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Game’s Anatomy

Configuration and game files are separated different folders

auth * Define treatments
channel * Define the sequence of stages and steps of the experiment
data * Implement the rules of interactions among participants

/ * General SEtUp

levels

/ * Define the graphical contents of the game

reguirements

views * Define the rules about how to assign treatments to
«—-—"/ game rooms, and participants to treatments
Ij .gitignore

Ij package,son



Folder waitroom/ B Waiting-Room-v5 X

Change waiting room options
Start 2 groups simultaneously with random treatment assignment (hint: POOL_SIZE)

ﬁ waltroom.settings.)s

// How many clients must connect before groups are formed
POOL SIZE: 2,

// The size of each group
GROUP SIZE: 2,


https://github.com/nodeGame/nodegame/wiki/Waiting-Room-v5

Folder waitroom/ B Waiting:Room-vs X

Change waiting room options
Start 2 groups simultaneously with random treatment assignment (hint: POOL_SIZE)

ﬁ waltroom.settings.)s

// How many clients must connect before groups are formed

POOL SIZE: 2,
A larger pool size allows you to:

// The size of each group - Reshuffle groups after each experiment

GROUP SIZE: 2, - Ensure that randomization is effective
(e.g., distribute fast participants across
treatments, or other forms of stratified
assignment).


https://github.com/nodeGame/nodegame/wiki/Waiting-Room-v5

Reading Errors

C:\Users\balistef\www\nodegame-v5.0.0-dev\games\ultimatum-game\waitroon(\waitroom.settings.js
GROUP_SIZE: 2,
MAAAAMAAANA

SyntaxError: Unexpected identifier . .
at Module._compile (internal/modules/cjs/loader.js:721:23) Flle Name and Llne Number
at

Object.Module._extensions..js (internal/modules/cjs/loader.js:787:10)
at Module.load (internal/modules/cjs/loader.js:653:32)
at tryModuleLoad (internal/modules/cjs/loader.js:593:12)
at Function.Module._load (internal/modules/cjs/loader.js:585:3)
at Module.require (internal/modules/cjs/loader.js:690:17)
at require (internal/modules/cjs/helpers.js:25:18)
at GameLoader.buildwaitRoomConf (C:\Users\balistef\www\nodegame-v5.0.0-dev\node_modules\nodegame-server\lib\GameLoader.js:926:16)
at GameLoader.loadwaitRoomDir (C:\Users\balistef\www\nodegame-v5.0.0-dev\node_modules\nodegame-server\lib\GameLoader.js:987:17)
at GameLoader.addGame (C:\Users\balistef\www\nodegame-v5.0.0-dev\node_modules\nodegame-server\1lib\GameLoader.js:163:10)

: GameLoader.buildwaitRoomConf: error reading waitroom.settings fi)&. Game: ultimatun® E:ij)
: 46

Note! The line number is not always where the error actually lies. In fact, it is often
on a subsequent line. Here, without the comma, the compiler does not even know
that a line ended. When you forget a parenthesis, the errored line number can be the
last line of the file, which makes it very difficult to find the error's actual position.



Folder game/

client_types

ﬁ@jeﬁeﬁing&- - _ Define game variables and
2] game.setupjs group them into treatments

ﬁ@we.s’[age@
\ Define the sequence of stages

and steps of the experiment




Sta ges Definition B Stager-APl-v5

ﬁ game.stages.)s

We use the stager API to define the sequence (the order matters herel)
A sequence contains stages, and stages contain steps

stager Here, we "chain" two method calls together.
-next (1d_of stage’) We can do it, because each method is
stager returning a stager object, so it is a more

.step('1d of stepl within stage') +ino:
.step('id of step2 within stage') ~ compact way of writing:
stager | stager.step('id of stepl within stage');

-repeat ('1d_stage_to_repeat’, 3) stager.step('id of step2 within stage');


https://github.com/nodeGame/nodegame/wiki/Stager-API-v5

Sta ges Definition B Stager-APl-v5

Game Sequence Code Snippet

stager.stage ("instructions™)
.step("instructions 1")
.step("instructions 2")
.step("instructions 3");

1) Instructions
~1.1) Instructions_1
~1.2) Instructions_2

< ~1.3) Instructions_3

stager.stage ("quiz") ;

2) Quiz
stager.repeat ("game", 3)
3) Game X3R§E%;>
- 3.1) Offer stager.stage ("questionnaire");

- 3.2) Respond stager.extendStage ("game", {

steps: [ "offer",
"respond",
4) Questionnaire "display results" ]

< —» 3.3) Display_Results


https://github.com/nodeGame/nodegame/wiki/Stager-API-v5

Skipping Stages and Steps X

o Skip some stages of the game sequence (very useful for debugging)

