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ABSTRACT 

 
 Supervising Professor:  Marjorie Zielke 
 
 
 
This dissertation is an examination of social and geopolitical problems and how culturally-

enabled technology, games, and simulations might be used to address them.  In order to merge a 

cultural functionality with technology some notion of culture must first be defined, then 

quantified.  Thus, the research explores definitions of culture and how it has been quantified in 

the past.  The dissertation also investigates game studies—digital training simulations, social 

online games, socially-conscious games, massively multiplayer games, and face-to-face 

educational simulations—in order to identify fruitful intersections between game studies and 

culture. 

Given the complex nature of culture and society, a third area of study involves the science of 

complexity and how it has been applied to both conceptualize culture and address social 

difficulties.  The outcome of this research was used to propose an expansive and flexible cultural 

model, a Cultural Construct, combining quantifiable notions of culture with the dynamics of a 

complex adaptive system, as well as a number of original culturally-enabled, game-inspired, 

concepts for addressing the social and geopolitical problems identified in this dissertation. 
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INTRODUCTION 

 
 

The real problem is that through our scientific genius we've made of the world a 
neighborhood, but through our moral and spiritual genius we've failed to make of it a 

brotherhood.  And the great danger facing us today is not so much the atomic bomb that 
was created by physical science…But the real danger confronting civilization today is 
that atomic bomb which lies in the hearts and souls of men, capable of exploding into 
the vilest of hate and into the most damaging selfishness—that's the atomic bomb that 

we've got to fear today. 
-Martin Luther King, Jr. 

 

The concept of the social impact game Macon Money (Area/Code, 2010) conveniently 

reveals many, but not all, of the intersecting issues examined in this dissertation.  Macon Money 

was designed for ethnically and culturally communities desiring greater social cohesion.  The 

problems such a game might address are real.  Maps of implicit bias data have shown higher 

levels of bias among White test takers against Blackness in the southeastern, central, and eastern 

seaboard of the United States (Mooney).  A similar map shows higher levels of anti-Black bias in 

many eastern and southern European countries (Stafford).  Further, American states with higher 

levels of implicit bias against Blackness have been associated with increased police-involved 

shootings of Black citizens (Vedantam).  These are negative manifestations of culture.  In other 

parts of the world, the economic power of the Global South is emerging yet there are enduring 

multifaceted conflicts in South Asia, Central Africa, and the Sahel.  Explosive ethno-sectarian 

and political disorder afflicts the Middle East and North Africa while a nationalist, anti-

Globalization, and anti-immigration trend is rising in Europe and America. 

Macon Money was a fundamentally non-digital game played in 2010.  The game’s intent 

being to increase face-to-face interaction among the residents of Macon, Georgia (Wilson 
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Center's Commons Lab).  What is missing from Macon Money’s design is an in-depth 

accounting for the cultural dimension of the community and how culture is connected to both 

social dysfunction and potential solutions. 

The primary mechanic of the game involved players collecting paper bonds randomly 

distributed around Macon (Cause Communications).  In order for the bonds to be redeemed for 

goods or services at local businesses, the players had to find the player with the other “half” of 

their bond (Cause Communications).  Naturally, this involved the players building new social 

links and increasing the overall connectivity of the community.  Players sometimes used digital 

technology like the mobile phone and internet to find other bond holders, but this was not 

required to play (Cause Communications).  The game masters held face-to-face meetings for the 

players to attend and seek out other bond holders in attendance (Cause Communications).  

Macon Money players successfully redeemed all $65,000 worth of distributed bonds (Cause 

Communications). 

Designing systems or games intended to have a social impact without accounting for the 

influence of culture is counter-productive since players are being influenced by it—unwittingly 

or otherwise.  Macon Money might have drawn in even more players and connected more people 

to each other if it possessed a cultural component or mechanic that specifically engaged the 

various cultures of players.  The development of culturally aware technology is vital for 

understanding the role of culture in human behavior, creating more coherent, resilient, and 

diverse communities, and counteracting needless conflict based on implicit bias, ignorance, and 

misunderstanding. 
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In order to explore the possibilities of culturally aware technology, first the dysfunction 

and fragility present in today’s world will be discussed, then why culturally aware technology is 

needed, and finally the categories of such technology in Chapter One.  Second, it will investigate 

methods of quantifying cultural values, a feature essential to culturally aware technology.  This is 

the focus of Chapter Two.  In Chapter Three the nature of simulations and games are examined, 

including a construct for understanding which games and simulations are most relevant to 

culturally aware technology.  The work of game scholar Nick Yee will be examined here given 

his study of why and how people play Massively Multiplayer Online Roleplaying Games 

(MMORPGs).  In Chapter Four, ideas from previous chapters are examined in an integrated 

form.  In Chapter Four the theory of intercultural training simulations are explored.  In Chapter 5 

the development of the intercultural training simulation, The First Person Cultural Trainer 

(FPCT) (University of Texas at Dallas, United States Army Training and Doctrine Command, 

2011) is described. 

Chapters Six and Seven present concepts derived from earlier chapters.  Chapter Six 

explores an alternate model of culture to that described in FPCT, one where culture is a 

quantifiable complex adaptive system, one that could be used to enhance culturally aware 

applications.  Chapter Seven features designs for an intercultural coordination system for 

addressing social problems created by cultural divides, as well as a game for counteracting 

bullying in schools.  Chapter Seven also describes the inspirations of a game called Exchange, a 

game designed to capture the cultural orientations of its players (Donahue 2011).  Chapter Eight 

summarizes this work and explores the future applications of culturally enabled technology. 

 



 
 
 

 

 

 

PART I 

 

CULTURE, TECHNOLOGY, AND REAL WORLD PROBLEMS 
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CHAPTER 1 

WHY DO WE NEED CULTURALLY ENABLED TECHNOLOGY? 

 
 

The world is not dialectical—it is sworn to extremes, not to equilibrium, sworn to radical 
antagonism, not to reconciliation or synthesis.  This is also the principle of evil. 

-Jean Baudrillard 
 

Globalization creates interlocking fragility, while reducing volatility and giving the 
appearance of stability.  In other words it creates devastating Black Swans.  We have 

never lived before under the threat of a global collapse. 
-Nassim Nicholas Taleb 

 

Culture, like language, is a means of communicating and cooperating with other people.  

Since the advent of civilization there have been different classes and subcultures within society, 

each with different aesthetics, rights, and degrees of influence.  Each class or subculture adds 

complexity and potential instability to the entire system, making coordination even more 

essential for its sound functioning.  Advancements in communications technology—television, 

mobile phones, and the Internet—have simultaneously contributed to the undermining of face-to-

face communities and the formation of small enclaves of familiars (Gergen). 

Culturally aware technology is a potential solution to problems of an increasingly 

complex social and political environments.  Culturally aware technology can be placed into three 

essential categories based on: (one) how it draws upon reality, (two) how it reveals hidden 

realities, and (three) how it transforms reality.  The culturally aware technology or game that 

broadly infuses current political, social, cultural, and economic circumstances into its design is 

better able to explore, educate, or spur an audience to address a pernicious problem.  The 

remainder of this chapter will describe the challenges of a culturally intricate ecosystem where 
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the pace of technological change is accelerating.  This chapter will also describe potential 

solutions provided by culturally aware technology.   

On the topic of technology complicating human relationships, social psychologist 

Kenneth Gergen calls close associations of people “monadic clusters.”  Such clusters are small 

groups of individuals, usually composed of friends and family, who form close social support 

networks centered on shared tastes or interests (Gergen).  Combined with developments in 

transportation technology (automobile commuting), communications technology (mobile 

phones), and entertainment technology (TV, Internet, and games), monadic clusters are 

incentivized to move away from civic participation in local face-to-face communities (Gergen).  

They grow politically disaffected and build their own disparate worlds of meaning (Gergen).  

While a cluster might take an interest in a larger political issue, the fact that it is disconnected 

from others increases insular or circular thinking (Gergen).  Little dialogue or meaning is made 

between monads.  They possess poor boundary-spanning methods of building connections. 

The result is the gradual “erosion of civil society,” of a common set of ideas and 

obligations that connects citizens to each other, their communities, and the political process 

(Gergen).  Driven by an individualistic me-first ethos, these enclaves are generally disassociated 

from each other and not engaged in the democratic process (Gergen).  Mobile phones, the 

communications technology favored by these groups, only serves to exacerbate the problem, 

encouraging them to disconnect from people in close proximity to them and focus on their own 

geographically agnostic cluster (Gergen). 

