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ABSTRACT 

Today’s child are the future of the world. They will lead the world tomorrow. But if 

today’s child are in a bad track, the world will fall in danger tomorrow. Many child in 

this generation are attracted on social media and video game. Specially, during the covid-

19 situation, it increases most. For this reason, many child have a bad effect on their 

body, mind and their character also. Using social media by child, can lead them in a bad 

track. Because there are many things in social media which are not suitable for child and 

these can made a bad effect on their mind. Besides, playing too much video games by 

child, can make different health problem and mind problem. Those social media and 

video games hamper their study and misguide them. In this research, I analyse the data of 

child’s social media and video game attraction during and before covid-19 and try to find 

out the statistics of child are attracted on these. Then find out the same statistics of child’s 

attraction for village and city areas child during and before covid-19. Also here find out 

the statistics of child are effected in their body, mind and study by those things during 

and before covid-19. 
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CHAPTER 1 

INTRODUCTION 

 

1.1 Introduction: 

Children are the foundation of our country. Their activities in the future will ensure our 

country will prosper or not. If they do well then our country will prosper. If they don’t do 

well then our country will not prosper. But it fully depend on the activities in their child 

life. Because it is the time to build their character and health. If their character and health 

are good in child life then they will be a good person. If their character and health are not 

good in child life then they will be a bad person. Now a days children are addicted in 

social media and video games. This hampers their progress of building character and 

health much. We have to care on this side. 

Data Mining is the system of detecting attractive knowledge, like patterns, changes, 

associations, significant structures and anomalies, from big amounts of data gathered in 

databases, data warehouses, or some other information repositories. Due to the extensive 

presence of very large amounts of data in electronic forms, and the forthcoming necessity 

for rotating such data into workable information and knowledge for big applications 

including Business management, Market analysis and decision support, data mining has 

drawn a great deal of eye in information industry in current years.  

Data mining is useful for classifying changes. Child’s history, personal data give a large 

amount of information regarding a chosen change. The datasets are applied for extracting 

necessary information. From those we are capable to take alternatives and create laws. 

1.2 Motivation: 

Though my research activity is on child’s social media and video games attractions which 

caused day by day, I consider it will be a tremendous to work in this field. From this 

research paper, we can know about the current status of the child’s attractions and the 

changes of during covid-19 situation and before covid-19 situation. From the research, I 

can animate people in this matter. Because in many cases it is happened for the family 
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members. So everybody should be careful. And also they should check if their child are 

attracted on those or not.  

1.3 Rationale of the Study: 

The main reason to study in this matter is, it is the most common talked in this modern 

days. Because now a days every child is attracted on social media or video games. Those 

hampers their study, health and character as well. For that reason, I think that I should 

study regarding this matter and make an example for the society.   

1.4 Research Questions: 

Few questions of the research was on my knowledge boost me to construct the research. 

The questions are: 

1. Does the research have any real honor? 

2. Will it commit people conscious about child social media and video games attractions? 

3. How to collect data? 

4. How to analyze it?  

5. Are those correct or not? 

1.5 Expected Output: 

Here in the research, I hope much output result. Those are: 

1.  Here I will find the results of “Boys and Girls Attraction on Social Media, Boys and 

Girls Attraction on Video Games, Difference between Village and City for Social Media 

Attraction and Difference between Village and City for Video Games Attraction” 

according to the data of during the Covid-19 pandemic and before the pandemic.  
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2. Finally, I will find some other results for different attributes with the help of Data 

Visualization. Those results will be “Data Visualization of Health Problem and Mental 

Problem and Data Visualization of How in Study” according to the data of during the 

Covid-19 pandemic and before the pandemic.  

1.6 Project Management and Finance: 

To do this research project I have to manage the Google Form. Because there I have to 

collect the data using the Google Form and need to keep update the Data sheet and the 

results. Because as much as the data increased, the results of the projects become more 

efficient. 

To do this research project I need not finance any money. Because in my research I 

collect data virtually using Google Form. No hard skill required in my research project.  

1.7 Report Layout: 

In the report at first I provide a page of cover with my Title, Name of Supervisor and Co-

supervisor Name. Next I provide the part of Acknowledgement, Abstract, List of 

Contents, List of Figures and the List of Table. Then I continued to write 6 separate 

chapters. 

In 1st chapter which is “Introduction”, I describe about the Introduction, Motivation, 

Rationale of the Study, Research Questions, Expected Output, Project Management & 

Finance and Report Layout of the research. 