ﬁ game.stages.s

// Skip stages from the sequence.
stager.skip('precache');
stager.skip ('selectLanguage') ;
stager.skip('quiz');
stager.skip('instructions') ;
stager.skip('mood") ;

// Skip the step from the sequence.
stager.skip('ultimatum', 'bidder');



Setti n gS a n d Tre at m e ntS ‘»I Settings-and-Treatments-v5

ﬁ game.settings.js

Multiline Comments

/ *
* # Game settings: Ultimatum Game

* Copyright (c) 2018 Stefano Balietti <stel@nodegame.org>
* MIT Licensed
*
*
*

http://www.nodegame.orqg
/ Node.JS makes the content of this object available outside of the file

module.exports = {

// Minimum number of players that must be always connected.

MIN PLAYERS: 2,
- Game variables (these two are game-specific)

// Number or rounds-to repeat the bidding. *
REPEAT: 2,


https://github.com/nodeGame/nodegame/wiki/Settings-and-Treatments-v5

Setti n gS a n d Tre at m e ntS » Settings-and-Treatments-v5

ﬁ game.settings.js

// TIMER.

// If the name of a key of the TIMER object matches the name of one
// of the steps or stages, its value is automatically used as the

// value of the “timer  property of that step/stage.

//

// The timer property is read by "node.game.timer’ and by VisualTimer

// widgets, if created. It can be:
//
// - a number (in milliseconds),
// - a function returning the number of milliseconds,
// - an object containing properties milliseconds , and timeup
// the latter being the name of an event to emit or a function
// to execute when the timer expires. If timeup 1is not set,
// property timeup of the game step will be used.
TIMER: «{
. WANAVAD
jiiiiiiigﬁ:ge 0 fl 00, * Variable TIMER is read by nodeGame’s engine
quiz: 60000, * It defines the max duration (in milliseconds) of each step
mood: ©0UUU, * The names of the properties are the ids of the steps in the
questionnalire: 90000,
bidder: 30000, sequence

by

respondent: 30000


https://github.com/nodeGame/nodegame/wiki/Settings-and-Treatments-v5

Setti n gS a n d Tre at m e ntS » Settings-and-Treatments-v5

ﬁ game.settings.js

* Property treatments is read by nodeGame’s engine
* Itisan object indexed by the names of the treatments
e Each treatment contains all the variables defined outside of

// Available treatments:
the treatments object, plus what it is defined inside.

treatments :«{

standard: {
description: "More time to walt and no peer pressure."”,
WAIT TIME: 20,
instructionsPage: 'instructions.html'

be Treatment names: they will appear in the selection box in the waiting room, together with the description.
PP 1+ You are free to choose any name is appropriate for your experiment.
description:
"Introduces peer pressure to players to not disconnect.",
WAIT TIME: 10,
instructionsPage: 'instructions pp.html'
}


https://github.com/nodeGame/nodegame/wiki/Settings-and-Treatments-v5

Setti n gS a n d Tre at m e ntS » Settings-and-Treatments-v5

By assigning a property with the same name, but with different

ﬁ game.settings.js
values we can define controlled differences in treatments.

// Available treatments:
treatments: {

standard: {

description: "More time to walt and no peer pressure."”,

WAIT TIME: 20,

instructionsPage: 'instructions.html'
by WAIT TIME controls how much time to wait for a disconnected player to reconnect.
This property is read by nodeGame, which automatically adjusts the reconnect timer.

pp: |
description:
"Introduces peer pressure to players to not disconnect.",
WAIT TIME: 10,
instructionsPage: 'instructions pp.html'

} instructionsPage is a game variable that will use later when extending the steps.



https://github.com/nodeGame/nodegame/wiki/Settings-and-Treatments-v5

Hands On 5

. Change the number of repetition of the ultimatum stage

ﬁ game.settings.js

// Change the number of repetition to 1.
REPEAT: 1,



Hands On 5

ﬁgar‘ne.settings.js
// Change the number of repetition to 1. Reaqs :
REPEAT: 1, § game.stages.)s
module.exports = function(stag
stager

.next('precache')
.next('selectLanguage')
.next('instructions')

.next('quiz')

.next('mood')

.repeat('ultimatum’, settings.REPEAT)
.next('questionnaire’)
.next('endgame’)

.gameover();



Folder game/client types/

et s >

game.settings.js * Client types implement the sequence

game.setup.js * The same sequence can be implemented differently,
depending by who is playing or where the code is
going to be executed

&5 [ [

game.stages.)s

autoplay.s

[&4) &5

bot)s

Computer (orchestrator), server
Human, web browser




Client Type player.js

ﬁ player,s

« Contains code that will be executed on the client (web browser)
« Has access to all standard JS objects AND nodeGame client API
« However, it is “compiled” on the server, so it also has access to some server objects



