
        

Lifelong Learning Programme 2007-2013
Leonardo da Vinci

SINAPSI PROJECTSINAPSI PROJECT
Deliverable D 4.2

Master and Player Manual

“This project has been funded with support from the European Commission. This 
publication [communication] reflects the views only of the author, and the Commission 

cannot be held responsible for any use which may be made of the information 
contained therein.”

Project Identification: LLP-LDV/TOI/08/IT/477

Project Title: Simulazioni INterattive per l’APprendimento di Skill 
Individuali

Acronym: SINAPSI

Document: Deliverable D4.2

Reference WP: WP 4

Author: Alberto Venditti

Partner: CNR 

Version: 1

Date: 28/09/09

Master and Player Manual ver 1



        

Introduction

The SINAPSI kit is made up of two main softwares with different functions:

1. Sinapsi Editor – Allows the creation of group sessions and of the elements needed for the 
training. The Editor is used by tutors.

2. Sinapsi Client  – Allows the interaction with other users inside the group sessions in 2D or 
3D, and to visualize the previous recorded group interaction sessions, as well  as editing 
them and add personal comments. 

In this document all the softwares will be described in details.

The document is made up of the following chapters:
1. A first part related to technicalities and to SINAPSI kit installation
2. A chapter that shows and describes the common parts of the software for all the users (tutor 

and players).
3. A chapter committed to tutors with a detailed description of the tutors’ features of the 

software
4. A chapter committed to players with a detailed description of the players’ features of the 

software
5. A chapter describing the recording and replay functions.
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1.TECHNICALITIES

System Requirements
Before  installing  the  SINAPSI  software,  check that  your  system meets  the  minimum technical 
requirements:

1. Operating system: Windows XP
2. Cpu: 1,5 GHz.
3. Ram: 512 MB.
4. 3D video card: >=128 MB video memo

For a perfect use we recommend the following configuration:

1. Operating system: Windows XP or Windows Vista or Windows 7.
2. Cpu: 2,4 GHz.
3. RAM: 2048 MB.
4. 3D video card: 256 MB video memory.

Installing and uninstalling (Windows)

SINAPSI Editor (Only for Tutors)

First  of  all  download  the  latest  version  of  the  software  connecting  to  the  website: 
http://eutopia.unina.it/sinapsi/ clicking on “ Sinapsi Editor” and saving the file on your computer.

To install SINAPSI  Editor double click on SinapsiEditor X win.exe (where “X” stands for the 
programme version).

Follow the instructions given by the program. Unless you have special requirements we recommend 
you do not change the default settings.

There are two ways of uninstalling the program:
1. Choose “Sinapsi Editor” in the Start menu and click on “Uninstall Sinapsi Editor”.
2. Go to Control Panels, select “Install Applications”, wait for the list of programs to appear 

and use Remove to uninstall the Sinapsi Editor.

SINAPSI Client (For all users)

First  of  all  download  the  latest  version  of  the  software  connecting  to  the  website: 
http://eutopia.unina.it/sinapsi/ clicking on “Sinapsi Client” and saving the file on your computer.

To install SINAPSI Client double click on “SinapsiClient X.exe” (where “X” stands for the 
programme version).

Follow the instructions given by the program. Unless you have special requirements we recommend 
you do not change the default settings.

There are two ways of uninstalling the program:

1. Choose “Sinapsi Client” in the Start menu and click on “Uninstall Sinapsi Client”.
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2. Go to Control Panels, select “Install Applications”, wait for the list of programs to appear 
and use Remove to uninstall Sinapsi Client.

For Windows Vista and Windows 7 Users

If there is a problem in running the SINAPSI kit (both EDITOR and CLIENT) follow the steps 
below:

1. In the Start Menu – Programs – SINAPSI Client ot Editor folder, right click on 
SinapsiClient or SinapsiEditor

2. choose in the menu opened Properties – click the tab Compatibility

3. in that tab check the “run the program in compatibility mode” and choose below Windows 
XP (Service Pack 3 or 2) 

4. press Apply and start again SINAPSI (both EDITOR and CLIENT)
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2. Common Parts of the SINAPSI software

This section describe all the common features of the SINAPSI Client for all the users (both tutor 
and player). 
The following figure shows how SINAPSI Client appear after opened it, the orange labels show 
those parts.
In this document  will refer to the trainer with the dual name of tutor and master, and the learner 
with the dual name of user and player. 