This fracturing of society into smaller and smaller selfish and clashing units is of great 

concern for a number of reasons.  Two of those reasons are the dissolution of cooperation for the 
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common good and difficulty defining what the common good actually is.  Only if we gain a 

greater understanding of what culture is and how mutually beneficial collaboration across culture 

can be accelerated concurrently with the pace of technological development, can the human 

problems highlighted here be effectively offset. 

Meetup.com, the social networking website, is an encouraging use of technology to 

strengthen community.  The sole purpose of the service is to facilitate the growth of face-to-face 

communities centered on common interests.  Still, the communities are not linked to each 

other—they exist in parallel only.  No larger superstructure, no macro-community with cross-

cultural aims and standards, exists. 

When concerns regarding the weakening of civil society as aggravated by technology are 

raised to a higher, geopolitical, level, national security expert Rosa Brooks concisely summarizes 

the challenges that face our world:  

• The last century's technological revolutions have made our world more globally 

interconnected than ever. (Brooks 2) 

• Power (along with access to power) has become more democratized and diffuse in 

some ways, but more concentrated in other ways. (Brooks 2) 

• For most individuals around the globe, day-to-day life is far less dangerous and brutal 

than in previous eras; for the species as a whole, however, the risk of future global 

catastrophe has increased. (Brooks 2) 

• The continuously accelerating rate of technological and social change makes it 

increasingly difficult to predict the geopolitical future. (Brooks 2) 
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As the world’s population grows, existing disaffection and alienation will only rise.  

Geopolitical writer Robert Kaplan notes that as the number of megacities—cities with 

populations over ten million people—climbs, so will poor living conditions, demands for 

democracy, and/or political radicalism.  A side effect of urbanization is the collision of differing 

class and cultural interests that can erode communal solidarity.  In such an environment, good 

governance requires greater understanding.  “The very burden of governing vast, poor urban 

concentrations has made statehood more onerous than at any previous time in history; a reason 

for the collapse of sclerotic dictatorships, as well as for the weakness of young democracies.” 

(Kaplan 2012, 126) 

Kaplan says the crowd, or a large group of people who have abandoned their 

individuality in favor of an “intoxicating collective symbol,” will be a key social unit in a more 

densely-packed world.  The loneliness born of rampant urbanization only encourages people to 

participate in crowds, whatever their aims (Kaplan 2012).  “It is loneliness, alleviated by Twitter 

and Facebook, that ultimately leads to the breakdown of traditional authority and the erection of 

new kinds.” (Kaplan 2012, 122)  The crowd differs from the monadic cluster in size and focus.  

The crowd is larger by an order of magnitude is motivated by an overarching idea.  The monadic 

cluster is smaller and primarily serves as a means of social support.  However, monads can 

become linked to a crowd, or a technologically-enabled mob, when stressful social conditions 

drive clusters’ common interests to a head. 

Add to this global layer cake of intricacy collapsing geographical distances due to 

modern transportation, mass media, and pervasive communications technology (like the 

aforementioned cellphone and Internet) and we have a potent stew of looming dysfunction.  
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Kaplan describes an increasingly networked Asia: “This map is overloaded with nodes of contact 

and communications that never or barely existed before: for in addition to extended cities and 

overlapping missile ranges and ideologies that reverberate on account of mass media, we will 

have new roads and ports and energy pipelines connecting the Middle East and Central Asia with 

the rest of Eurasia from Russia to the Indian Ocean to China.” (Kaplan 2012, 127) 

Our world not only contains collapsed distances due to technology, but is progressively 

politically and socially multipolar and intricate.  The United States of America’s sole superpower 

status is diminishing in the wake of rising Asian nations like China and India.  Just as urban 

environments are disrupted by conflicts between different cultures and classes for power and 

resources, so is the wider world.   

According to Kaplan, our modern multi-polar and post-Cold War geopolitical world is 

akin to the Mediterranean in the time of Saint Augustine when the Roman Empire was collapsing 

(Kaplan 2013).  In Augustine’s time the decline of centralized state power in the Roman sphere 

of influence was replaced by subnational tribal governance (Kaplan 2013).  If we are indeed 

moving towards a world where tribal identity is increasingly salient, then intercultural 

competence is all the more valuable for the humane and orderly functioning of societies the 

world over. 

International Relations theorist Parag Khanna has argued that the problems raised by 

Kaplan could be addressed through strengthening the economic ties between megacities across 

the world and building infrastructure networks that cross national borders (Khanna 2016).  These 

stronger cross-border and global linkages would enhance trade, communication, and 

interdependence that would foster cooperation (Khanna 2016).  Khanna cites Dubai as a city 
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emblematic of a world increasingly centered on powerful cities connected to their surrounding 

regions through infrastructure and trade as well as to other megacity-states in other regions 

(Khanna 2016).  In Khanna’s Connectography, Dubai is praised as a city-state specifically 

designed to function as a multi-dimensional hub of global commerce spanning finance, shipping, 

tourism, high-technology development, and complete with extensive modern infrastructure and 

Special Economic Zones to attract foreign investment. 

Dubai also comes complete with large numbers of cheap South Asian and East Asian 

laborers and domestics, some living in slave-like conditions (Webb).  In fact, most of the 

population of Dubai is foreign.  As non-citizens, foreign Dubaians have no unalienable rights 

under the monarchy and can be deported at any time (Khanna 2016).  The shrinking indigenous 

Emirati population are mandated by law to occupy the highest rung of the caste system, but are 

dependent on staffs of foreign experts (Khanna 2016).  In essence, Dubai is a brittle political and 

social system waiting to shatter at the first powerful shock.  The city is composed of disparate 

groups of people driven largely by self-serving motives who have a weak or non-existent 

common identity, no particular loyalty to the state, and are ruled by an absolute monarchy which 

distrusts, distains, or disenfranchises the majority of the population. 

A calamity akin to the Mercenary War could befall Dubai and similar city-states.  In 241 

BCE the ancient Carthaginian mercantile empire lost the First Punic War to the Roman Republic.  

Immediately thereafter Carthage was made to pay war reparations and was hard-pressed to 

compensate its own substantial mercenary forces composed of Celts, Greeks, Spaniards, and 

Maghrebis, which resulted in a massive mutiny supported by a popular uprising (Salimbeti, 

D'Amato, and Rava).  Here we have a civilization extensively based on trade and governed by a 
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small Phoenician elite surrounded by majority population of disenfranchised native Libyans 

(Salimbeti, D'Amato, and Rava).  Since the Phoenician plutocrats hired out their warfighting to 

massive numbers of opportunistic private military contractors from across the Mediterranean, the 

revolt took several years to put down (Salimbeti, D'Amato, and Rava).  What was lacking in 

ancient Carthage is also lacking in modern Dubai—strong cultural, social, and political cohesion.  

In contrast, the Roman Republic recruited its soldiers from among enfranchised citizens and 

allies with strict obligations to the state.  This helped it prevail over Carthage. 

To address cultural conflict, Khanna envisions a world where devolution is popular, 

giving broad political and economic autonomy to ethnic groups and cities (Khanna 2016).  

Simultaneously, these entities are to be highly connected to their regions through infrastructure 

and trade networks centered on nimbly-governed cities (Khanna 2016).  Thus, in the case of the 

United States, urban clusters are envisioned as connected to each other by roads, rail, and gas 

pipelines, as well as Canada and Mexico, forming a North American Union (Khanna 2016).  Of 

course, social and cultural biases would have to be overcome in order for such a plan to work in 

a sustainable and ethical fashion.  All forms of cooperation are not beneficial or optimal.  

Millions of migrant workers from Latin America employed in the United States need to be 

treated humanely and fairly under the law.  Regional economic and political cooperation should 

be encouraged under humane circumstances and not predatory ones. 

Social instability must be accounted for when proposing greater levels of 

interconnectedness between nations, cultures, or regions.  International business law and 

globalization scholar Amy Chua has identified cultural and economic cleavages between 

indigenous citizens and market-dominant minority populations.  Chua begins her book World on 
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Fire with an example from her own heritage.  Chua’s ancestors are ethnic Chinese that have 

lived in the Philippines for generations (Chua).  There, they form an economic elite, employing 

indigenous Filipinos as domestics and security guards as well as looking upon indigenous 

Filipinos with great contempt (Chua).  When Chua’s aunt was murdered by her chauffeur, the 

indigenous Filipino police were apathetic about apprehending the killer (Chua).  In fact, two 

household maids that were accomplices in the murder were released without charge (Chua).  