Information Flow for Client Type

ﬂ game.settings.)s



Information Flow for Client Type

' : : Read ' :
ﬁ game.settings.)s - ﬁ game.sfages.)s

1



Information Flow for Client Type

ﬁ game.settings.)s £] waitroom.settings.js

3 * Decide a treatment and

* load a client type with correct settings

ﬁ player,s



Information Flow for Client Type

[ : : Read [ . ead " ) ) )
ﬂ game.settings.)s %) gamestagesjs ﬁ waitroom.settings.js
! 2
3 ' * Decide a treatment and
* load a client type with correct settings
%) playerjs
Has available
module.exports = function(treatmentName, settings, stager, setup, gameRoom) {

3 1 2



How To Implement a Sequence ‘»I Client-Types-y5

l&ﬂ player,s

o Use Stager APl stager. [method]

« Initialize game
stager.setOnInit (function() {
// For instance, create Header and Frame, add widgets, etc.

});

o Add properties to stages and steps

stager.extendStage ("stageId", {
foo: bar

b) g

stager.extendStep ("stepId", {

foo: barZ Remember foo bar right?

b) g https://en.wikipedia.org/wiki/Foobar



‘https:/github.com/nodeGame/nodegame/wiki/Client-Types-v5
https://en.wikipedia.org/wiki/Foobar

How To Implement a Sequence ‘»I Client-Types-y5

ﬁ player,s
o Use Stager APl stager. [method]

« Initialize game
stager.setOnlInit (function () {

The name of the stage/step must match what is defined in the sequence.

A property defined at the stage level is shared with all the steps inside the
same stage.

In this example, the step "bidder" is overwriting the value of foo defined at

// For instance, create He e stage level. What is the value of foo in step "respondent"?

}) s

« Add properties to stages and steps

stager.extendStage ("ultimatum",

foo: bar

b)) s

For instance, game.stages.js

stager
.next('selectLanguage')
.next('instructions’)
repeat('ultimatum’, 2)

stager.extendStep ("bidder" = .step('bidder’)

foo: bar?
b))

.step('respondent’)
.next('questionnaire')



‘https:/github.com/nodeGame/nodegame/wiki/Client-Types-v5

The Ste p-prOpe rty frame B Client-Types-v5

Controls which HTML page is loaded in the frame for each step.

stager.extendStep ('selectlLanguage', {
frame: 'languageSelection.html' Here, we fix the name to a file, whichisin public/.

b) s

stager.extendStep ('instructions', Here, we take the value from the settings object, so that

frame: settings.instructionsPage the actual frame loaded is treatment-dependent.

b)) s


‘https:/github.com/nodeGame/nodegame/wiki/Client-Types-v5

The step-property cb B Clent Types-vs

Cb is a shorthand for "Callback," which simply means function.
After the frame has been loaded, the callback is executed doing something on the page.

Don't forget commas, this is an object.

stager.extendStep ('selectLanguage', {
frame: 'languageSelection.html',

cb: function () {
// Let's do something in here. What?

Note! extendStage cannot have a cb property



‘https:/github.com/nodeGame/nodegame/wiki/Client-Types-v5

The step-property cb B Clent Types-vs

Important! Although the function is created on the server, it is sent and executed on the client.
So, it has access to the DOM tree, the default JS objects as well as nodeGame objects.

Examples of JavaScript objects and methods
we have already seen in this course.

document.body
document.createElement ('div')
document.getElementById (' 'myId"')
location.href

alert

Full list available:
https://www.w3schools.com/jsref/obj window.asp



‘https:/github.com/nodeGame/nodegame/wiki/Client-Types-v5
https://www.w3schools.com/jsref/obj_window.asp

The step-property cb B Clent Types-vs

Important! Although the function is created on the server, it is sent and executed on the client.
So, it has access to the DOM tree, the default JS objects as well as nodeGame objects.

Examples of JavaScript objects and methods Main nodeGame objects

we have already seen in this course.
J (JSUS = JS Utils)

document.body ~+ Collection of helper functions, e.g. random integer numbers.
document.createElement ('div') |

document.getElementById('myId') W (Window)

location.href - * Methods for manipulating the graphical interface

alert

node (nodeGame)

* The entire nodeGame client API

Full list available: - * node.game contains all game-related methods and objects,
https://www.w3schools.com/jsref/obj window.asp 3 including sequence, treatment settings, etc.