Credits
Where you’ll find all the information about SINAPSI Project.

Options 

The “option” button  let you set some preferences about the way the system will function   

 Video: choose the language, graphic and wheter to show the frames rate for second (this 
defines the quality of the image).

 Net: choose the server, ports, userID and password. 

 Profile: avatar features to use. 

To enter the online session click on Network tab icon and then insert username and password.
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To go back to the menu push one of the buttons below:

  Exit and erase the changes. 

  Exit and save the changes. 

Video options 

The folder  “Video” contains:

1. Language  .  This  lets  you  choose  the 
language  for  the  interface:  English, 
Italian, Slovack, French.

2. Graphic engine  : to choose the software 
that will manage the animations.

3. Show frames   (check box):. This lets you 
choose to visualize or not a number  of 
“frames”  per  second  during  the 
rendering. This allows you to verify the 
video  card  resolution.  The  value 
necessary to have a correct visualization 
has to be more than 20.

Net options

The network button allows you to define:

1. Server  address  :  The  server  used  to 
manage sessions.

2. Server  port  :  The  port  used  to 
communicate  with  the  server  for  the 
simulation activities.

3. Username:   It  has  to  be  the  user  name 
that the system recognizes.

4. Password:   The password
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Personal options
The  folder   “Personal”  allows  to  define  the 
features of the avatar.
It has the following options:

• Nickname  :  Name used for  the avatar  each 
time it will be online.

• Sex  : Avatar gender.
• Avatar  list  :  List  of  the  avatars  available 

considering the chosen sex. 
• Description  : Brief description of the 

character (avatar).

Using Demo mode or Free Session mode

A good start to learn how to use the software is to use the Demo mode or the Free Session mode.
The Demo mode it is a feature to test the software in local.  The Free Session mode is an open 
environment where there is the possibility to chat and meet each other. 

To start the Demo session you have to choose the testing 3D or 2D environment and clicking on the 
specific button. 
A Session Info window appear that will show you four kinds of information:

1. Intro  : Introductive description of the session.

2. Main  : title, session description and general goals of the session
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3. Characters  : the list of characters in the session. 

4. Private  : characters' personal traits (constraints, goals, decsription)

In the Demo session most information is not present.

Click Ok to enter the session.

Windows and control panels
When you click on the "Ok" button, the system loads the world and the avatar you have chosen. 
This will take a few seconds. When it is ready, the system displays a 3D graphics environment 
(where you can move freely) with some buttons which contain information and commands. Or a 2D 
fixed environment that transform the software in a stage more similar to a classical chat to focus on 
a specific type of skills.

SINAPSI also allows you to use certain elements of non-verbal communication: movements, moods 
and gestures.

Feelings and Mood Panel
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Each message can be associated with one of six facial expressions:  Neutral – Anger - Waiting – 
Doubtful – Sadness – Thoughtful.
To choose, click on the appropriate face in the “Expressions” panel.

Gestures
  
Each avatar can make a certain number of “Gestures”( gestures and actions)
To insert them, choose the desired movement and click on the appropriate icon in “Gestures Panel”.

Send comment messages
Every player can send anytime messages to one or all the participants.
To send a message follow the main steps are three:  

1. Input the message.
Type the message with the keyboard. The text will appear in the central section of the 
Control Panel, waiting to be sent.

2. Choose the addressee(s)
You can send the message to:
• Everyone
• An individual user.
To choose addressee(s) use the pull-down menu. All future messages will be sent to this 
addressee (until you change the option).

3. Send the message.
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To send the message press “Send” or (or Return) on the keyboard. The message will appear on the 
display and in the 3D scene as a “comic strip”, or in the text log in the 2d environment whose size 
and colour will vary in relation to moods settings. 