When Chua requested the police report the murder’s motive was bluntly cited as “revenge.” 

(Chua)  According to Chua the kidnapping for ransom or murder of wealthy ethnic Chinese is 

common in the Philippines. 

The crux of Chua’s argument is that introducing free market democracy to countries 

where there are market-dominant minorities only intensifies conflict between the former and 

indigenous populations.  Among Chua’s examples are Chinese in the Philippines and Malaysia, 

South Asians in East Africa, and Whites in Zimbabwe.  The complex intercultural problems 

between ethnic groups within countries are obvious and in need of solutions. 

In the next one hundred years population growth rate will decline in many parts of the 

world, but not all.  Population growth will explode in Africa, an emerging prominent region of 

the Global South.  Her current population will double to 2.4 billion by 2050 (Rosling).  By 2050 

Nigeria is forecast to become the third most populous country in the world after India and China 

(Adegoke).  However, the greatest threat to humanity may not come from simple population load 

on the environment, but from civil strife from so many clashing cultures and political aims.  In 

places where large numbers of young people, especially young men, are unemployed and 

politically disenfranchised, civil war often follows (Weiss).  Eighty percent of the world’s civil 
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conflicts take place in countries with youth bulges (Weiss).  The Arab Spring and the rise of the 

Islamic State group will not be the last earth-shaking manifestations of unrest. 

Population dynamics will strengthen intercultural tensions and challenge governance in 

many regions of the globe.  George Friedman, founder of the prestigious private intelligence firm 

called Strategic Forecasting, Inc., also known as Stratfor, notes that as native population growth 

rates decline in America and stabilize in Asia, inflows of migrants from the Global South will 

balloon to fill jobs in economies that are forever seeking growth.  As migrants move in, strains 

along cultural, social, and political fault lines will only sharpen (Friedman).  What follows is a 

final scenario illustrating intercultural complexity, after which technologically-enhanced 

solutions will be explored. 

Friedman predicts that by the late 2020s America and other industrialized nations will 

have to compete for migrant labor.  China, Japan, Western Europe, and Russia in particular, will 

have difficulty peopling their nations and expanding their economies given aging populations 

and declining birth rates (Friedman).  Women in such nations are having fewer children because 

of their expense and alternate lifestyle choices offered by education and work (Friedman).  

Friedman predicts that America will revamp its immigration policy by the early 2030s and 

compete effectively for the world’s best-educated and talented migrants.  These men and women 

will produce the technological innovations required to maintain America’s global power, 

especially in the area of automation or robotics (Friedman).  Further, America will also be able to 

draw in low-wage workers, mostly from Mexico, who will keep other sectors of the economy 

growing, including the caring for the expanding number of elderly Americans (Friedman).  An 

America golden age proceeds apace (Friedman). 
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The problematic part of this potential future now presents itself.  The increase in the 

Mexican-Hispanic population after generations of robust migration, Friedman says, will set up a 

geopolitical crisis for America and Mexico in the late Twenty-First Century.  The crisis is deeply 

rooted in culture.  Regardless, the scenario plays out in this way: as states like Texas, Arizona, 

New Mexico, and California become overwhelmingly Hispanic and a rising Mexico is ranked 

among the ten richest nations in the world, tensions between America and Mexico will heat up 

(Friedman).  The concentration of temporary Mexican migrants with strong links to Mexico as 

well as long-established Hispanic-American citizens in the border states will prevent cultural 

assimilation into the larger American culture (Friedman).  Friedman claims a minority of voices 

in the border area will question whether they should be citizens of the United States or Mexico. 

A backlash in the rest of America will emerge against migration from Mexico and shrill 

voices in Washington D.C. will demand the reversal of liberal immigration policies (Friedman).  

Deportations of Mexican migrants will soar (Friedman).  The Mexican government will fear the 

destabilizing influence these millions will have on her politics and economy and will mobilize 

her military to prevent their mass return (Friedman).  The American military responds in kind 

and the border becomes militarized (Friedman).  Friedman ends his scenario with no resolution, 

only a question regarding where the future of power in North America will reside, in Washington 

D.C. or Mexico City? 

This potential conflict and similar ones could be mitigated or averted through well-

designed and broadly applied interculturally aware methods, approaches that would steer the 

political and economic ship of state away from running aground.  If the national cultures of the 

United States and Mexico both accept the mixed, yet nationally distinct, ethnic character of the 
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America-Mexico border region instead of Mexico seeing Texas as Northern Mexico and many 

Americans casting a suspicious eye on Texans as a fifth column of traitorous Hispanics, a 

conflict might be avoided.  If both nations’ cultures reorient away from fearing and exploiting 

the border population and towards appreciating the benefits of the status quo arrangement, the 

oppositional underpinnings of the conflict would disappear and separatist voices would not ignite 

a forest fire.  Only the question of method remains. 

Despite all the doom and gloom, modern medicine and family planning are fast reducing 

the problem of overpopulation.  In most parts of the world, population growth is fast stabilizing, 

dropping to replacement levels, or two children per family (Rosling).  We need new methods of 

living together in relative harmony.  Parag Khanna suggests a global paradigm called “mega-

diplomacy” which he describes in three key principles:  

• Inclusiveness: Getting all hands on deck through multi-stakeholder involvement 

of governments, companies, and NGOs. (Khanna 2011, 23) 

• Decentralization: Spreading capabilities widely, and as close to problems as 

possible, promoting empowerment and resilience. (Khanna 2011, 23) 

• Mutual accountability: Building communities of trust among participants, 

creating obligations to one another and the mission. (Khanna 2011, 23) 

 

Ubiquitous technology should be used as a vehicle for developing these principles 

alongside intercultural cooperation and a global outlook.  We can benefit from culturally aware, 

smart, communities and megacities.  How should all this be brought about?  A scalable system 

needs to be developed that allows parties with different interests to compete to produce 
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dichotomy-breaking, beneficial, solutions.  The optimal political, social, and economic 

arrangement must be found that accounts for existing cultural biases at the local community 

level, to the city, national, regional, and ultimately to the global level.  

The problems exacerbated by mobile technology have already been described.  The 

untapped benefits of this form of ubiquitous technology can now be explored:  

As I have outlined elsewhere, as the mobile phone brings small enclaves into 

continuous co-presence, so do actions that might otherwise be attributed to the 

autonomous self, become embedded in dialogue.  Private thought and public 

deliberation converge; isolated emotionality is replaced by emotional sharing.  

We increasingly locate practical reasoning in relationships as opposed to 

independent minds.  Personal significance is acquired through one’s place within 

the network.  The mobile phone functions symbolically, then, as an umbilical cord 

through which one draws vital nurturance from a larger, protective force.  One’s 

individual thought and personal desire is no longer central to the democratic 

process, but relational interchange. (Gergen 304) 

 

The mobile phone has been used as platform for social problem-solving.  The Center for 

Migrant Advocacy (CMA), a non-governmental organization (NGO), has established a system 

that allows Filipino migrant workers to send requests for help via text message (Frantz).  If the 

migrant’s safety is at risk due to an abusive foreign employer or some other threat, their 

complaint is stored in a central database and forwarded to staffers in the Government of the 



 

17 

Philippines for follow-up (Frantz).  Initiatives to provide migrant workers from India and 

Indonesia with mobile phones in order to report abuse are also under development (Frantz). 

Language instruction is another problem being addressed through mobile technology.  

One survey of language students revealed that twenty-nine percent used their smartphone to 

access dictionary applications and twenty-one percent used it to access translator applications 

(Simon and Fell).  The UTalk application allows the user to record their spoken words, aiding 

correct pronunciation and accent.  Vocabulary games and dynamic difficulty testing enhance the 

user experience (UTalk).  Mango is a more comprehensive mobile application, which not only 

offers instruction in vocabulary and grammar, but provides cultural advice and informative 

movies for the learner to watch (Mango Languages). 

Moving away from mobile language instruction, there are games that offer insight into 

the social and political complexities of our modern world.  Games have been used to present 

collective problem-solving challenges and to engage sociocultural issues.  One example is 

Choosing My Way (Dozen Eyes, 2014).  Developed in conjunction with the U.S. State 

Department, it is designed to help new migrants to America navigate difficulties and prioritize 

goals (Dozen Eyes). 

In Half The Sky Movement: The Game (Games for Change, 2012), players are introduced 

to the real-life difficulties of women and girls worldwide by inhabiting the character of Radhika.  