* node.widgets contains method to create widgets



‘https:/github.com/nodeGame/nodegame/wiki/Client-Types-v5
https://www.w3schools.com/jsref/obj_window.asp

Adding Widgets to the Page [ e

Here, we add a nodeGame Widget to select the language (as the step id suggests).

stager.extendStep ('selectLanguage', {

frame: 'languageSelection.html',
cb: function () {
node.game.lang = node.widgets.append ('LanguageSelector',

W.getFrameDocument () .body) ;

});

node.widgets.append takes 3 parameters: the name of the widget, where it should be appended, and an
optional configuration object with options for the widget (not used here).



https://github.com/nodeGame/nodegame/wiki/Widgets-v5

Adding Widgets to the Page [ e

Here, we add a nodeGame Widget to select the language (as the step id suggests).

stager.extendStep ('selectLanguage', {
frame: 'languageSelection.html',
cb: function () {

node.game.lang = node.widgets.append¢'LanguageSelector',

W.getFrameDocument () .body) ;

});

node.widgets.append takes 3 parameters: the name of the widget, where it should be appended, and an
optional configuration object with options for the widget (not used here).



https://github.com/nodeGame/nodegame/wiki/Widgets-v5

Adding Widgets to the Page [ e

Here, we add a nodeGame Widget to select the language (as the step id suggests).

stager.extendStep ('selectLanguage', {

frame: 'languageSelection.html',
cb: function () {
node.game.lang = node.widgets.append ('LanguageSelector',

W.getFrameDocument () .body | ;

});

node.widgets.append takes 3 parameters: the name of the widget, where it should be appended, and an
optional configuration object with options for the widget (not used here).



https://github.com/nodeGame/nodegame/wiki/Widgets-v5

Adding Widgets to the Page [ e

Here, we add a nodeGame Widget to select the language (as the step id suggests).

stager.extendStep ('selectLanguage', {
frame: 'languageSelection.html',
cb: function () {
node.game.lang = node.widgets.append ('LanguageSelector',
W.getFrameDocument () .body) ;

Y) s

node.widgets.append takes 3 parameters: the name of the widget, where it should be appended, and an
optional configuration object with options for the widget (not used here).

It returns a reference to the widget object, which we store with the name 1ang inside the node . game object.
Important! node . game stores information that might be needed across steps. If you need to access the widget
only within the same step, you might as well use a local variable (var lang = ...) or avoid any assighment altogether.


https://github.com/nodeGame/nodegame/wiki/Widgets-v5

Adding Widgets to the Page [ e

Here, we add a nodeGame Widget to select the language (as the step id suggests).

stager.extendStep ('selectLanguage', {

frame: 'languageSelection.html',
cb: function () {
node.game.lang = node.widgets.append ('LanguageSelector',

W.betFrameDocument().body);

Y) s

W (stands for Window) is an object that helps to manipulate the user interface. Here, W is returning the body tag.

Why can't we use document.body? We could, but it would not be the body we expect.
Let's learn what's going on behind the user interface.



https://github.com/nodeGame/nodegame/wiki/Widgets-v5

Understanding the User Interface

Stage 2 /7 Time Left 00:41

Instructions of the Ultimatum Game

Please read them carefully.

This game is played in rounds by two human players randomly paired.

In each round, one of the them, called BIDDER, makes an offer to the other player, called
RESPONDENT, about how to share 100 ECU (Experimental Currency). 100 ECU are equal to 0.01
USD. :

The RESPONDENT can either accept or reject the offer of the BIDDER. If he / she accepts, both
players split 100 ECU accordingly, else both get 0.

The game is repeated 2 rounds.

Important. If one of the players disconnects for more than 20 seconds the game will be
terminated.

In such a case the player who disconnected will not be paid at all, and the remaining ones
will be paid only the show up fee.

If you understood the instructions correctly press the DONE button to proceed to the game.



Understanding the User Interface

Header

* Itis created at
initialization

e |t stays throughout
the whole game

Stage 2 /7 Time Left 00:41

Instructions of the Ultimatum Game

Please read them carefully.

This game is played in rounds by two human players randomly paired.

In each round, one of the them, called BIDDER, makes an offer to the other player, called
RESPONDENT, about how to share 100 ECU (Experimental Currency). 100 ECU are equal to 0.01
USD. :

The RESPONDENT can either accept or reject the offer of the BIDDER. If he / she accepts, both
players split 100 ECU accordingly, else both get 0.

The game is repeated 2 rounds.

Important. If one of the players disconnects for more than 20 seconds the game will be
terminated.

In such a case the player who disconnected will not be paid at all, and the remaining ones
will be paid only the show up fee.

If you understood the instructions correctly press the DONE button to proceed to the game.



Understanding the User Interface

Header

It is created at
initialization

It stays throughout
the whole game
Widgets such as
timers, stage
counters, and done
button are generally
added here

Stage2/7  Time Left 00:41 VisualTimer widget m

—

VisualRound widget matum Game

Prease reaa tnem carerutty.