Moving through the 3D environment
Avatars live in a three dimensional environment, which might represent a room or an office. 
They can move in all three directions, avoiding obstacles and changing their position with respect to 
other characters, etc.
To move your avatar use your mouse and with keyboard cursors.
The two mouse keys have different functions:

1. Clicking on left key, the avatar moves forward. To change its direction, use the keyboard 
cursors 

2. Clicking on right key, the point of view changes.
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Controls during the sessions:

Left button move forward
Right button rotate
Right button + Alt (on 3rd person) freelook
Wheel (on 3rd person) zoom

Any key: switch to Text Edit
Esc (on Fullscreen modality) exit Fullscreen
Arrow key up: forward
Arrow key down: backward
Arrow key left: turn left
Arrow key right: turn right
Page up: move left
Page down: move right
Ctrl: run
Home: reset cam position (3rd)

MOUSE

KEYS

Service Functions
These functions allow you to:

1.  Visualize the model in Full screen mode

2.  Recording the session.

3.  Visualize again the  “Information panel”.

4. Exit the session.

Choose display mode in the 3D environment
You can view the environment in three different modes:  
                                                 

1. From the avatar’s perspective (first person mode).

2. As an external observer (third person mode) in a way you can also see your own avatar.

3. From a “cinema” point of view (free watching) to go around the avatars with the camera.

To change display mode, click on one of these buttons in “Display Mode 
Panel”.
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Recording a session 

All the participants can record the session, clicking on  , in the "Recording Panel".

From the panel you can choose the file, then use the normal recording functions:
1. Record.
2. Pause.
3. Stop.  
4. Add a chapter.

To watch a recording use the Viewer functions described below.
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3. MASTER FEATURES

SINAPSI software allows tutors to create scenarios for online role-playing, to manage and interact 
with other users within group sessions, to record and watch the activities.

In order to carry on an online training course through  SINAPSI software, a tutor should follow this 
path:

1. with SINAPSI Editor, he/she creates a storyboard with all the information on the scenario 
(ex. Story, goals, characters involved in the story, characters features, events and messages, 
etc…)
Please note that the storyboard must be considered as a sort of “acting plot”.
In  fact  the  training  course  consists  of  several  role-playing  sessions  (at  least  4)  where, 
considering the general objective and the story written in the storyboard, groups of 5-6 users 
per  time  together  with  the  tutor  can  use  all  or  some  of  the  elements  defined  in  the 
storyboard.

2. from the “Tutors and Users administration tools” website, he/she:
- inserts the storyboard created on SINAPSI server to make it available to all users.
- defines features, users and the characters association for the specific role-playing session.
- starts the role-playing session

3. with SINAPSI Client, he/she joins the role-playing session as a tutor/master.

Master and Player Manual ver 1 13



        

3.1 SINAPSI  EDITOR

The SINAPSI Editor software is for tutors and allows them to manage and plan SINAPSI training.

More specifically it allows them to:

• Design a script.
• Set up a group interaction session. 

Warning: to set up a SINAPSI script, an avatar, or to manage a session, tutors should familiarize 
themselves with the methodology used in the SINAPSI project, reading the Didactic Methodology 
document.

Start and configure SINAPSI Editor 

To run the SINAPSI Editor, select “StoryboardEditor” from the Start menu.

The screen you will see contains the following main functions:

1. Editing: New script.
2. File management: Open, Save and Save with Name.
3. Options.
4. Information on SINAPSI.

The same functions are also available via the File and View menus.

It is best to start by setting the basic configuration using  the “Options” button.

Below we describe the main functions of the SINAPSI Editor.
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Options

Clicking on "Options"   a screen  apears where it is possible to choose the software language.

To go back to the menu push one of the buttons below:

1)    Save the changes.

2)    Exit without saving. 

Creating a script

Clicking on  "New"  you will see a screen where you can insert all the needed information to 
create a storyboard. 

These information are divided into five different areas:

1) Main

2) Charachters

3) Private information

4) Documents

5) Messages

The area related to the most important information is immediately visible on screen. To access  the 
others, click on their respective tabs.

“Main” Area
The main area makes it possible to insert the following information:

1) S  cript name  : a short name representing the situation.
2) Environment  :  the graphics environment where the 

scenario will take place

3) Description  : short description of the story and of the 
context where it develops

4) Goals  : description of (one or more) general goals to 
reach in a successful simulation. To insert a new 
goal click on “+”.

