right time
	Yes – 
Tried to – 
No -

	Was there a balanced diet in the participant's meals
	Yes – 
Meal lacked one component – 
No -




















7.  Ethical considerations, including a discussion of confidentiality or anonymity and      potential risks and benefits to participants
· All the information from the participants was to be kept confidential. 
· Children’s rights are to be observed as well as human rights acts are to be considered. 
· The participants are to be gifted with free shopping vouchers at the end of the experiment.