In 2nd chapter which is “Background”, I describe about the Terminologies, Related 

Works, Comparative Analysis & Summary, Scope of the Problem and Challenges of the 

research. 

In 3rd chapter which is “Research Methodology”, I describe about the Research Subject & 

Instrumentation, Data Collection Procedure, Statistical Analysis, Proposed Methodology 

and Implementation Requirements of the research. 
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In 4th chapter which is “Experimental Results and Discussion”, I describe about the 

Experimental Setup, Experimental Results & Analysis and Discussion of the research. 

In 5th chapter which is “Impact on Society, Environment & Sustainability”, I describe 

about the Impact on Society, Impact on Environment, Ethical Aspects and Sustainability 

Plan of the research. 

In 6th chapter which is “Summary, Conclusion, Recommendation and Implication for 

Further Research” I describe about the Summary of the Study, Conclusions, 

Recommendations and Implication for Further Study of the research. 

Then finishing describe the chapters I provide the Appendices and References for the 

writing the report. 
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CHAPTER 2 

BACKGROUND 

2.1 Terminologies:   

It is proved that from 5 to 8 percent of children and teenagers are devoted to the video 

games. In current dates, the WHO has classified video game devotion as a Mental Health 

Disorder. 

One of the situations which commit the use fascinating for children is they may be able to 

exercise with little materials, unlike more games of traditional. 

One could join to these factors the devotion of forming social links, the prizes of 

sequential game, and a cordially advanced sense of continuous execution founded on 

well-known principles of psychological reinforcement. 

Devotion to video games can have significant health problems on children. They can 

command to ocular and postural problems, bad eating and sleeping practices, social 

isolation, anger and aggressive attitude that can be risky to others when asked to close 

playing. Children may lose their friends who are not gamers [01]. 

WhatsApp, Twitter, Facebook, Instagram, IMO, Snapchat, LinkedIn, YouTube and Viber 

are the main social networking sites what we say social media revealing a terrible threat 

for the users distressed with them. Among all social networking sites, the use of 

Facebook has been the most popular to the people of all ages [02].  

Devoted children may also become worried and bored, commanding them to social 

isolation, poor school attendance, low self-esteem and failing school grades. Although 

obsessive gaming can happen other problems, it may also illustrate a child’s reaction to 

other radical conditions like poor communication with their parents or with other 

children, depression and anxiety. 
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2.2 Related Works: 

A journal paper which title is “Social media? It's serious! Understanding the dark side of 

social media” was published in “European Management Journal 36 (2018) 431- 438”. 

This is related to my thesis because here discussed about the dark side of the social 

media. 

Another journal paper which title is “Relationship between social media addiction, game 

addiction and family functions” is also related to my thesis which was published in 

“International Journal of Evaluation and Research in Education (IJERE) Vol. 9, No. 4, 

December 2020, pp. 979~986”.  

Again a journal paper which title is “Social Media and Depressive Symptoms in 

Childhood and Adolescence: A Systematic Review” which was published in “Adolescent 

Res Rev (2017) 2:315–330” related to my thesis paper.  

2.3 Comparative Analysis and Summary: 

I will present here the result and the approach of finding the results of the child social 

media and video games attraction also its difference between village and city during the 

Covid-19 pandemic and before the pandemic.  

Also I will show the results of child health problem and mental problem have for those 

activities during the Covid-19 pandemic and before the pandemic.  

Finally I will find here the results of the value of how many child are good, medium and 

bad in study who are attract on social media and video games during the Covid-19 

pandemic and before the pandemic.  

After getting all the results of my thesis, I will take the screenshots of the results from 

Weka Explorer. Then I will put the screenshots in this doc file. Here I will compare the 
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results of the screenshots using some tables. The tables will give the full knowledge of 

the thesis. In this document, I will give all the necessary information of my thesis.   

2.4 Scope of the Problem: 

There are few scope of this research. Those are:  

1. In the research, I tell about child’s social media and video games attraction problem 

during and before covid-19. I believe it’s a unique one and so it will create a fresh 

platform to test. 

2. The analysis will provide a better sense in this matter. 

3. As the research provides us a better classification and analysis concept about those 

attractions, people may conscious about this after the research. 