While this Facebook game is free to play, donations are strategically solicited during gameplay 

and the proceeds forwarded to relevant charities (Games for Change).  A Closed World 

(Singapore-MIT GAMBIT Game Lab, 2011) raises awareness of Lesbian Gay Bisexual and 

Transgender (LGBT) issues through an allegorical fantasy roleplaying game in which the 
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androgynous player character leaves an alienated existence in his/her village to search for his/her 

lover in the forest beyond. 

We are already living in a multifaceted world that will only become more geopolitically, 

socioculturally, and technologically complex as the Twenty-First Century progresses.  The 

application of culturally aware technology may alleviate problems and create the foundation for 

greater understanding and cooperation across cultures, expediting the work of constructing a 

sensible and sustainable world from a human terrain that is in constant political, social, 

economic, technological, and cultural motion.  

Having introduced many general examples of culturally oriented applications or those 

that could be made so, the formal definition of culturally aware technology is now 

reintroduced—culturally aware technology is characterized by three essential categories based 

on: (one) how it draws upon reality, (two) how it reveals hidden realities, and (three) how it 

transforms reality.   

The first category of culturally aware technology uses modern conditions to inform it and 

explore complexity.  These cover training simulations like Elaine Raybourn’s Adaptive Thinking 

and Leadership (ATL) training simulation (Raybourn 2005).  ATL took place in a multiplayer 

environment where human roleplayers were used to train U.S. Army Special Forces personnel in 

Adaptive Thinking in a rich Afghan cultural milieu (Raybourn 2005).  Further, Adaptive 

Thinking is defined as “competencies such as negotiation and consensus building skills, the 

ability to communicate effectively, analyze ambiguous situations, be self-aware, and think 

innovatively and critically” (Raybourn 2005, 3).  Additionally, subject-matter experts were 

consulted in the development of the rapport-building curriculum and the inclusion of culturally 
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specific gestures and scenarios (Raybourn 2005).  In the years since 2005, many such 

intercultural training simulations have been created, several with autonomous, culturally aware, 

agents. 

The purpose of the ATL was to be a “virtual sandbox” where participants could practice 

the content they had learned in theory from classroom instruction and related activities in the 

course of a larger intercultural training program (Raybourn 2005).  The ATL system was 

composed of a scripted single-player session in a multiplayer environment using’s Epic’s Unreal 

Tournament game engine (Raybourn 2005).  ATL supported training up to 14 players and one 

instructor, including those in player and observer roles (Raybourn 2005).  

Instructors and students are presented with initial scenarios and are free to construct their 

own or modify existing ones in real time (Raybourn 2005).  The AAR (After Action Report) tool 

assessed individual or team performance and allowed instructors and students to critically reflect 

on the choices taken in the simulation (Raybourn 2007).  The ultimate goal of combining 

classroom theory with practice in an immersive environment was to provide participants the 

opportunity to “hone their ability to anticipate the ramifications of different courses of action to 

problems that may not have a ‘right’ answer by roleplaying in a dynamically changing 

environment” (Raybourn 2007, 3). 

Along with trainers like ATL and FPCT, the Persuasive game Take Back Illinois 

(Persuasive Games, 2004) was used to explore the underlying intricacies of medical malpractice 

reform, education, and economic reforms on the citizens of Illinois (Bogost).  Game designer Ian 

Bogost coined the term “Persuasive Games,” or games that are constructed to deliver a rhetorical 

argument.   
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Take Back Illinois was a game commissioned by the Illinois House Republicans and is 

composed of four subgames—medical malpractice reform, education reform, economic 

development, and a grassroots outreach game (Bogost).  The player’s actions in each of the first 

three subgames influence the functioning of the others.  Public policy, it is argued, is often 

described as existing in a vacuum and should be represented as complex and interactive 

(Bogost). 

The game places healthy, ill, or gravely ill citizens throughout a city scene (Bogost).  If 

the player keeps medical malpractice insurance rates high, doctors will depart (Bogost).  The 

more doctors depart, the fewer citizens can be treated and player investment in medical research 

is rendered useless (Bogost).  The more effectively one plays the educational reform subgame, 

the more efficient job training centers are in the economic development game (Bogost). 

Medical malpractice reform, education reform, and economic development may not 

immediately appear to be cultural dimensions, but they are, mapping strongly to several 

dimensions of the Cultural Orientations Framework, especially Human Relations, World, and 

Time.  All of Gudeman’s cultural Domains of Economic Value—the base, social relationships 

and associations, goods and services traded, and appropriation and accumulation of wealth 

(Gudeman)—are represented in the game.  Ethnic difference is the only ignored factor of note.  If 

one were inclined, Take Back Illinois could be redesigned such that a player’s gameplay actions 

more explicitly translated to a broad cultural dimension-set, producing a cultural-capture game. 

In the second category of culturally aware technology, hidden realities are revealed.  

Project Syria (University of Southern California Interactive Media Lab, 2014) simulates both a 

neighborhood in Aleppo, Syria under rocket attack and a Syrian refugee camp.  The obvious aim 
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is to bring attention, immersive attention, to the plight of civilians in the Syrian Civil War.  This 

goal is different from that of providing intercultural education as was illustrated in the first 

category of culturally aware technology. 

An example of an application that could be culturally enabled to reveal hidden realities is 

the Racial Dot Map, a project by the Weldon Cooper Center for Public Service at the University 

of Virginia.  Racial Dot Map is an online map that contains a colored dot for every human in the 

United States (Weldon).  The 308 million dots are based on U.S. Census data and colored by 

ethnicity (Weldon).  Whites are colored blue, African-Americans green, Asians red, Hispanics 

orange, and all others are brown (Weldon). 

Demographic information such as religious affiliation, wealth, dominant subculture 

affinity (Yuppie, Queer, Straight Edge, Hip-hop, Survivalist, etc.) could be overlaid on these 

racialized dots using data from the Pew Research Center or U.S. Census Bureau.  It would be 

innovative to create a view of the map displaying an aggregation of each dot-person’s subculture, 

religion, ethnicity, and wealth.  The resulting map could show the user heretofore invisible facts 

about the people living in their same neighborhood, city, state, and country.  It would be 

important to represent culture on a continuum (using color) instead of as discrete groupings. 

As suggested above, people tend to belong to more than one subculture and have more 

than one cultural role.  The Gamer can also be a Mother, Politician, and Musician and 

simultaneously belong to different communities of like-minded people.  A culturally enhanced 

Racial Dot Map may allow a user to see precisely where hidden concentrations of unique people 

are in the United States. 
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Ushahidi is a web-based collaborative mapping platform that has been used to reveal 

corruption or behavior deemed negative by some segment of society (Leson).  Many anti-

corruption applications leverage collaborative mapping to chart and emphasize secretive and 

pervasive misconduct—Kuhonga (Kuhonga) in Kenya, I Paid a Bribe (ipaidabribe.com) in 

Zimbabwe and India among other countries, Zabatak (Zabatak) in Egypt, and HarassMap 

(Institute of Development Studies), also in Egypt.  While noble, the shaming approach is not 

comprehensive nor culturally aware.  Simply charting corruption does little in a society that 

broadly accepts bribery, cronyism, and vote-rigging as culturally normative. 

The reality of the person who demands a bribe, is nepotistic, or sexually harasses is 

completely different from the reality of the person railing against such behaviors.  Each person 

feels entitled to their perspective and believes themselves to be acting in their righteous best 

interest, if not in the broader interest of society.  What is needed is a solution that accommodates 

as many realities as possible while separating beneficial actions from harmful ones. 

What is needed is the integration of maps that chart different perspectives on the same 

behavior.  Understanding the culture of corruption in depth is vital to producing a culture of good 

governance and mutual accountability.  Those demanding bribes must also log their behavior so 

that the underlying conditions encouraging them to engage in the behavior (low salaries or poor 

oversight) can be addressed.  In other words, I Paid a Bribe needs to be integrated with “I Need a 

Bribe” or “My Boss is Corrupt” so that a more honest representation of corruption can be 

generated.  Positive behaviors also need to be mapped.  If a civil society group or politician or 

private citizen does something commendable—disrupting corruption or providing job 

assistance—that should be captured and celebrated in an app called “I Helped Another.” 
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Correlations with ethnicity and demographics might be explored.  Are certain ethnic 

groups more exploited than others?  This could be a sensitive subject in some parts of the world 

and should be handled delicately.  If we merge I Paid a Bribe with “I Need a Bribe,” “I Helped 

Another,” and ethnic census data, we can now see a previously hidden reality of where bribes are 

paid, demanded, where the corruption is worst, where people are degrading the culture of 

corruption-exploitation, and what positive practices are they using to do so. 