Master and Player Manual ver 1 15



        

“Characters” Area

This screen makes it possible to insert information about the characters of the script.
How to proceed:

1) Select a character from the list on the left, and click on “Add a character”.
2) Insert all the information.

For each character is possible to insert:

1) N  ame  : name of the character in the model.
2) Sex  : male, female or “not determined”, when 

it is not important for the story.
3) Avatar  :   on  the  window  menu  a  list  of  all 

available avatars appears for the chosen sex. If 
the  sex  is  not  determined,  both  the 
male/female list will be present.

4) Description  : brief description of the character 
and of his/hers personal story.

5) Goals  :  personal  goals  for  each  avatar  that 
enrich  the  general  objectives  and  sometimes 
can also contrast with them.

“Private Information” Area

Here  you  can  insert  non-public  information  for  each  character.  This  information  will  be 
communicated only to the learner representing the character.

How to proceed:

1) Select a character from the list on the left.
2) Insert all the information.

For each character it is possible to insert:

1) B  ehaviors  accepted  :  check  boxes  (they  are 
all check by default) where all the possible 
non  verbal  behaviors  (volume  and  tone  of 
the  voice,  mood  and  gestures)  are  listed. 
Unchecking a box, that behavior will not be 
allowed.  In  this  way,  you  limit  the 
expressive  possibilities  of  the  character 
giving him/her a personality.

2) Description  :  brief  description  of  the 
character and/or of his/her personal story.

3) Goals  :  personal  goals  for  each  avatar  that 
enrich the general objectives and sometimes 
can also contrast with them.
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“Document Events” Area
This screen makes it possible to define all the events “document” activated by the tutor during the 
simulation 

How to proceed:

1) Add  a  document  by  clicking  on   “Add 
document” .

2) Insert all the right information.

 For each document event is possible to insert:

1) Title.

2) Text. 

“Messages Events” Area

This screen makes it possible to define all the events that can be activated by the tutor during the 
simulation  session.   These  will  take  the  form of  text  documents  “brought  in”  by  an  external 
character.

How to proceed:

1) Add a document by clicking on  “Add message”.
2) Insert all the right information.

 For each event document it is possible to insert:

1) Title  : title of the message.
2) Content  : text of the message.
3) Avatar  :  the  avatar  which  will  “bring  in”  the 

document.
4) Mood  
5) Volume of voice  
6) Tone of voice  
7) Gestures  
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3.2 WEB FUNCTIONS

To access the web functions of SINAPSI, please refer to the Launch Session Guide.

3.3 SINAPSI CLIENT

To access the Tutor functions of Sinapsi Client, enter a session previously started by clicking on the 
Join Session as a tutor (see figure below). It’s necessary to set up the functioning mode (“Options” 
button).
Note: Starting the session allows the participants to enter the communicative environment. Closing 
SINAPSI client doesn’t involve the automatic recess of the session.

Important: to join the session, tutor should have followed this path:
• with SINAPSI Editor:

◦ he wrote the storyboard for the role-playing 
• from the web page “Tutors and users administration Tool”:

◦ he saved the storyboard file on which the session is based on SINAPSI Server 
◦ he set the single session parameters
◦ he chose users and enabled them to join the online session
◦ he launched the session

When the simulation environment will be uploaded, the system loads a 3D graphics environment 
(where you can move freely) or the 2D fixed environment.
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The tutor will lead and watch the role-playing session through this window. 

On the lower cross bar there are the following main commands:

Moving in the 3D Environment
The tutor doesn’t have his own avatar , he looks at the scene as external.
Use the four arrows on the key pad (the “cursor keys”) and the mouse to control your viewing 
position:

1.  “Right arrow”: your viewing position shifts towards the right.
2. “Left arrow”: your viewing position shifts towards the left.
3. “Upwards arrow”: your viewing position moves away from the characters.
4. “Downwards arrow”: your viewing position moves closer to the characters.
5. Press the right button and drag the cursor to the right or the left: the viewing position moves 

rightwards or leftwards.
6. Press the right button and drag the cursor up and down: the viewing position moves higher 

or lower
7. Move the wheel of the mouse: the viewing position moves further away or closer to the 

characters.