2.5 Challenges: 

I need to face few challenges to exhibit my research. Those are: 

1. Nobody want to provide their read data. 

2. The process of data collection is very difficult. 

3. Since many people do not know the information, so we can’t take those data. So, I 

need to find out the persons who know the data. So it was very hard for me to get this 

type of persons. 
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CHAPTER 3  

RESEARCH METHODOLOGY  

3.1 Research Subject and Instrumentation: 

The research subject is “A Data Analysis on the Bad Effects of Child's Social Media and 

Video Game Attraction during the Covid-19 pandemic and before the pandemic”.  

There are few software and hardware instruments applied to exhibit the research. Those 

are: 

 Software: Weka Explorer, Google Form, Microsoft Excel. 

 Hardware: Laptop, mouse, key-board.  

3.2 Data Collection Procedure: 

The data collection processes are given here:   

 First of all, I make a Google Form to collect some data providing the form. I 

collect a descent amount of data to fulfill my thesis.  

 Then I take the data in a MS excel sheet. Then I will train the sheet in Weka 

Explorer making the sheet .csv file. Making .csv file is important because Weka 

Explorer can’t train MS excel sheet. 

3.3 Statistical Analysis: 

Child social media and video games attractions are the most common problem in 

Bangladesh. Those have become the leading cause of child mental and health problem in 

recent decade. Specially, during the covid-19 those attractions have increased in a higher 

rate. In my research, I concentrate on child social media and video games attractions 

during and before covid-19. Here in the research I am trying to find out the differences of 

child social media and video games attraction also its difference between village and city 
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during the Covid-19 pandemic and before the pandemic, differences of child health 

problem and mental problem have for those activities during the Covid-19 pandemic and 

before the pandemic, differences of how many child are good, medium and bad in study 

who are attract on social media and video games during the Covid-19 pandemic and 

before the pandemic. And to find the best result, I apply data mining technology. Because 

data mining helps to extract needful data from huge amount of data by using an 

algorithms. Here I creates a data analysis which aids to know the results.  

3.4 Proposed Methodology: 

I use one algorithm in our research. The algorithm is Naïve Bayes. This one algorithm is 

used for different experimental results in this research. 

Algorithm: Naive Bayes 

Naive Bayes algorithm is a simple technique for constructing classifiers: models that 

assign class labels to problem instances, represented as vectors of feature values, where 

the class labels are drawn from some finite set. There is not a single algorithm for 

training such classifiers, but a family of algorithms based on a common principle: all 

naive Bayes classifiers assume that the value of a particular feature is independent of the 

value of any other feature, given the class variable. For example, a fruit may be 

considered to be an apple if it is red, round, and about 10 cm in diameter. A naive Bayes 

classifier considers each of these features to contribute independently to the probability 

that this fruit is an apple, regardless of any possible correlations between the colour, 

roundness, and diameter features [03]. 

3.5 Implementation Requirements: 

The implementation requirements for this research are given below: 

1. Google Form: Google Form is a platform where a form is created for data collection. It 

is fully an online system. Without internet nobody can give any kind of data by it. 

https://en.wikipedia.org/wiki/Feature_vector
https://en.wikipedia.org/wiki/Algorithm
https://en.wikipedia.org/wiki/Independence_(probability_theory)
https://en.wikipedia.org/wiki/Correlation_and_dependence
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2. Microsoft Excel Worksheet: In the Microsoft excel worksheet format I download the 

data collected from Google Form. Then I convert the sheet in Microsoft Excel Comma 

Separated Values file (.csv) for implementing the result in Weka software. 

3. Weka: Weka is a software which is exercised for different machine learning algorithms 

for the Data Mining works. There present many data mining tools for data preparation, 

classification, regression, clustering, association and visualization. Weka is mighty 

enough to provide us the facility for implementing more than one classification algorithm 

only for a single example. In that case I have to use weka for getting the expected results 

for the data sets. At first I preprocessed the .csv data sheets for getting the testing results. 

Also .arrf file can be used for this. But I use .csv file. Then I remove the attributes which 

are not required for testing the algorithms. Finally I use the algorithm for getting different 

results.    

The benefits of using Weka: 

1. It is very reliable. 

2. It is more sophisticated. 

3. There are limited problems only. 
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CHAPTER 4 

EXPERIMENTAL RESULTS AND DISCUSSION 

4.1 Experimental Setup: 

In the research, my main target is to find the data analysis of child social media and video 

games attractions during and before covid-19 and also its differences in village and city. 