This game is played in rounds by two human players randomly paired.

In each round, one of the them, called BIDDER, makes an offer to the other player, called
RESPONDENT, about how to share 100 ECU (Experimental Currency). 100 ECU are equal to 0.01
USD. :

The RESPONDENT can either accept or reject the offer of the BIDDER. If he / she accepts, both
players split 100 ECU accordingly, else both get 0.

The game is repeated 2 rounds.

Important. If one of the players disconnects for more than 20 seconds the game will be
terminated.

In such a case the player who disconnected will not be paid at all, and the remaining ones
will be paid only the show up fee.

If you understood the instructions correctly press the DONE button to proceed to the game.

DoneButton widget



Understanding the User Interface

Frame

It is created at
initialization

Its content is
updated at every
step according to the
value of the frame
step-property

Stage 2 /7 Time Left 00:41

Instructions of the Ultimatum Game

Please read them carefully.

This game is played in rounds by two human players randomly paired.

In each round, one of the them, called BIDDER, makes an offer to the other player, called
RESPONDENT, about how to share 100 ECU (Experimental Currency). 100 ECU are equal to 0.01
uUSsD. :

The RESPONDENT can either accept or reject the offer of the BIDDER. If he / she accepts, both
players split 100 ECU accordingly, else both get 0.

The game is repeated 2 rounds.

Important. If one of the players disconnects for more than 20 seconds the game will be
terminated.

In such a case the player who disconnected will not be paid at all, and the remaining ones
will be paid only the show up fee.

If you understood the instructions correctly press the DONE button to proceed to the game.




The Frame

Stage 2 /7 Time Left 00:41 m

Instructions of the Ultimatum Game

Please read them carefully.

This game is played in rounds by two human players randomly paired.

In each round, one of the them, called BIDDER, makes an offer to the other player, called
RESPONDENT, about how to share 100 ECU (Experimental Currency). 100 ECU are equal to 0.0
UsD. .

The RESPONDENT can either accept or reject the offer of the BIDDER. If he / she accepts, ba*'
players split 100 ECU accordingly, else both get 0.

The game is repeated 2 rounds.

Important. If one of the players disconnects for more than 20 seconds the game will be
terminated.

In such a case the player who disconnected will not be paid at all, and the remaining one
will be paid only the show up fee.

If you understood the instructions correctly press the DONE button to proceed to the game.

<!DOCTYPE hitml>

<html- |event

F <head: = </ head>

w <hodys
b <div id="ng_header" class="ng_header_position-horizontal-t" == </div:
¥ <iframe id="ng_mainframe"” class="ng_mainframe-header-horizontal-t"

name="ng_mainframe" scrolling="no" style="padding-top: 69px; min-
heicht: O50nwv:" framshorder="@":

* #document
<IDOCTYPE html >

Note! The iframe has a
separate document object.

T e
b <head> [ </ head>
w <hody:
¥ ¢div id="container™s
<hI>Instructions of the Ultimatum Game</hl:
<div class="subtitle margin-bottom™:
Please read them carefully.</dive
b <div id="instructions"» =</ divs
If you understood the instructions correctly press the DONE
button to proceed to the game.
</divs
t:after
</body>
</html>
<fiframez
b <div id="ng_waitScreen" style="display: none;": = </div>
rrafter
</body>
</htmls

In the HTML language, the frame is an IFRAME tag, that is a

completely separate HTML page within the parent page.




The node object lives inside the parent
IDOCTYRE htmLs page (because it is a stable environment,
<hrtmD>- (event does not change at every step).

The Frame

Stage 2 /7 Time Left 00:41 m

Instructions of the Ultimatum Game

Please read them carefully.

3- /fhead>
w <hody>
=—=4-"ng_hzac Therefore, document .body refers to the
¥ ciframe id="ng |
name="ng_mainfr pa rent bOdy .

height: 959px;" ™

* #document
<IDOCTYPE html >

This game is played in rounds by two human players randomly paired. ¥ <html: |event
¥ <head: (= </ head>
In each round, one of the them, called BIDDER, makes an offer to the other player, called w <hody>

RESPONDENT, about how to share 100 ECU (Experimental Currency). 100 ECU are equal to 0.0 w ¢div id="container":

usD. : <hl>Instructions of the Ultimatum Game</hl>
<div class="subtitle margin-bottom™:

The RESPONDENT can either accept or reject the offer of the BIDDER. If he / she accepts, ba*'
players split 100 ECU accordingly, else both get 0.

The game is repeated 2 rounds.

Important. If one of the players disconnects for more than 20 seconds the game will be
terminated.

In such a case the player who disconnected will not be paid at all, and the remaining one
will be paid only the show up fee.

