
Rigorously Conducted Inquiries to Determine the Underlaying Sequelae 
of an Electronically Focused Form of Cavorting Beer and Skittles Upon A 

Specified Sovereign States' Quantitative Self-Immolation

The hypothesis is incorrect, there doesn’t appear 
to be a correlation between self-destruction and 
netizens in the countries studied.

The number of suicides came out with no 
correlation to the number of netizens in each 
country, aside from in the United States, being a 
mere 2 million apart.

Research Question

Methods Conclusions

Data Analysis

Question

Variables

How do video games affect 
suicides?
• Independent: Number of 

video gamers.
• Dependent: Country’s 

suicide ratio

• Data sets regarding population to 
suicide ratios were found

• Data tables were created based on the data 
sets found

• Graphs were made based on the data tables
• The graphs were compiled into one final graph



What is the correlation between 
self-destruction and the population 
of netizens in certain nation-states?



General Background Info About Video Games

➢ The first video game was created in 1958
➢ The first ever arcade video game was 

made in 1970
➢ They have been a staple of 

not just entertainment, but also a 
form of stress relievers, an 
escape from reality, mental health 
support, and more.



Background Research About the First Ever 
Video Game

➢The first ever video game was called "Tennis for 
Two"

➢This game was an electronical version of the 
popular sport tennis

➢This game was played with one or two analog 
sticks (depending on how many people were 
playing) which controlled the angle and the 
power of the shots



Background Research About the First Ever 
Arcade Video Game

➢The first ever video game was called "Pong"
➢This game was based off of the popular game 

table tennis
➢The game was played by controlling two 

"paddles" and bouncing a ball back to the other 
player, bouncing it back and forth until a player 
failed to return the ball



Background Research on Popular Arcade Video 
Games From the 1990's

➢The extremely popular arcade video game, 
"Space Invaders!" was made in 1978

➢The iconic arcade video game Pac-Man 
(originally called Puck-Man) was made in 1980 
and later in the year was available in the US

➢One of the most popular arcade video games, 
"Donkey Kong" was made in 1981, in which you 
play as Mario Mario (originally called Jumpman) 
and try to save Paulina (often confused with 
Princess "Toadstool" Peach) from Donkey Kong



"BioNES: A Plug-and-Play MATLAB-Based 
Tool to Use NES Games for Multimodal 

Biofeedback

➢BioNES is a MATLAB-based tool that 
connects to an NES (Nintendo 
Entertainment System) and allows you to 
see various things about the person playing 
such as heart-rate, mental state, and stress

➢It is used by scientists to see whether or not 
video games cause stress and depression 
and how extreme it is.

Figure 1. Diagram of the multimodal biofeedback as well as the GUI 
and a screenshot of the game.



"Gaming my Way to Recovery: A Systematic Scoping 
Review of Digital Game Interventions for Young People's 

Mental Health Treatment and Promotion"

➢ Gaming My Way to Recovery is a scoping review 
methodology study

➢ A research study conducted by a team of psychiatrists 

and psychologists.

➢ There is five steps of the focus of digital video games.

➢ Each step of mental health has several video games.

➢ Not very specific data.

Figure 2. A Stepped Care model of Videogame Interventions.



What is the correlation between self-destruction and 
the population of netizens in certain countries?

Hypotheses: There would be a very close 
relation to self-destruction and the 

population of netizens in a specified country



Once every country's data was 
found and inputted, and the graphs 
had been analyzed, we came to our 

final results.

Procedure

Step 1:

Found 
applicable 
data sets

Step 2:

Compiled 
data into 
graphs

Analyzed 
graphs

Step 3:



Graphs
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Results
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In the end, we found little 
correlation between the 
number of netizens (green) 
and number of suicides 
(blue). In the developed 
countries, the number of 
suicides were 
generally considerably 
higher than the number of 
netizens. The U.S. had an 
odd discrepancy, though...

The United States' number of suicides was only 2 million people off from the 
number of video game players, which may be erroneous and unrelated, but 

could be somewhat related. This is yet to be determined.



What the results mean

In the end, it seems that video games and suicide rates are not correlated in 
the developed countries studied, aside from our own: the U.S. The United 
States' results were surprising, being merely 2 million apart. Maybe this is 
coincidence, or maybe people residing in the U.S. are more disconnected 
with the reasons for suicide in Germany, France, Italy, and Spain. Perhaps the 
U.S. has developed to a point where citizens don't consider being 
impoverished or hungry as the last straw anymore?



Where we'll go now:

The direction we may take this research in will most likely be toward seeing if there's a 
correlation between childhood trauma and suicide rates, which has already been 

researched, and then connection that with the population of netizens. The initial idea for 
this project was ambitious, although it is possible that the factors that become reasons for 

self-destruction are connected to video games. Possibly since 2020, there has been an 
increase in suicides due to the isolation?
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