But I have perform some extra work too. I also get the data of child health problem and 

mental problem for those attractions during and before covid-19 in whole data set. For 

getting more information, I also find the data of how many child are good, medium and 

bad in study who are attract on those attractions during and before covid-19 for the whole 

data set. The algorithms is used here is the Naïve Bayes Classifier algorithm to find out 

the data results. Here I used Weka Explorer software to perform the research. 

4.2 Experimental Results & Analysis: 

Step 1: 

In the first implementation of my research I mainly find the result of how many boys and 

girls attract on social media during the covid-19 by the help of Naïve Bayes algorithm. 

Here in figure 4.1 shows this. But here every result of “Yes-No” is increased by plus 1 

and total by plus 2. For finding the actual value we have to decrease “Yes-No” by minus 

1 and total by minus 2. Here “Yes” gives the result of child attract on social media and 

“No” gives the result of child do not attract on social media. 
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Figure 4.1: Boys and Girls Attraction on Social Media during the Covid-19 Pandemic 

 

In table 4.1 mainly the input output of the 1st implementation have been analysed. Here 

we find that 40 boys attract on social media out of 100 and 27 girls attract on social 

media out of 74. Here the 40% boys has that attraction and 36.49% girls has that. This 

table 4.1 mainly gives the full description of 1st implementation. 

Table 4.1: Testing Result for Total Boys and Girls Attraction on Social Media during the Covid-19 

Pandemic 

Gender Total Child Attract on Social Media Percentage 

Boy 100 40 40% 

Girl 74 27 36.49% 
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Step 2: 

In the second implementation of my research I mainly find the result of how many boys 

and girls attract on social media before the covid-19 by the help of Naïve Bayes 

algorithm. Here in figure 4.2 shows this. But here every result of “Yes-No” is increased 

by plus 1 and total by plus 2. For finding the actual value we have to decrease “Yes-No” 

by minus 1 and total by minus 2. Here “Yes” gives the result of child attract on social 

media and “No” gives the result of child do not attract on social media.  

 

Figure 4.2: Boys and Girls Attraction on Social Media before the Covid-19 Pandemic 
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In table 4.2 mainly the input output of the 2nd implementation have been analysed. Here 

we find that 22 boys attract on social media out of 100 and 19 girls attract on social 

media out of 74. Here 22% boys has that attraction and 25.68% girls has that. This table 

4.2 mainly gives the full description of 2nd implementation. 

Table 4.2: Testing Result for Total Boys and Girls Attraction on Social Media before the Covid-19 

Pandemic 

Gender Total Child Attract on Social Media Percentage 

Boy 100 22 22% 

Girl 74 19 25.68% 

 

Step 3: 

In the third implementation of my research I mainly find the result of how many boys and 

girls attract on video games during the covid-19 by the help of Naïve Bayes algorithm. 

Here in figure 4.3 shows this. But here every result of “Yes-No” is increased by plus 1 

and total by plus 2. For finding the actual value we have to decrease “Yes-No” by minus 

1 and total by minus 2. Here “Yes” gives the result of child attract on video games and 

“No” gives the result of child do not attract on video games.    
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Figure 4.3: Boys and Girls Attraction on Video Games during the Covid-19 Pandemic 

 

In table 4.3 mainly the input output of the 3rd implementation have been analysed. Here 

we find that 54 boys attract on video games out of 100 and 16 girls attract on video 

games out of 74. Here 54% boys has that attraction and 21.62% girls has that. This table 

4.3 mainly gives the full description of 3rd implementation.  

Table 4.3: Testing Result for Total Boys and Girls Attraction on Video Games during the Covid-19 

Pandemic 

Gender Total Child Attract on Video Games Percentage 

Boy 100 54 54% 

Girl 74 16 21.62% 
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Step 4: 

In the fourth implementation of my research I mainly find the result of how many boys 

and girls attract on video games before the covid-19 by the help of Naïve Bayes 

algorithm. Here in figure 4.4 shows this. But here every result of “Yes-No” is increased 

by plus 1 and total by plus 2. For finding the actual value we have to decrease “Yes-No” 

by minus 1 and total by minus 2. Here “Yes” gives the result of child attract on video 

games and “No” gives the result of child do not attract on video games.   