If you understood the instructions correctly press the DONE button to proceed to the game.

Please read them carefully.</dive
b <div id="instructions"» =</ divs
If you understood the instructions correctly press the DONE
button to proceed to the game.
</divs
t:after
</body>
</html>
<fiframez
b <div id="ng _waitScreen" style="display: none;™: (= </div:>
rrafter
</body>
</htmls

In the HTML language, the frame is an IFRAME tag, that is a

completely separate HTML page within the parent page.




The Frame

Stage 2 /7 Time Left 00:41 m

Instructions of the Ultimatum Game

Please read them carefully.

This game is played in rounds by two human players randomly paired.

In each round, one of the them, called BIDDER, makes an offer to the other player, called
RESPONDENT, about how to share 100 ECU (Experimental Currency). 100 ECU are equal to 0.0
UsD. .

The RESPONDENT can either accept or reject the offer of the BIDDER. If he / she accepts, ba*'
players split 100 ECU accordingly, else both get 0.

The game is repeated 2 rounds.

Important. If one of the players disconnects for more than 20 seconds the game will be
terminated.

In such a case the player who disconnected will not be paid at all, and the remaining one
will be paid only the show up fee.

If you understood the instructions correctly press the DONE button to proceed to the game.

The node object lives inside the parent
IDOCTYRE htmLs page (because it is a stable environment,
<rtml>- (event does not change at every step).

P <head: (=) </ head>
w <hodys
» <div id="ng_hea¢ Therefore, document .body refers to the

* <iframe id="ng_|

name="ng_mainfr pa rent bOdy .

height: 959px;"

* #document

<toocrvee ht TO access elements of the frame, we need
e S 46 use the W object, which takes care of

most issues for us.

U= wormrcwermcey
<hI>Instructions of the Ultimatum Game</hl:
<div class="subtitle margin-bottom™:
Please read them carefully.</dive
b <div id="instructions"» =</ divs
If you understood the instructions correctly press the DONE
button to proceed to the game.
</divs
t:after
</body>
</html>
<fiframez
b <div id="ng _waitScreen" style="display: none;™: (= </div:>
rrafter
</body>
</htmls

In the HTML language, the frame is an IFRAME tag, that is a
completely separate HTML page within the parent page.




Adding Widgets to the Page [ e

Here, we remove the LanguageSelector widget and we try out the SVOGauge widget,
which measures social value orientation.

Select a Language

SVO Gauge
stager.extendStep ('selectLanguage', {
) Select your preferred option among those available below: -
frame: 'languageSelection.html', B e e e e e e e e
cb: fU.HCtiOfl() { Other: | 85 | 76 | 68 | 59 | 50 | 41 | 33 | 24 | 15
// Store a reference to the body. vou: [85 | &7 [ &9 [ o1 [ 93 | 9 | % | 9 | 100
var body = W.getFrameDocument () .body; celelElalm e el L
node.widgets.append ('SVOGauge', body) ; — == L
Other: | 100 | 98 96 94 93 91 89 87 85
Note! Here, we do not store the SVO widget | el ] o o ] Kl B e
V4 Other: | 100 | 89 79 68 58 47 36 26 15
b) s

in a variable, we simply add it to the page.

You: | 100 | 94 88 | 81 75 69 63 56 50

Other: | 50 56 63 69 | 75 81 88 | 94 | 100

You: [ 100 | 98 96 94 | 93 91 89 87 85

Other: | 50 54 59 63 | 68 72 76 81 85
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Adding Widgets to the Page [ e

Here, we remove the LanguageSelector widget and we try out the SVOGauge widget,
which measures social value orientation.
However, the title "Select a

Select a Language

. . SVO Gauge
stager.extendStep ( Language” is no longer appropriate. -
frame, 'lan u‘ Letls Change it in the HTMLpage. Select your preferred option among those available below: *
: g ¢ You: | 85 85 85 85 85 85 85 85 85
cb: fU.HCtiOfl() { Other: | 85 | 76 | 68 | 59 | 50 | 41 | 33 | 24 | 15
// Store a reference to the body. vou: [85 | &7 [ &9 [ o1 [ 93 | 9 | % | 9 | 100

Other: | 15 19 24 28 33 37 41 46 50

var body = W.getFrameDocument () .body;

nOde-WidgetS.append('SVOGauge', body); You: | 50 | 54 | 59 | 63 | 68 | 72 | 76 | 81 | 85