HarassMap is closer to using the comprehensive and culturally aware approach to both 

revealing the complexity of the problem and providing a remedy.  HarassMap is used by 

Egyptian women to chart instances of sexual harassment by men (Institute of Development 

Studies).  Once a hotspot is identified, volunteer counselors or disruptors are sent to the area to 

provide protection for victimized women and dissuade men from behaving crudely (Institute of 

Development Studies).  “Safe Zones” are also established and mapped, places where harassed 

women can flee to and find community members who will shield them from abuse (Institute of 

Development Studies). 

HarassMap might be made more effective if additional methods were leveraged for the 

cause.  If the surrounding culture is not inclined to take verbal attacks on women seriously, the 

enterprise will ultimately fail.  Perhaps HarassMap should also chart and valorize instances of 

men who behave nobly towards women.  Perhaps integrating HarassMap with “Chivalrymap” 

will make sexual harassment less socially acceptable to the national culture.  The more extensive 

and culturally aware the approach to the problem, the more effective the solution is likely to be. 

Two projects developed by University of Southern California students can be used to 

further illustrate the goal of bringing clarity to human relations.  CityTagz is not a culturally 
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enabled game or application, but a collective map of Los Angeles constructed through a web-

based, location-tagging database (Peteu).  If made culturally aware, the application could use the 

lenses of culture and demographics to compile and reflect the community’s subjective 

experiences.  In the augmented reality game, Chôjô, players used personal digital assistants to 

leave floral objects in a virtual world that is co-extensive with the University of Southern 

California campus (Adjemian et al.).  While Chôjô has no inherent cultural aspects, an 

intercultural dimension could easily be added.  Perhaps special flowers could represent the 

cultures of the players, turning the game into an ad hoc cultural map. 

The final category of culturally aware technology seeks to transform reality, providing 

the infrastructure for a new kind of communication.  In the StoryObjects project, we see 

communication in which ordinary objects serve as intermediaries (Carter, Preuss, and Stein).  

Wireless computers were installed in everyday objects allowing them to “share” their histories 

with nearby mobile phone users (Carter, Preuss, and Stein).  Users could then add their own 

experiences to the objects’ history (Carter, Preuss, and Stein).  Expanding on this concept, the 

Million Story Building allowed users to access stories digitally embedded in the University of 

Southern California’s School of Cinematic Arts, update them, and participate in an alternate 

reality game (Carter et al. 2013).  The CityStory project was an experiment in creating crowd-

sourced cinema with participants in Japan and the United States (Fisher et al.).  Finally, and of 

course, Macon Money was specifically designed to facilitate community building (Cause 

Communications).  Adding a personalized cultural dimension to these concepts might enhance 

their appeal. 
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On the topic of transforming our world, Elaine Raybourn has argued for the use of 

culturally aware digital assistants (Raybourn 2012).  Her research began with British Telecom in 

1999 in an effort that encouraged enterprise collaboration and communication in a three-

dimensional virtual environment (Raybourn 2012).  Software agents compared an employee’s 

profile to a derived interest group profile based on submitted documents and posts in the online 

community (Raybourn 2012).  Based on profile compatibility, the employee’s avatar was placed 

in the appropriate group's virtual home (Raybourn 2012).  The goal was to add benefit to 

employees’ work by facilitating the sharing of information and chance encounters—having 

avatars hang out and “meet others from one’s community of practice” (Raybourn 2012).  

However, the goal of spontaneous chat-driven collaboration was not achieved (Raybourn 2012).  

Users, strangers in the three-dimensional world, struggled socially to open up a conversation 

(Raybourn 2012).  The technology was more than sufficient, but there was no culturally 

normative introduction etiquette. 

From this challenge, Raybourn recommended the design and introduction of 

“intercultural-agent generated cultural signposts, or interactive social and environmental cues 

that could motivate informal communication among strangers in the community of practice.” 

(Raybourn 2012, 4).  Raybourn is now developing Personal Assistants for Learning (PAL), 

drawing on her previous research, including culturally enhancing PALs (Raybourn 2012).  Our 

cultural behavior-set—our non-verbal utterances, words, actions, narratives, goals, history, 

attitudes toward time, space, and other people—could be captured by intelligent agents in the 

form of a “cultural footprint” from a sufficiently rich digital environment (Raybourn 2012). 
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Raybourn argues that an intercultural agent should assist in communication between 

people by increasing awareness of the cultural footprints of others and providing cultural cues for 

users.  These cultural cues or footprints are described as such: 

• Subtle prompts enacted by individual or collections of agents, or the agent-based 

environment to encourage a user to action. (Raybourn 2012) 

• Subtle (symbolic) markers left by agents or humans in an environment that issue 

feedback about the users’ or environment’s current or past state. Intercultural agents 

may have several modes of interaction with users, or with other agents. (Raybourn 

2012) 

 

Regarding subtle prompts: 

Cultural cues, or prompts, may be issued in the form of narratives co-created with 

users, in the graphical user interface, or through adaptive environments that 

respond to users’ cultural footprints and allow for asynchronous and self-paced 

exploration.  For example, an intercultural agent may detect when actions taken 

by a user could impede communication. The intercultural agent could make 

suggestions that are less likely to be misinterpreted. (Raybourn 2012, 3) 

 

Regarding symbolic markers: 

For example, if a newly hired, remote employee is on an organization’s intranet to 

learn about the company, an avatar-guided virtual tour of the physical office 

space, the team members, and perhaps a frequently asked question section on the 



 

27 

formal and informal organizational cultural norms could help the remote 

employee feel more part of the team.  An avatar-guided tour of cultural footprints 

left in a team gallery of interests might be an informal mechanism for obtaining 

meta-level information on the team culture and individual identities. (Raybourn 

2012, 3) 

 

Any investigation of the power of culturally aware games to transform reality requires 

some research into the field of Game Studies.  Principles of game design have been used to 

enhance customer engagement through airline miles rewards programs, used to encourage 

participation in online communities, and even in a mobile application called mPowering, 

designed to provide poor students in Global South countries with rewards for checking in at 

school (Zichermann and Cunningham; Boss; Schwartz).  Understanding the appeal and 

immersive nature of games and how they might be culturally enabled is important to the larger 

goal of developing technology that helps to solve social problems through an awareness of 

cultural differences.  Studying selected entertainment games, social impact games, and 

educational simulation games could shed light on what makes them compelling. 

The science-based puzzle Game with a Purpose (GWAP), Foldit (University of 

Washington Center for Game Science, 2008), has the goal of having players predict protein 

structures by folding virtual proteins into shapes that might be found in nature (University of 

Washington Center for Game Science, “Frequently Asked Questions”).  Proteins are described as 

“the workhorses in every cell of every living thing.” (University of Washington Center for Game 

Science, “What Is Protein Folding?”)  In order to effectively treat protein-based diseases with 
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drugs, the specific composition of amino acids in a protein's chain as well as the chain's three-

dimensional folded configuration must be understood beyond a superficial level.  The massive 

number of possible configurations of amino acids and folds is time-consuming and expensive to 

explore.  Time and resources are saved by employing humans to figure out the most efficient 

arrangements of amino acids.  A future goal is to use players' folds to predict the shape of 

proteins about which scientists know nothing.  Player strategies are being integrated into protein-

folding prediction software (University of Washington Center for Game Science, “What Is 

Protein Folding?”). 

Foldit is already a game that seeks to transform the reality of biomedical science through 

productive play.  What more could be achieved by making it culturally aware?  If the cultural 

footprints of players could be captured they could be used to organize players in an effort to 

produce more effective puzzle solving.   

Perhaps a future version of Foldit will be given a multiplayer feature in which gameplay 

is divided into a number of phases.  One phase could task the folding the protein chain into the 

most compact shape possible.  The second phase could focus in the moving hydrophobic 

sidechains away from the exterior of the protein and away from being exposed to water and 

exposing hydrophilic sidechains.  The final phase would task players with spacing sidechains 

sufficiently far apart.   

From phase to phase the puzzle would be passed from player to player on the same 

culturally generated team, each building on the work of the others and contributing to the overall 

solution.  In such a game, a culturally diverse, yet coherent, team might produce better puzzle 
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solutions at a faster rate.  A culturally enhanced Foldit could capture the ideal mix of cultural 

perspectives for cooperative play. 