 

Figure 4.4: Boys and Girls Attraction on Video Games before the Covid-19 Pandemic 

 

In table 4.4 mainly the input output of the 4th implementation have been analysed. Here 

we find that 44 boys attract on video games out of 100 and 14 girls attract on video 

games out of 74. Here 44% boys has that attraction and 18.92% girls has that. This table 

4.4 mainly gives the full description of 4th implementation. 
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Table 4.4: Testing Result for Total Boys and Girls Attraction on Video Games before the Covid-19 

Pandemic 

Gender Total Child Attract on Video Games Percentage 

Boy 100 44 44% 

Girl 74 14 18.92% 

 

Step 5: 

In the fifth implementation of my research I mainly find the result of how many child of 

village and city attract on social media during the covid-19 by the help of Naïve Bayes 

algorithm. Here in figure 4.5 shows this. But here every result of “Yes-No” is increased 

by plus 1 and total by plus 2. For finding the actual value we have to decrease “Yes-No” 

by minus 1 and total by minus 2. Here “Yes” gives the result of child attract on social 

media and “No” gives the result of child do not attract on social media.  

 

Figure 4.5: Difference between Village and City for Social Media Attraction during the Covid-19 Pandemic 
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In table 4.5 mainly the input output of the 5th implementation have been analysed. Here 

we find that 42 child attract on social media in city out of 90 and 25 child attract on social 

media in village out of 84. Here 46.67% children of the city has that attraction and 

29.76% children of the village has that. This table 4.5 mainly gives the full description of 

5th implementation.  

 

Table 4.5: Testing Result for the Difference between Village and City for Social Media Attraction during 

the Covid-19 Pandemic  

Living 

Place 

Total Child Attract on Social Media Percentages 

City 90 42 46.67% 

Village 84 25 29.76% 

 

Step 6: 

In the sixth implementation of my research I mainly find the result of how many child of 

village and city attract on social media before the covid-19 by the help of Naïve Bayes 

algorithm. Here in figure 4.6 shows this. But here every result of “Yes-No” is increased 

by plus 1 and total by plus 2. For finding the actual value we have to decrease “Yes-No” 

by minus 1 and total by minus 2. Here “Yes” gives the result of child attract on social 

media and “No” gives the result of child do not attract on social media. 
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Figure 4.6: Difference between Village and City for Social Media Attraction before the Covid-19 Pandemic 

 

In table 4.6 mainly the input output of the 6th implementation have been analysed. Here 

we find that 28 child attract on social media in city out of 90 and 13 child attract on social 

media in village out of 84. Here 31.11% children of the city has that attraction and 

15.48% children of the village has that. This table 4.6 mainly gives the full description of 

6th implementation.  

Table 4.6: Testing Result for the Difference between Village and City for Social Media Attraction before 

the Covid-19 Pandemic 

Living 

Place 

Total Child Attract on Social Media Percentages 

City 90 28 31.11% 

Village 84 13 15.48% 
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Step 7: 

In the seventh implementation of my research I mainly find the result of how many child 

of village and city attract on video games during the covid-19 by the help of Naïve Bayes 

algorithm. Here in figure 4.7 shows this. But here every result of “Yes-No” is increased 

by plus 1 and total by plus 2. For finding the actual value we have to decrease “Yes-No” 

by minus 1 and total by minus 2. Here “Yes” gives the result of child attract on video 

games and “No” gives the result of child do not attract on video games.   

 

Figure 4.7: Difference between Village and City for Video Games Attraction during the Covid-19 

Pandemic 

 

In table 4.7 mainly the input output of the 7th implementation have been analysed. Here 

we find that 42 child attract on video games in city out of 90 and 28 child attract on video 
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games in village out of 84. Here 46.67% children of the city has that attraction and 

33.33% children of the village has that. This table 4.7 mainly gives the full description of 

7th implementation. 

Table 4.7: Testing Set for the Difference between Village and City for Video Games Attraction during the 

Covid-19 Pandemic 

Living 

Place 

Total Child Attract on Video Games Percentages 

City 90 42 46.67% 

Village 84 28 33.33% 

 

Step 8: 

In the eighth implementation of my research I mainly find the result of how many child 

of village and city attract on video games before the covid-19 by the help of Naïve Bayes 

algorithm. Here in figure 4.8 shows this. But here every result of “Yes-No” is increased 

by plus 1 and total by plus 2. For finding the actual value we have to decrease “Yes-No” 

by minus 1 and total by minus 2. Here “Yes” gives the result of child attract on video 

games and “No” gives the result of child do not attract on video games.   
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Figure 4.8: Difference between Village and City for Video Games Attraction before the Covid-19 

Pandemic 

 

In table 4.8 mainly the input output of the 8th implementation have been analysed. Here 

we find that 31 child attract on video games in city out of 90 and 27 child attract on video 

games in village out of 84. Here 34.44% children of the city has that attraction and 

32.14% children of the village has that. This table 4.8 mainly gives the full description of 

8th implementation.  

