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1. Age – Age of respondent
2. Student – Student status of respondent i.e. vandy, Clemson, other uni or not a student
3. In_the_US – Does the respondent live in the US?
4. Gender – Gender of respondent, MCQ format
5. Gender_Other – Gender of respondent, other, text field format
6. Ethnicity – Ethnicity of respondent
7. Resourceintensivesoftware  - Does the respondent use resourceintensive softwares?
8. Highendgaming – Does the respondent use their pc for high end gaming?
9. Cadtasks - Does the respondent use their pc for CAD tasks?
10. Maxprocessingspeed – Is the respondent willing to pay a premium for process speed?
11. silentPC – Does the respondent prefer a silent PC?
12. Verylittlespaceondesk – Wants a PC that takes little space on Desk
13. easyrelocatedPC – Wants a PC that can be easily relocated
14. minimalistlook – Wants a PC with a minimalist look
15. severalapplications – Likes running 5+ apps simultaneously 
16. softwarecoding  - Wants a PC for software coding
17. systemstabilitypreferrer – Prefers system stability over visual features
18. highrampreferrer - Prefers high ram over GPU
19. pcbuilder – Likes building their own PC rather than buying a pre-built
20. rgblightvaluer – Values rgb lights and visual aesthetics in PC build
21. premiumrepbrandbuyer – Willing to pay a premium for a premium brand
22. centerpiecePC – Wants PC setup to be centrepiece of room design
23. blendswithfurniturePC – Prefers a PC case that blends with furniture
24. likeseeingpartsofPC - Likes seeing internal components of a PC
25. CostToBuildPC – Perceived cost to build a PC in the eyes of a respondent (100-5k)
26. Budget – Budget of a respondent for a PC
27. Concept1_PurchaseLikelihood – Likelihood to buy concept 1
28. Concept1_PerceivedValue – Perceived value of concept 1
29. Concept2_PurchaseLikelihood - Likelihood to buy concept 2
30. Concept2_PerceivedValue - Perceived value of concept 2
31. Factor_1 (Hardcore Gamer) – pcbuilder, likeseeingpartsofPC, centerpiecePC, highendgaming
32. Factor_2 (Computing Power) – cadtasks, resourceintensivesoftware, maxprocessingspeed
33. Factor_3 (Minimalist) – minimalistlook, verylittlespaceondesk, blendswithfurniturePC
34. Factor_4 (Aesthetic Coder) – high ram preferrer, rgblightvaluer, softwarecoding
35. Factor_5 (Work Buyer) – premiumrepbrandbuyer, silentPC, easilyrelocatedPC
36. Factor_6 (Stability Preferrer) - systemstabilitypreferrer
37. Factor_7 (Multitasker) - severalapplications
38. Concept_Group – What concept group does a respondent belong to?
39. LikelihoodToPurchase – Likelihood to purchase but in 1 column (54 respondents, 1-7 scale)
40. LikelihoodToPurchase_Nominal – Likelihood to purchase but nominal, 1-4 being ‘not likely to buy’ and 5-7 being ‘likely to buy’
41. costtobuildpcNominal – Cost to build PC but nominal, 900-1500 being 1, 1500-2000 being 2, 2000-3000 being 3, 3000-5000 being 4
42. perceivedvaluetotal – Perceived value but in 1 column (54 respondents, 1-7 scale)