Game designer Jane McGonigal has developed a number of massively multiplayer 

alternate-reality games she calls “forecasting games” that embody games’ transformative 

potential (McGonigal).  These games are especially applicable to solving real world culturally-

informed problems.  Forecasting games generate crowd-sourced envisioned solutions and are 

appropriate for the aforementioned America-Mexico borderlands conflict scenario.  In World 

Without Oil (Corporation for Public Broadcasting, 2007) players were asked to imagine life in a 

world where oil was scarce (McGonigal).  Over a thirty-two week period, over 1,900 players 

were presented with fictional news updates on the effects of the shortage and responded with 

situation reports in the form of blog posts and videos along with solutions they had invented to 

adapt to the new normal (McGonigal).  The most innovative responses were compiled in a 

document which included architectural adaptations, collections of spiritual guidance on how to 

act compassionately during the crisis, and how to build stronger face-to-face communities for 

mutual support in this imagined dystopian world (McGonigal). 

McGonigal’s next game in the forecasting genre was Superstruct (Institute for the Future, 

2008).  In Superstruct she collaborated with futurists on a game set in the year 2019 where the 

premise involved informing players that a supercomputer had predicted humanity’s demise in 

twenty-three years (McGonigal).  Players were challenged to propose various “superstructs” or 

unique organizations of communities (corporations, families, NGOs, clubs, online communities, 

local governments, etc.) that were capable of addressing the epic challenges facing global society 

(McGonigal).  Superstructs generated by over 8,600 players were scored by the game masters for 
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their originality and depth (McGonigal).  At the game’s conclusion, the game masters 

determined that the survival of the human species had been extended to the year 2086 based on 

the quality of the superstructs submitted (McGonigal).  As with World Without Oil, a catalog of 

innovative superstructs was compiled for further study (McGonigal).  Perhaps one day a 

superstruct will resolve an escalating intercultural geopolitical conflict between China and Japan, 

Nigeria and South Africa, or Mexico and the United States.  

McGonigal’s next game focused on personal economics.  It centers on expanding so-

called “African ingenuity,” or Africans engaging in ad hoc engineering to overcome everyday 

obstacles.  Examples include the story of the Malawian boy who built a windmill from bike parts 

or an Ethiopian who turned mortar shells into coffee machines (McGonigal).  The game, EVOKE 

(World Bank Institute, 2010), was designed to teach players how to be social entrepreneurs in the 

real world (McGonigal).  The 2010 iteration of the game consisted of a series of real world 

challenges posed to players (McGonigal).  For example, players were asked to increase the food 

security of one person around them in a sustainable way or find ways to power technology 

around them in more efficient and less-polluting ways (McGonigal).  Over 19,000 players were 

enrolled from over 150 countries (McGonigal).  The EVOKE game served as an entrepreneurial 

boot camp for players interested in creating change in Africa or beyond (McGonigal). 

Two notable entrepreneurial ventures springing from the game were Solar Boats and 

Spark Library (McGonigal).  Solar Boats was created by Jordanian women and designed to 

enhance boats sailing on the Gulf of Aqaba with solar power (McGonigal).  Spark Library is a 

crowd-sourced library for sub-Saharan Africa (McGonigal).  In order to check out a book, you 

must contribute some piece of personal knowledge, creating a library of local knowledge and 
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culture (McGonigal).  These games together present a model for how to engage and empower 

people to take on the issues in their personal and communal lives. 

EVOKE and its entrepreneurial offshoots are the closest to being culturally enabled of 

McGonigal’s games, being constructed around the “African ingenuity” attribute.  Indeed, this 

cultural notion should be unpacked.  Do some African countries have more of it than others?  Do 

some ethnic groups have more African Ingenuity?  Why?  How can this cultural value be 

increased and transferred to other cultures?  Are there culturally driven obstacles to collaboration 

in large-scale African Ingenuity projects?  In order to answer these questions EVOKE would 

need to be culturally aware. 

Other avant-garde and Serious Game designers besides McGonigal have advocated using 

game techniques to help enhance the quality of people’s lives.  The aforementioned game Macon 

Money is an elegant example of this.  As a thought experiment, let us say that the Macon Money 

designers had explicitly integrated the various cultures of Macon, Georgia into the gameplay.  

Commercially available demographic data might find significant numbers of people termed: 

Affluent Singles, Millennials, and Traditionalists.  For this example, these are our local cultures.  

Further, let us assume that there is little to no overlap between these groups—persons in one 

culture do not belong to the others.  The members do not interact with each other and are hostile 

to the others’ beliefs.  With the cultural fault lines identified, the challenge of bringing these 

disparate identities into closer contact is before us.  The simplest approach would be to distribute 

bonds in the areas where each community socializes, making interaction between the groups 

essential for spending game wealth.  Simply knowing that there are different cultures in a locality 

empowers the designer to design differently. 
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Beyond distributing bonds across specific communities, a designer could tailor the bonds 

in Macon Money to encourage connection between the cultures.  Bonds with higher 

denominations could be placed in the communities that are the most hostile to each other to 

encourage collaboration.  Or, special prize-dispensing bonds could be offered to individuals from 

the most alienated cultures, those most in need of bridging.  Alternately, gameplay could be 

extended if bonds were realized as debit or gift cards.  Such bonds could be made to “recharge” 

periodically, allowing game masters to reward longer-lasting relationships between players. 

One can envision pairs of players going on mutually-beneficial shopping expeditions 

multiple times, which in turn may translate into long-lasting social connections.  Maybe, over 

time, a new and mixed culture of Affluent Singles-Millennials or Millennial-Traditionalists 

complete with their own activities and gathering places would emerge from this version of 

gameplay.  When one designs with an awareness of existing cultures, the richness and specificity 

of solutions also expands.  Perhaps thousands of play sessions of a future and culturally 

enhanced version of Macon Money could ease tensions between and bridge the intercultural 

divide separating Mexican temporary migrants in the American border region, Hispanic-

Americans, the larger Mexican national culture, and the larger American national culture. 

An example of an excellent idea for a problem-solving game that overlooked the 

influence of culture was roleplaying game njoobaari ilnoowo (“irrigator’s overnight bag”) 

developed in the early 2000s to assist farmers in the Senegal River Valley with resource 

management (Barreteau, Bousquet, and Attonaty).  This game was designed by a team of social 

simulation scientists (Barreteau, Bousquet, and Attonaty).  It was important to the designers to 

meet and play the game with the farmers in the simplest way possible—face-to-face (Barreteau, 
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Bousquet, and Attonaty).  Thus, local farmers were gathered together to roleplay irrigation 

decisions (Barreteau, Bousquet, and Attonaty).  Each player-farmer cultivated a plot according to 

the local irrigation scheme and the results of the game used to inform the development of a 

multi-agent simulation (MAS) (Barreteau, Bousquet, and Attonaty).  In turn, this MAS would 

serve as a decision support tool for the farmers in the future (Barreteau, Bousquet, and Attonaty). 

During one roleplaying game-testing session, the farmer subjects challenged the validity 

of the roleplaying game’s architecture, questioning the representation of the cards that signified 

social status in the community (Barreteau, Bousquet, and Attonaty).  This resistance was 

attributed to a conflict of “politically correct behaviours among people who had never met each 

other before, hence giving greater weight to their social and political position.” (Barreteau, 

Bousquet, and Attonaty 4.15)  Such cultural factors must be accounted for within the game-

testing and data-collection effort, as well as integrated into the architecture of the game and 

MAS.  Which cultural or subcultural group do the farmers belong to?  What are the local cultural 

norms regarding negotiation?  If the MAS seeks to capture the realistic behavior of farmers in 

Senegal or anywhere else in the world, such factors must be accounted for. 

The “virtual exchange” movement is a final example of an explicitly intercultural and 

technologically enabled effort (Himelfarb).  Using Skype and other Internet-based means, it 

provides students from America opportunities for sustained intercultural interchange, including 

games, with peers in Muslims countries (Himelfarb).  While the Internet can facilitate the rapid 

spread of memes that incite violence—so-called “digital wildfires” (Himelfarb)—the application 

of culturally aware digital technology can help squelch them.  Preliminary findings indicate that 
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participants in a virtual exchange are less prone to extreme reactions than a control group upon 

hearing news of an Islamic terrorist attack on American soil (Himelfarb). 

With all the above examples in mind, it is clear that designing social impact games or 

systems that are culturally enhanced requires a means of capturing cultural orientations.  This 

cultural data would be used to enhance the design of these systems or games, helping the 

participants to “speak” the same language and collaborate for their mutual benefit. 