Table 4.8: Testing Set for the Difference between Village and City for Video Games Attraction before the 

Covid-19 Pandemic  

Living 

Place 

Total Child Attract on Video Games Percentages 

City 90 31 34.44% 

Village 84 27 32.14% 
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Step 9: 

In the ninth implementation of my research I mainly find the result of how many child 

have health problem who are attract on social media and video games both or any one 

during the covid-19 by the help of data visualization. Here in figure 4.9 shows the health 

problem during covid-19. Here in figure 4.9, “Yes” gives the result of child have health 

problem and “No” gives the result of child have not health problem. 

 

Figure 4.9: Data Visualization of Health Problem during the Covid-19 pandemic 

 

Step 10: 

In the tenth implementation of my research I mainly find the result of how many child 

have health problem who are attract on social media and video games both or any one 

before the covid-19 by the help of data visualization. Here in figure 4.10 shows the health 
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problem before covid-19. Here in figure 4.10, “Yes” gives the result of child have health 

problem and “No” gives the result of child have not health problem.  

 

Figure 4.10: Data Visualization of Health Problem before the Covid-19 pandemic 

 

In table 4.9 mainly the input output of the 9th and 10th implementation have been 

analyzed. Here we find that 48 child have health problem attract on social media and 

video games both  or any one out of 174 during covid-19 and 36 child have health 

problem attract on social media and video games both or any one out of 174 before 

covid-19. This table 4.9 mainly gives the full description of 9th and 10th implementation. 
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Table 4.9: Testing Set for Any Health Problem during and before the Covid-19 pandemic 

Stage Total Number of Problem 

During Covid-19 48 

Before Covid-19 36 

 

Step 11: 

In the eleventh implementation of my research I mainly find the result of how many child 

have mental problem who are attract on social media and video games both or any one 

during the covid-19 by the help of data visualization. Here in figure 4.11 shows the 

mental problem during covid-19. Here in figure 4.11, “Yes” gives the result of child have 

mental problem and “No” gives the result of child have not mental problem.  

 

Figure 4.11: Data Visualization of Mental Problem during the Covid-19 pandemic 
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Step 12: 

In the twelfth implementation of my research I mainly find the result of how many child 

have mental problem who are attract on social media and video games both or any one 

before the covid-19 by the help of data visualization. Here in figure 4.12 shows the 

mental problem before covid-19. Here in figure 4.12, “Yes” gives the result of child have 

mental problem and “No” gives the result of child have not mental problem.  

 

Figure 4.12: Data Visualization of Mental Problem before the Covid-19 pandemic 

 

In table 4.10 mainly the input output of the 11th and 12th implementation have been 

analyzed. Here we find that 32 child have mental problem attract on social media and 

video games both  or any one out of 174 during covid-19 and 21 child have mental 

problem attract on social media and video games both or any one out of 174 before 
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covid-19. This table 4.10 mainly gives the full description of 11th and 12th 

implementation. 

Table 4.10: Testing Set for Any Mental Problem during and before the Covid-19 pandemic 

Stage Total Number of Problem 

During Covid-19 32 

Before Covid-19 21 

 

Step 13: 

In the thirteenth implementation of my implementation I mainly find the result of the 

child how in study who are attract on social media and video games both or any one 

during the covid-19 by the help of data visualization. Here in figure 4.13 shows this. The 

result gives three category of student, which are Good, Medium and Bad. 

 

Figure 4.13: Data Visualization of How in Study during the Covid-19 pandemic 



  

28 

©Daffodil International University 

 

In table 4.11 mainly the input output of the 13th implementation have been analyzed. 

Here we find that 69 child good in study attract on social media and video games both or 

any one out of 174, 73 child medium in study attract on social media and video games 

both or any one out of 174 and 32 child bad in study attract on social media and video 

games both or any one out of 174. This table 4.11 mainly gives the full description of 13th 

implementation. 

