Welcome to play with real data!




But you need resources to implement the idea and turn it into
reality. This may cost you hundreds of thousands of dollars.

But you do not have much money yourself. What should you do?




If you are famous in the industry, then you can seek help from
venture capitalists or private equities.

But what should you do if you do not have any of the above?




Many hands make light work. --—-English proverb






https://www.youtube.com/watch?v=Vqvomrib6x0

Within each category, there are also several subcategories. For
example, within the technology category, we have
subcategories including gadgets, hardware, DIY electronics,

flight, 3D printing, apps, camera equipment, etc.




project in Kickstarter history, at the time.

Let’s visit Pebble Watch’s initial crowdfunding webpage to
know more about here. Click here to go.

Recall that it is in 2012.



https://www.kickstarter.com/projects/getpebble/pebble-e-paper-watch-for-iphone-and-android?ref=profile_created
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chkstarter webpage here.

In 2016, Pebble shut down their subsequent Time 2 series
watches and refunded Kickstarter backers, citing financial
issues. It was purchased by Fitbit later.



https://www.kickstarter.com/projects/getpebble/pebble-time-awesome-smartwatch-no-compromises

intersected by the circle. After seven years and a dozen trips

to that area, he decided to create a book called Life on the Line,
which would contain a selection of portraits he had taken

over the years. See here for more details about the project.



https://www.kickstarter.com/projects/675345801/life-on-the-line

collected fund exceeds the targe, the project is successful,
and the creator uses the fund to run the project. Otherwise,
the project fails, and all the money will be fully refunded to

the investors (backers, consumers).






https://www.youtube.com/watch?v=1KTvNF68LSw&ab_channel=Techboomers

I was one of the first a few people analyzing online
crowdfunding using scientific methods.

Kickstarter has updated several times later and much of the

data is no longer available to us. So the dataset is pretty
unique.
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from six US states: California
(CA), New York (NY), Texas
(TX), Massachusetts (MA),
Washington (WA), and
[llinois (IL).




individual project, measured
by US$. You can see from the
histogram that the total
funding raised is really an L-
shaped distribution: Most
projects received almost $0
while some projects are very
successful.




needs to specify a target for the
project. The project is successful
when the funds raised exceeds the
target. Otherwise, the project fails
and all the funds will be returned to
the consumers.




Backers: Number of people supporting the project. If you divide
funding raised by the number of backers, you will get the average
fund contributed by a backer.




Backed: Number of projects backed by the same entrepreneur in the
past (i.e., the entrepreneur supporting others’ projects on Kickstarter).

FbNumber: Number of Facebook friends the entrepreneur has.




The duration of a project’s fund
raising period (in days). Most
projects have a duration of around
one month.




Gender

0.35

unknown. The gender is
obtained by analyzing the
creators’ first name. Unknow
refers to the case in which the
name cannot be identified (e.g., a
team name such as “marketing”).

Awvg. Outcome




(usually the entrepreneurs themselves). 1 means has human-beings
and 0 means no human-beings. This variable is set to 0 is the project
does not have a video.

Computer: Whether or not the project’s video features a computer. 1

means has computers and 0 means no computers. This variable is set
to 0 is the project does not have a video.




: duration
of the video measured in
seconds. For project without
a video this variable is set to
0. The following is a
histogram of video length
(for projects with a video).




project the entrepreneurs
often offer consumers a
number of products to
choose from. This variable
measures how many
products are offered in the
project.
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difen e. ere, price
means the median price
among all product offerings.

Comments: Number of
comments posted by
consumers




photos to their project
description. This variable
measures the number of
photos uploaded to the

project webpage.




Content: Whether or not the audio pitch shows signs of content.

Upset: Whether or not the audio pitch shows signs of upset.

Angry: Whether or not the audio pitch shows signs of anger.

MaxAmpVol: The max sound volume. A greater number means louder
sound.




(e.g., compared to females, males may be too aggressive in setting hig
targets.)

Which type of video is most productive in terms of generating funds? (e.g.,
is having a lengthy video always beneficial?)

What makes a successful crowdfunding project?




c. Implications: What can others learn from the project?
d. That’s all. Don’t put anything extra in your slides.

Deadline: Oct 23, 23.59 pm

Next week is reading week (no class)
Oct 20 class is cancelled for group project
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