Other: | 100 | 98 96 94 | 93 91 89 87 85

You: | 50 54 59 63 68 72 76 81 85

}) ; Other: | 100 | 89 79 68 58 47 36 26 15

You: | 100 | 94 88 | 81 75 69 63 56 50

Other: | 50 56 63 69 | 75 81 88 | 94 | 100

You: [ 100 | 98 96 94 | 93 91 89 87 85

Other: | 50 54 59 63 | 68 72 76 81 85
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Modifying a Frame X

o Implement Game Sequence: Change contents of frame to select the language
e Goinside folder public/
o Modify file public/en/languageSelection.html

Original content:

k! DOCTYPE html>
<title>Select a Language</title>
<link rel="stylesheet" type="text/css" href="/lib/bootstrap/bootstrap.min.css"/>
<link rel="stylesheet" type="text/css" href="/stylesheets/nodegame.css"/>
<link rel="stylesheet" type="text/css" href="../css/style.css"/>
<body class="centered":>
T <hl class="margin-bottom'>Select a Language</hl>
</body>



Modifying a Frame

k! DOCTYPE html>

<title>Select a Language</title>

<link rel="stylesheet" type="text/css" href="/lib/bootstrap/beootstrap.min.css"/>
<link rel="stylesheet" type="text/css" href="/stylesheets/nodegame.css"/>

<link rel="stylesheet" type="text/css" href="../css/style.css"/>

~ — "
<bo ss="centered"> You can no longer select a language...but what
<hl gdlass="margin-bottom'>Select Language</hl> about an SVO Quiz?
SVO Gauge

{"'#h"f-‘dy} You can no longer select a language..but what about an SVO Quiz?

Select your preferred option among those available below: +

Youw: | 85 83 85 85 85 85 a5 a5 a5

The hl tagis a display tag for "headings," i.e., titles. There are different heading size e [ B ]l ofafa]a]n
from 1 the biggest, to 6 the smallest. il e R Bl I el Rl el

Other: | 15 19 24 28 33 ETEN 46 50

You: | 50| 4| 39 | 63 68 | 72| 76| ¥ 85

Other: | 100 | 98 96 94 93 91 a9 a7 a5

You: | 50| 34 | 39 | 63 68 1 72| 76| # a5

Other: | 100 | 29 79 68 58 | 47 36 26 15

You: | 100 | 94 | 828 | &1 75 ] 69 | 63 56 | 30

Other: | 50 | 36 | 63 61 75| &1 83 | %4 | 100

You: | 100 | 92 96 94 93 91 a9 a7 a5

Other: | 50 | 54 | 59 | 63 68l 72| 76| # a5




Treatment-Dependent Display

We want to display some information which depends on the chosen treatment.
Let's add a variable called salutation in each treatment.

5| game.settings.js
// Available treatments:
// (there is also the "standard" treatment, using the options above)

treatments: {

standard: {

description: "More time to wait and no peer pressure.",
WAIT TIME: 20,

salutation: 'Hi there!',

instructionsPage: 'instructions.html’

I

peerPressure: {
description:

"Introduces peer pressure to players to not disconnect.”
WAIT TIME: 10O

oy

r

salutation: 'Good Evening Mr.',
instructionsPage: 'instructions pp.html’



Treatment-Dependent Display

We want to display some information which depends on the chosen treatment.
Let's add a variable called salutation in each treatment.

£ | game.settings.js When the waiting room dispatches a new game
room, it will randomly select a treatment, build
// Available treatments:

// (there is also the "standard" treatment, using the options above) the full settlngs ObJeCt’ and send it to the browser,
treatments: { which stores it under node .game.settings
standard: {
description: "More time to wait and no peer pressure.",
WAIT TIME: 20,
salutation: 'Hi there!’, >» node.game.settings

instructionsPage: 'instructions.html’ Javascnpt console on the browser

< v {.}
}, COINS: 188
EXCHANGE _RATE: @.8885
peerPressure: { EXCHANGE_RATE_INSTRUCTIONS: @.@1

d i ot i MIM_PLAYERS: 2
SSCr1pL10orIls REPEAT: 1

"Introduces peer pressure to players to not disco: b TIMER: Object { selectlanguage: 3888880, instructions: 00888, quiz: 60000, .. }
WAIT TIME: 10, WAIT TIME: 2@
Salugationi !{__'.'—\_r-\_d Evgninﬁ' MI L dEEC'—iptiCn: "More time to wait and no peer FII"ESSL,H"'E."
L] —t W — Mﬂl [ 3 f
. . . - . instructionsPage: "instructions.html™
instructionsPage: 'instructions pp.html’ m;,"ﬂmémi
} salutation: "Hi there!™
} treatmentMame: "standard™

¥ Iprototyper: ODJect | - f




Treatment-Dependent Display

Here, we create a new DIV, we add the treatment dependent variable salutation from the
settings object, and we append the DIV to the body of the frame.

stager.extendStep ('selectLanguage', {

frame: 'languageSelection.html',

cb: function () {
// Store a reference to the body.
var body = W.getFrameDocument () .body;
node.widgets.append ('SVOGauge', body);
// Add a new element to the page.
var div = document.createElementById('div');
// Fill in treatment-dependent content.
div.innerHTML = node.game.settings.salutation;
// Append div to the body.
body.appendChild (div) ;



Treatment-Dependent Display

Here, we create a new DIV, we add the treatment dependent variable salutation from the

settings object, and we append the DIV to the body of the frame.