Table 4.11: Testing Set for How in Study during the Covid-19 pandemic 

How in Study Total number of how in study 

Good 69 

Medium 73 

Bad 32 

 

Step 14: 

In the fourteenth implementation of my implementation I mainly find the result of the 

child how in study who are attract on social media and video games both or any one 

before the covid-19 by the help of data visualization. Here in figure 4.14 shows this. The 

result gives three category of student, which are Good, Medium and Bad. 
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Figure 4.14: Data Visualization of How in Study before the Covid-19 pandemic  

In table 4.12 mainly the input output of the 14th implementation have been analyzed. 

Here we find that 92 child good in study attract on social media and video games both or 

any one out of 174, 55 child medium in study attract on social media and video games 

both or any one out of 174 and 27 child bad in study attract on social media and video 

games both or any one out of 174. This table 4.12 mainly gives the full description of 14th 

implementation. 

Table 4.12: Testing Set for How in Study before the Covid-19 pandemic 

How in Study Total number of how in study 

Good 92 

Medium 55 

Bad 27 
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4.3 Discussion: 

In the research, we can find many things from the result. Those are: 

1. Here I work with only 170 plus child. If I can work with more child then the results 

will be better accurate. 

2. In the data classification parts we can see the classification for different experiments.  

3. Here all the classifications give the different results because of different values for 

different attribute and instance. 

4. The project is done only for getting the classified data of the social media and video 

games attracted children. Here I find the Naïve Bayes classification for eight different 

conditions. Also I find here six different types of data visualization results for six 

different conditions. 
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CHAPTER 5 

IMPACT ON SOCIETY, ENVIRONMENT AND SUSTAINABILITY 

 

5.1 Impact on Society: 

 

This research paper will impact on society so much. Because the problem here I discuss 

about is related to the society. Today’s children are the future of the society. This 

research will inspire the parents of the society to take care of their children. Because by 

this research they will learn how social media, video games this kind of bad attractions 

will damage the life of the children.    

 

5.2 Impact on Environment: 

 

This research will impact on the environment too. Because many children do very bad 

things outside the home like smuggling, eve-teasing, rape, ragging etc. by specially 

attracting on social media. Also the children try to copy the violence of the game they 

played outside the home. Those kind of things hamper the environment of the society. 

This research will encourage the parents to control the bad attractions of the children.  

5.3 Ethical Aspects:  

 

In the research there present a lot of ethical aspects. Here in this research, I discuss about 

the effects of child bad attraction of social media and video games. Here, discuss about 

the health problem, mental problem and educational situation of the children who are 

attracted on those bad things. So, in my research there present some ethical aspects.   

 

5.4 Sustainability Plan:  

 

My research will sustain for a long time. Because this research can be used for a further 

study by the researcher. Also this research can be used for a statistical use by the society 

person. So there are sustainability plan of the research. 
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CHAPTER 6 

SUMMARY, CONCLUSION, RECOMMENDATION AND 

IMPLICATION FOR FUTURE 

RESEARCH 

 

6.1 Summary of the Study: 

 

In this report, I have discussed about total work flow for the research and implementation 

of this method. In chapter 3, I tell about the research subject, data collection procedure 

and implementation step. In chapter 4, I show the experimental result after 

implementation. In chapter 5, I show the impact of the research and in chapter 6, I 

discussed about the summery and association for future research. Finally I have concised 

all attempt and likened the result and representing different classification.   

 

6.2 Conclusions: 

 

I have present here the approach of finding the results of the child social media and video 

games attraction also its difference between village and city, during and before COVID-

19. I did not find any researches of the similar nature done focusing especially on this 

matter.  

I also find the result of child health problem and mental problem have during and before 

COVID-19 for those activities using data mining. Finally I find here the result of the 

value of how many child are good, medium and bad in study who are attract on social 

media and video games during and before COVID-19.  

6.3 Recommendations:  

 

In the recommendation process I have to give recommendation to the supervisor sir to do 

the research. Also I have to give recommendation to the Google Form to take the data of 

the children.  
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6.4 Implication for Further Study:  

 

In my research, I try to tell the classification process of the child social media and video 

games attractions during and before covid-19. But there are some limitations in my 

research. My research is limited with the few available dataset. With high scaled survey, 

more data can be classified that fits the scope of this study. Larger data from different set 

of people can give better accuracy. Therefore, providing the possibility of more accurate 

classification. I think my research is unique especially for this time. So I am sure that my 

research will provide a new invention and this will help a lot in social sector. 
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APPENDICES: 

 
Some implementation work processes screenshots of weka are given below: 
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Other classifications are done with the same process of last four screenshots.  
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