The first step towards accomplishing this goal is to find a way to quantify or decode 

culture.  Culture must be understood in terms of a measurable construct, instead of ambiguous 

descriptive language.  This will allow some aspects of culture to be meaningfully and 

consistently comprehended.   
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CHAPTER 2 

LITERATURE REVIEW OF CULTURAL QUANTIFICATION 

 
 

The primary political and philosophical issue of the next century will be the definition of 
who we are. 

-Ray Kurzweil 
 

Our entire linear and accumulative culture collapses if we cannot stockpile the past in 
plain view. 

-Jean Baudrillard 
 

In order to build diverse forms of culturally enabled technology, technology that can 

embody cultural values, methods for quantifying and simulating culture must be investigated.  

This chapter will examine cultural quantification in survey instruments.  First, however, in any 

discussion of culture, it is important to distinguish culture from human nature and personality.  

Human nature is the set of all psychological qualities that human beings share (Hofstede, 

Hofstede, and Minkov).  These include the ability to feel joy, pain, fear, anger, a desire for 

meaning, and so on (Hofstede, Hofstede, and Minkov).  Personality refers to an individual’s 

unique set of inherited and learned psychological traits (Hofstede, Hofstede, and Minkov).  

Finally, culture is defined as the “unwritten rules of the social game” and thus a collective set of 

learned traits that are specific to a social environment (Hofstede, Hofstede, and Minkov).  Thus, 

when we talk about culture we are describing a profile of broad and learned collective values at a 

subnational, national, regional, or global level. 

Once a framework for quantifying culture has been selected, a survey instrument 

associated with that framework is given to subjects.  The subjects’ responses are mapped to the 
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dimensions of the cultural framework and produce a cultural value profile.  The simulation or 

game author that wishes to apply quantified culture must then translate the cultural profile(s) into 

simulated behaviors. 

A number of frameworks exist for the formal collection and quantification of culture.  

The Hofstede Dimensional Model (HDM) is especially famous.  It was published in 1980 and 

has been used by others to gather cultural orientations at the national level ever since (Hofstede, 

Hofstede, and Minkov).  Hofstede’s framework emerged from examining IBM survey data 

collected from employees working in many nations (Hofstede, Hofstede, and Minkov).  The 

HDM contains six dimensions: 

• Power Distance.  The extent to which the less powerful members of institutions and 

organizations within a country expect and accept that power is distributed unequally. 

(Hofstede, Hofstede, and Minkov) 

• Individualism.  This is the opposite of Collectivism.  Joined with Collectivism, 

Individualism forms one of the dimensions of national cultures.  Individualism 

represents a society in which the ties between individuals are loose—everyone is 

expected to look after him or herself and his or her immediate family only. (Hofstede, 

Hofstede, and Minkov) 

• Masculinity.  This is the opposite of Femininity.  United with Femininity, Masculinity 

forms one of the dimensions of national cultures.  Masculinity stands for a society in 

which emotional gender roles are clearly distinct: men are supposed to be assertive, 

tough, and focused on material success; women are supposed to be more modest, 

tender, and concerned with the quality of life. (Hofstede, Hofstede, and Minkov) 
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• Uncertainty Avoidance.  The extent to which the members of a culture feel threatened 

by ambiguous or unknown situations.  Uncertainty Avoidance is one of the 

dimensions of national cultures, spanning weak to strong in magnitude. (Hofstede, 

Hofstede, and Minkov) 

• Long-Term Orientation.  This is the opposite of Short-Term Orientation.  Joined with 

Short-Term Orientation, Long-Term Orientation forms a dimension of national 

cultures.  Long-term orientation represents the fostering of pragmatic virtues oriented 

towards future rewards, in particular perseverance, thrift, and adapting to challenging 

circumstances. (Hofstede, Hofstede, and Minkov) 

• Indulgence.  This is the opposite of Restraint.  United with Restraint, Indulgence 

forms one of the dimensions of national cultures.  Indulgence represents a society that 

allows relatively free gratification of basic and natural human desires related to 

enjoying life and having fun. (Hofstede, Hofstede, and Minkov) 

 

Another cultural quantification construct is the Cultural Orientations Framework (COF), 

based on anthropologists Clyde Kluckhohn and Fred Strodtbeck’s extensive cross-cultural 

research.  The COF contains sixteen dimensions classified under six broader categories: 

I. Nature of Humans 

• Good/Evil.  The basic nature of people is essentially good (lower score) or evil 

(higher score). (Maznevski et al.) 
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• Changeable/Unchangeable.  The basic nature of humans is changeable 

(higher score) from good to evil or vice versa, or not changeable (lower 

score). (Maznevski et al.) 

II. Relationships among People 

• Individual.  Our primary responsibility is to and for ourselves as individuals, 

and next for our immediate families. (Maznevski et al.) 

• Collective.  Our primary responsibility is to and for a larger extended group of 

people, such as an extended family or society. (Maznevski et al.) 

• Hierarchy.  Power and responsibility are naturally unequally distributed 

throughout society; those higher in the hierarchy have power and 

responsibility for those of lower rank. (Maznevski et al.) 

III. Relation to Broad Environment 

• Mastery.  We should control, direct, and change the environment around us. 

(Maznevski et al.) 

• Subjugation.  We should not try to change the basic direction of the broader 

environment, and we should allow ourselves to be influenced by a larger 

natural or supernatural element. (Maznevski et al.) 

• Harmony.  We should strive to maintain a balance among the elements of the 

environment, including ourselves. (Maznevski et al.) 

IV. Activity 

• Doing.  People should continually engage in activities to accomplish tangible 

tasks. (Maznevski et al.) 
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• Thinking.  People should consider all aspects of a situation carefully and 

rationally before taking action. (Maznevski et al.) 

• Being.  People should be spontaneous, and do everything in its own time. 

V. Time 

• Past.  Our decision criteria should be guided mostly by tradition. (Maznevski 

et al.) 

• Present.  Our decision criteria should be guided mostly by immediate needs 

and circumstances. (Maznevski et al.) 

• Future.  Our decision criteria should be guided mostly by predicted long-term 

future needs and circumstances. (Maznevski et al.) 

VI. Space 

• Public.  The space around someone belongs to everyone and may be used by 

everyone. (Maznevski et al.) 

• Private.  The space around someone belongs to that person and cannot be used 

by anyone else without their permission. (Maznevski et al.) 

 

Cross-cultural management scholar Martha Maznevski has developed her own COF 

construct along with a survey instrument called the Cultural Perspectives Questionnaire (CPQ).  

The CPQ has been used to collect and conceptualize cultural values (Woldu, Budhwar, and 

Ogbonna) (Maznevski et al.).  The CPQ contains ninety items (Johnston).  The first seventy-nine 

statements are focused on capturing cultural orientations related to a specific dimension—
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Human Nature: Changeable, for instance (Johnston).  The last eleven questions capture 

demographic information about the respondent (Johnston). 

The CPQ contains statements like, “All living beings are equal and deserve the same care 

and consideration,” then asks the respondent to select their level of agreement with it using a 

seven-point Likert item ranging from “Strongly Disagree” to “Strongly Agree.” (Johnston)  The 

Likert item is a psychometric scale used in conjunction with many questionnaires.  The midpoint 

selection is: “Agree nor Disagree.” (Johnston)  Mazvneski’s COF reduces the number of 

dimensions to eleven by eliminating the Time and Space categories: 

I. Nature of Humans: (one) Good, (two) Changeable  

(Maznevski et al.) 

II. Relationships among People: (three) Individual, (four) Collective, (five) Hierarchy  

(Maznevski et al.) 

III. Relation to Broad Environment: (six) Mastery, (seven) Subjugation, (eight) Harmony 

(Maznevski et al.) 