These movements can be used in any combination.

Control Panel
The  control  panel  contains  all  the  commands  you  need  to  use  the SINAPSI  --MT Master 
communications functions.  These can be grouped into three classes:

1. Send comment messages.
• Insert a comment 
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• Choose addressee(s) to send the comment to
2. Session management functions:

• Set events (documents – messages)
• Block Notes
• End session.

3. Service functions:
• List conversations.
• Record sessions.
• Display “Session information window”
• Exit.

Some of these commands open additional windows providing extra functions.

Send comment messages
The tutor can send anytime messages to one or all the participants.
To send a message follow the main steps are three:  

1. Input the message.
Type the message with the keyboard. The text will appear in the central section of the 
Control Panel, waiting to be sent.

2. Choose the addressee(s)
You can send the message to:
• Everyone
• An individual user.
To choose addressee(s) use the pull-down menu. All future messages will be sent to this 
addressee (until you change the option).

3. Send the message.

To send the message press “Send” or (or Return) on the keyboard.
The comment will be both on the tutor space and on the recipients it is been sent to.
A smaller window will open to show the text of the message.
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Managing sessions functions 

Events
You can set two kinds of event activated by the tutor:

-  “Documents”, containing significant information. 

-  “Messages”, transmitted by messenger avatars who appear on the scene where the users 
are interacting 

Click on the “Set Events” button to see a list of events and their content. 
To set an event:

1. Click on the document or the menu to choose the appropriate event.
2. Choose document or message from the lists for each kind of event.
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3. Click on the name of the event (you will see the text of the event in a special window).

4. Click on the “Send Document” or the “Send Message” button 

The message or document will be sent to all the participants at the same time in two different ways: 

- The Documents event appear in a new window on the screen.

Master and Player Manual ver 1 22

Event – message content

Event – 
document 
content

Messenger avatar

Avatar’s non 
verbal features

Event – 
document 

name

Event – 
message 

name



        

- The Messages event appear on the model screen as messages brought by an avatar.

Block notes

During  the  online  session the  tutor  has  a  “Block Notes”   to  insert  his  personal  notes,  general 
comments, and all the useful information for the analysis in the training session.

To open the block notes click on the button  . 
A window which allows to insert  a free text  will  open.  The block note  has multiple  functions 
(standard Word functions) as:

• New.
• Open.
• Save.
• Save with name.
• Cut.
• Copy.
• Paste
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End a session

The only way to end a session is to click on the button “End session”. 
If the tutor exits or closes the SINAPSI programme it doesn’t have any consequences on the other 
participants.

Service functions
These are useful functions  which allow you to:

1.  Visualize the model in Full screen mode (only in the 3D environment)

2.  Recording the session.

3.  Visualize again the  “Information panel”.

4.  Exit the session.

Recording a session

  The tutor can record a session open the “Recording” window.
From the panel it is possible to choose the name of the file for the recording. You can then use the 
normal recording functions:

1. Record
2. Pause
3. Stop

The recordered file will be stored on the server. In this way, the tutor can even switch off the pc 
without loosing the registration. To play a recording use the SINAPSI Viewer button in the starting 
screen. 
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4. PLAYER FEATURES

As a player, you can use the SINAPSI Client both for group sessions (as planned in your training 
program) and for free chat. 
You can use exactly the same functions you used in the demo session.
Use the buttons on the home page to choose your activity:

Settings
The only difference with respect to demo mode is that now you are connected to a SINAPSI - 
server. The server address and port in the Network Options (see earlier) have to match those of the 
server.  If you are using a remote server, your organization will tell you the address and the port for 
the communication.
For further information about SINAPSI installation and configuration see SINAPSI Installation. 

Specific features

During role-playing session there are some differences compared to other functioning modalities.
To each user is assigned, by the tutor,  a character from the script.  Each character, based on the 
training decided by the tutor, have some character aspects predefined.
The tutor  can decide,  based on the training needs,  to  inhibit  certain  or all  kinds of non-verbal 
behaviour (mood and gestures) depending on the character. 
In the “Session Information” window there is the “private” tab, where you can display information 
about your assigned character:

• Allowed non- verbal behavior.
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• Personal objectives (invisible to other users).