You can no longer select a language...but what
about an SVO Quiz?

stager.extendStep ('selectLanguage', { VO Gauge
frame: 'languageSelection.html', Setect your praferred aption among those vailble below:
cb: function () { vou [(85 | a5 | o5 | &5 |85 | &5 | o5 | 85 | o5
// Store a reference to the body. B
var body = W.getFrameDocument () .body; — L
node.widgets.append ('SVOGauge', body); B arvm e e e e
// Add a new element to the page. Other: [ 100 | 96 | 96 | o1 [ o3 | o1 | 80 | &7 | &5
var div = document.createElementById('div'); Your | 50 | 54 | 59| 63 | 68 | 72| 76| 81 | 65
// Fill in treatment-dependent content. crlmlElE s el
div.innerHTML = node.game.settings.salutation; sl I I I B
// Append div to the body. ous [700 [ o8 [ o6 [ oa [ o5 [ o1 [ o0 [ o7 | o5
body.appendChild (div) ; Others | 50 | 54 | 59 [6a |68 |72 7 | o1 ]es

The value of this text will be different for the two treatments. Why is it at the .

bottom? Because appendChild always append at the end of the element.



Creating a Page Structure

Here, we create two new HTML DIV elements, which will host our data.

<!DOCTYPE html>

<title>Select a Language</title>

<link rel="stylesheet" type="text/ecss" href="/lib/bootstrap/bootstrap.min.css"/>
<link rel="stylesheet" type="text/css" href="/stylesheets/nodegame.css"/>

<link rel="stylesheet" type="text/css" href="../css/style.css"/>

<body class="centered">

<hl _class=" in-— '>You can no longer select a language.but what about an SVO Quiz?</hl>
<div id="above"></div>
<div id="below"></div3]

</body>

We also give an id so that they can be easily fetched by JavaScript.
Note! The DIV elements are by default displayed as "blocks," that is one below the other. With a SPAN element
the display might be different.




Treatment-Dependent Display

Here, we create a new DIV, we add the treatment dependent variable salutation from the
settings object, and we append the DIV to the body of the frame.

stager.extendStep ('selectLanguage', {

frame: 'languageSelection.html',

cb: function () {
// Store a reference to the above and below elements.
var above = W.getElementById('above')
var below = W.gid('below'); // Shorthand for getElementById
// Append the SVO widget below.
node.widgets.append ('SVOGauge', below) ;
// Add a new element to the page.
var div = document.createElementById('div');
// Fill in treatment-dependent content.
div.innerHTML = node.game.settings.salutation;
// Append in the above element.
above.appendChild (div) ;



Treatment-Dependent Display

As a result, the salutation is inserted above the SVO widget.

<IDOCTYPE html>
<htmls |event
b <head: (= </head>

w <body> Select your preferred option among those available below:

¥ <div id="ng_header™ class="ng_header_ position-horizontal-t" == </divs
w giframe id="ng_mainframe” class="ng_mainframe-header-horizontal-t" name="ng_mainframe" You:
scrolling="no" style="padding-top: &%9px; min-height: 1288px;" frameborder="8":

Other:

w #document
<!DOCTYPE html >
* <html:> event You:
» <head: (=) </head>

Other:
¥ <body class="centered":
b <hl class="margin-bottom™: =/ </hl> Vou:
¥ <div id="above">
<divyHi there!</divs Other:
</div>
¥ <div id="below™> You:
b <div class="ng_widget panel panel-default swvogauge™s == </div>
efdivs Other:
srafter
</body> You:
</heml> Other:
<fiframe>
b <div id="ng_waitScreen” style="display: none;": = </div>
trafter rou:
</body> Other:

</html>

85 85 85 85 85 85 85 85 85
85 76 68 59 50 41 33 24 15
85 87 89 91 93 94 96 98 | 100
15 19 24 28 33 37 41 46 50
50 54 59 63 68 72 76 81 85
100 | 98 96 94 93 91 89 87 85
50 54 59 63 68 72 76 81 85
100 | 89 79 68 58 47 36 26 15
100 | 94 88 81 75 69 63 56 50
50 56 63 69 75 81 88 94 | 100
100 | 98 96 94 93 91 89 87 85
50 54 59 63 68 72 76 81 85




