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VIAPPL administration console: 
• Upload and validate XML game specifications 
• Stage, start, monitor, reset, or replay games 
• Combine and export data from in-game surveys and social-network interactions for 

further analysis in SPSS, R, Visone or other software. 
 
VIAPPL Game Clients 
• Handshake with server to log-in user 
• Display game state to user 
• Collect user input and relay to game-engine 
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Before launching VIAPPL make sure that Apache, MySQL and Tomcat are running  
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Either open an existing game or create a new game. 
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In the top panel, name the game and give it an access code which will be used by 
participants to log in. Paste the xml rules and edit as required, then validate rules and 
save the game. 
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Set up a survey in Limesurvey, activate the survey ensuring that the token options: 
Allow multiple responses or update responses with one token? And  Enable token-
based response persistence? Are set to yes. (in survey settings) 
Make a note of the survey’s ID in order to insert it into the xml rules. 
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The game set up window is opened once the initial game is saved. Here one can 
further edit the xml rules, update participant numbers, add the arena as well as 
images for the random assignment task.  
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Scrolling down the xml rules, one can see that the survey can be placed at different 
stages of the game: pregame, postgame and pretrial or post trial. To activate, type ‘y’ 
and insert the Limesurvey ID into the identifier line.  

9 



The text rules tab allow one to check the basic details of the game to ensure that you 
have set it up correctly and to check the details of past games. 
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The images tab allows one to insert images to be used in the random assignment 
task. Click “new image” button.  

11 



Select an image, name it and give it a code- which is inserted into the xml rules 
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In the arenas tab, insert the arena in which participants will play.  
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The arena editor is the program used to create and edit arena. The arena can be 
edited to show different configurations of players and groups of players on the 
screen, as well as change the number of participants.  
To add participants click adding options and type in the number of participants in the 
bottom tab. 
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Highlight the dots that appear by dragging a box around them and arrange them 
according to a shape which you can reposition on the screen.  
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The bottom tab, gives options for the spacing of the shape that the dots have been 
arranged in.  
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The dots need to be numbered in order for VIAPPL to register their existence as 
players and correctly record the tie formation. Click the numbering mode in at the 
top tab and then select the dots one by one in the number sequence you desire.  
 
One can then allocate dots to groups by selecting a group of dots and then clicking 
one of the grouping options on the left hand side of the screen. 
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Once the rules are set up, you can then stage the game in the game control panel. 
Unstaged games cannot be played. The game controller panel allows one to reset 
games (which wipes the existing data), delete unused games and to record problems 
during testing. The testing panel allows you to check whether interactions and 
questionnaires have been correctly set up as will as test automatically. Game output 
allows you to access the data which is recorded in excel format, as well as the round 
moves images of the game (also in excel). The debugging data can be accessed for 
testing and development purposes.  
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To log into a game, users must register a username and password beforehand. Then 
the VIAPPL code (as set up in the “new game” window) is used to start the game. 
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The progress bar allows you to see how many participants still need to log in. 
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Before the token allocation begins, participants will be divided according to a random 
allocation task created by the author of the game. The text in the instructions, as well 
as any images that are used can be edited in the xml rules.  
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In this example, participants are presented with an image, which is set on a timer. 
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Then participants type in their response. Once again this can be edited and the 
response is not recorded as it is a dummy task.  
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Participants are then presented with an information screen, letting them know they 
have been assigned to groups.  
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The dark circle indicates the current player’s position on the screen. On the left panel, 
there are details about the game- individual and group balance, game progress as 
well as participants option for actions. 
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To allocate a token, players click on another player (or themselves) click give token 
(on the bottom left) and then press continue while they wait for other players to 
make allocations. Before they have pressed continue they may change their minds 
and take the token back. This is not a “steal” option currently, just a way to change 
their minds. 
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This shows the round moves images that are presented to the participant at the end 
of each round of allocation.  
This is what the results of a game of 40 rounds looks like in animation 
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When you have active Limesurvey it appears to the participants like this. They click 
start, opening a web browser with the survey. 
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Once the survey is completed, participants exit the web browser and press continue. 
The survey data is recorded on the Limesurvey database and can be linked to the 
participants’ VIAPPL data by the sequence number.  
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