Tutor messages and events
During sessions you will see:

• Messages from the tutor.
• Messages describing events, defined in the script.

The SINAPSI  Client software lets also you:
• Replay previously recorded group sessions and chats.
• Add personal comments.

For further information on playing and other features please see next chapter.
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5- VIEWER

Choosing and playing a recording
To play a recording of a previous work session, click on the following icon: 

The screen “Open a Record” will appear. 

Click on the recording you have selected and press the button 
“Open”.                               

Information panel
When you click on the “Play” button, the system loads the world, the avatars 
and the recording of the session. This will take a few seconds.
The  “Session  Info”  window appears  showing  three  tabs,  that  contain  the 
information about each recording. In particular:

• Intro.
 Preparatory information about the session.

• Main.
 Title of the session.
 Brief description of the story.
 General goals of the negotiation/mediation.

• Characters.
 Sex.
 Status: if a character is online or offline.
 Description.
 Personal goals (these may be different from the general goals).

Each user  can  read the personal  goals  of  every character,  while  this  is  not  possible 
during the training sessions.

In this context, differently from the training sessions, every user can read each character’s personal 
goals.
To watch a session it is necessary to close the “Information” panel clicking on OK.

Control Panel
The Control Panel shows information on the recording and the commands necessary to manage the 
Viewer.
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(3D environment recorded session)

(2D environment recorded session)

The upper part of the “Control panel” allows to visualize the recorded session, while in the lower 
part there are the Viewer commands: 
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• Play.

• Pause.

• Next chapter.

• Select speed.

• Full screen.

• Recorder.

• Session information.

• Exit.

Some of these commands open additional windows providing extra functions. 

Recorder control
These functions are the same as those provided by a normal video recorder:

• “Play”, to start the visualization.

• “Pause”,  to stop the visualization.

• “Next chapter”, for the next chapter in the recording.

As with a DVD, “Chapters” begin with a bookmark showing where a certain part of the chapter 
begins.

Creating chapters can be either automatic (every time the recording is stopped and continued), or 
manual (clicking on the appropriate button).

Editing Session
It is possible to modify the registration, adding comments, cut the parts that are more interesting or 
less important.

To make some changes, click on the icon: 

 The following “Recording panel” will open: 

From the panel is possible to choose the name 
of the new file and enable the commands that 
are as the ones of a video recorder:

1. Record.

2. Pause.

3. Stop.

N.B.: you must open the “Registration Panel” 
before you visualize the recorded session.
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The recorded file will be stored in the “Records” folder, that is in the SINAPSI -Kit program folder.

The changes of the original registration include:

• Cuts.

• Introduction of new chapter bookmarks.

• Personal comments

In order to insert a comment you need to:

 Digit the text, that will be shown in the central area of the “Control Panel”.

 Confirm it with the button “Send” (or “Return”). The comment will appear immediately 

inside the panel.

At the end of the visualization is possible to modify manually the name of this file, erase it, send it 
to others, etc.

Moving in the environment (if the recorded session is in 3D environment)
The recording is in 3D. This makes it quite unlike a normal film. As you watch the recording you 
can control your viewing position, moving closer or further away from the characters. Use the four 
arrows on the key pad (the “cursor keys”) and the mouse to control your viewing position:

• “Right arrow”: your viewing position shifts towards the right.

• “Left arrow”: your viewing position shifts towards the left.

• “Upwards arrow”: your viewing position moves away from the characters.

• “Downwards arrow”: your viewing position moves closer to the characters.

• Press the right button and drag the cursor to the right or the left: the viewing position moves 

rightwards or leftwards.

• Press the right button and drag the cursor up and down: the viewing position moves higher 

or lower.

• Move the wheel of the mouse: the viewing position moves further away or closer to the 

characters.

These movements can be used in any combination.
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Service functions 
These functions are similar to the ones in SINAPSI - Player; they allow you to:

• Visualize the “Information panel” clicking the button:    

• Visualize the full screen clicking the button:  

• Exit the session clicking the button:   
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