Social Ball: An immersive research
paradigm to study ostracism

Try it out!

o Social Ball is inspired Cyberball (williams & Jarvis, 2006).
o Besides most features of Cyberball, Social Ball offers new features that make the paradigm more

immersive both visually and socially.
o Due to several communication features, Social Ball lands itself to the study of interpersonal

communication during or after ostracism.
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Social Ball is a viable alternative to Cyberball but how can you use it? Unlimited access requires hosting the game on a
webserver. Alternatively, you can use the 3- or 4-player inclusion and exclusion versions without hosting it yourself.
More information about the features, the configuration manual, and an R script for the analysis of in-game behavior

can be found in the preprint.
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