IV. Activity: (nine) Doing, (ten) Thinking, (eleven) Being (Maznevski et al.) 

 

Nancy Adler has also created a variant construct derived from the COF.  Adler uses 

fifteen dimensions divided into five categories (Adler and Gundersen).  In actuality, there are 

only five dimensions—Individual, Human Relations, World, Activity, and Time—because three 

COF dimensions are placed on the same category-dimension continuum.  Each dimension 

contains two opposing orientations and a mixed one halfway in between the two (Adler and 

Gundersen).  Adler’s COF was eventually selected for use in the cultural capture game design 
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Exchange, as well as other cultural concepts detailed in subsequent chapters, due to its elegance 

and high level of resolution.  It should be noted that Adler separates the Kluckhohn and 

Strodtbeck Good/Evil dimension into two distinct dimensions: 

I. Individual: Evil/Changeable/Good (Adler and Gundersen) 

II. Human Relations: Individualism/Egalitarian Collectivism/Hierarchical Collectivism 

(Adler and Gundersen) 

III. World: Mastery/Harmony/Subjugation (Adler and Gundersen) 

IV. Activity: Doing/Thinking/Being (Adler and Gundersen) 

V. Time: Past/Present/Future (Adler and Gundersen) 

 

These first five dimensions can be used to capture Sacred Values, or those that a culture 

holds to be inviolate (Atran and Axelrod).  If the value can be described in terms of one or more 

COF dimensions, then a point on each dimension can be designated as sacred.  Additional 

dimensions should be included to aid in understanding what culture really is and how it lives in 

the real world.  As anthropologist and conflict resolution scholar Kevin Avruch has pointed out, 

culture is not an object or “thing” that turns humans into automatons without individual agency.  

Culture dwells both within people as an internal and sometimes inconsistent psychological 

phenomena, as well as externally in customs, law, and art (Avruch).  Here are a number of 

supplementary dimensions based on these ideas: 

VI. Changefulness (Low Delta-Moderate Delta-High Delta): This dimension measures 

the change in values in a sample population over time, specifically in dimensions one 

through five. 
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VII. Coherence (Low-Medium-High): The extent to which a culture’s values are 

internally consistent as measured by the distance between the core values of a culture and 

outlying values from within the same cultural milieu.  This assessment is conducted on 

dimensions one through five. 

VIII. Personal Distribution (Light-Moderate-Dense): This dimension measures the 

number of coherent cultures within a person by comparing an individual’s cultural 

assessment to a database of cultural profiles.  This assessment is conducted on 

dimensions one through five. 

IX. Social Distribution (Narrow-Moderate-Broad): This dimension measures the 

distribution of cultures, from narrower to broader, across already known classes and/or 

ethnic groups. 

X. Subcultures (Low-Medium-High): This dimension measures the number of distinct 

subcultures within an existing culture within a sample population. 

 

Thus, the master set of dimensions combine Adler’s COF with those inspired by Avruch: 

I. Individual – Evil-Changeable-Good 

II. Human Relations – Individualism/Egalitarian Collectivism/Hierarchical 

Collectivism 

III. World – Mastery-Harmony-Subjugation 

IV. Activity – Doing-Thinking-Being 

V. Time – Past-Present-Future 

VI. Changefulness – Static-Moderate-High 
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VII. Coherence – Low-Medium-High 

VIII. Personal Distribution – Light-Moderate-Dense 

IX. Social Distribution – Narrow-Moderate-Broad 

X. Subcultures – Low-Medium-High 

 

The next chapter examines social simulation, a topic especially applicable to quantified 

notions of culture.  A unitary framework for understanding and evaluating cultural simulations 

will also be presented. 

 

 

 



 
 
 

 

 

 

PART II 

 

INTEGRATING GAMES, SIMULATIONS, AND CULTURAL QUANTIFICATION 
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CHAPTER 3 

GAME AND SIMULATION STUDIES 

 
 

My idea of the modern Stoic sage is someone who transforms fear into prudence, pain 
into information, mistakes into initiation, and desire into undertaking. 

-Nassim Nicholas Taleb 
 

One part of this research is a survey of game and simulation studies in an effort to find 

game genres, designs, and mechanics amenable to cultural applications.  For the purposes of this 

chapter’s investigation, training simulations like ATL and FPCT are described as belonging to a 

game genre because so many true games are being critiqued.  However, technically, ATL would 

be a considered a simulation only and FPCT would be considered a simulation game.  ATL does 

not possess quantifiable goals—instructors are at liberty to formally or informally evaluate the 

actions of the users and the overall outcome of the session.  Thus, by the definition of games to 

come in subsequent paragraphs, it would not be considered a game.  FPCT, however, is both a 

simulation and a game because a simulation references a real world context and scores the player 

versus quantifiable goals. 

Before games can be studied for attributes relevant to culturally aware technology and a 

construct built analyzing these qualities, games must be defined, then culturally compatible 

games defined.  After this, two key dimensions of gameplay, immersion and engagement will be 

formally described. 

These definitions vary in breadth and depth.  Salen and Zimmerman give a practical 

definition: “A game is a system in which players engage in an artificial conflict, defined by rules, 
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that results in a quantifiable outcome.”  Game designer Jesse Schell’s definition of a game is a 

“problem-solving activity, approached with a playful attitude.”  Juul quotes ludologist (a scholar 

of games or play) Benard Suits (Juul 30): “To play a game is to engage in activity directed 

towards bringing about a specific state of affairs, using only means permitted by rules, where the 

rules prohibit more efficient in favor of less efficient means, and where such rules are accepted 

just because they make possible such activity.”  Juul then develops his own definition of a game: 

“A game is rule-based system with a variable and quantifiable outcome, where different 

outcomes are assigned different values, the player exerts effort in order to influence the outcome, 

the player feels emotionally attached to the outcome, and the consequences of the activity are 

negotiable.” (Juul 36) 

Game designer Jane McGonigal defines a game as an activity with “four defining traits: a 

goal, rules, a feedback system, and voluntary participation.”  McGonigal also describes play by 

citing Benard Suits: “Playing a game is the voluntary attempt to overcome unnecessary 

obstacles.”  Caillois and Barash describe play as an “activity which is essentially: free 

(voluntary), separate [in time and space], uncertain, unproductive, governed by rules, and make-

believe.” 

A definition of a game can now be linked to a notion of culture in order to critique games 

for their compatibility with culturally-enabled technology.  The definitions of culture below are 

particularly relevant to the goals and mechanics of games: 

• Functional: Culture is the way humans solve problems of adapting to the environment or 

living together. (Müller) 
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• Normative: Culture is composed of normative rules for how people in certain roles should 

behave. (Müller) 

 

With this concept of culture, we now must fuse culture and games into a single construct 

which can be used to critique game studies for cultural relevance.  This will be done by drawing 

on the work of Caillois and Barash, which extended the work of cultural theorist John Huizinga.  

Caillois and Barash studied games across culture and categorized them as contest (Agon), chance 

(Alea), and simulation (Mimicry), and vertigo (Ilinx).  The definition of a game as a contest, 

agon, can encompass a problem-solving-challenge-as-contest where participants are able to 

collaborate in the face of a trial. 

A problem-solving approach to games accommodates Müller’s functional definition of 

culture as way of solving problems presented by the environment.  To more fully support the 

simulation of said environment as well as the functional and normative aspects of culture, the 

culturally compatible game must provide for various cultural identities that dwell within a 

person, the larger narratives that thrive in human societies, and integrate all these features in a 

complex and immersive experience approximating reality.  Caillois and Barash’s notion of a 

game as a simulation and culture as a set of norms are easily linked.  Games of chance, like 

roulette, and vertigo games, which could be described as games used to facilitate mystical 

experiences, are not useful to this discussion of a culturally compatible game.  Finally, the 

culturally compatible game borrows some rigorous aspects from Salen, Zimmerman, and Juul’s 

definitions—systems with quantifiable goals. 
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Thus, the definition of a wholly culturally compatible or culturally relevant game (one) 

allows players to collaborate with or compete against each other or a complex system, (two) has 

a quantifiable set of goals, and (three) can accommodate role-based rules of behavior or 

roleplaying.  Finally, (four) a culturally-compatible game should be immersive, or narratively 

rich and pervasive, in the way that culture exists in the real world. 

With the definition of a culturally compatible game established, immersion and 

engagement require formal descriptions.  Immersion in games has been linked to the realism and 

depth of the game world (Örtqvist and Liljedahl).  Immersion is also connected to a player’s 

submission to the game’s rules as well as to Csikszentmihalyi’s concept of Flow (Örtqvist and 

Liljedahl).  Csikszentmihalyi’s notion of Flow is full psychological immersion in an activity 

(Örtqvist and Liljedahl). 

A game’s mechanics affect both immersion and engagement (Zichermann and 

Cunningham).  In practical terms, a game is composed of mechanics, dynamics, and aesthetics 

(Zichermann and Cunningham).  These refer to the rules of the game, the relationship between 

the player and those rules, also called gameplay, and the look and feel of the game, respectively 

(Zichermann and Cunningham).  Thus, immersion will be described along two dimensions.  

First, how realistic, complex, or engrossing is the game?  Second, how much does the game 

encompass the core narratives of players, their wish-fulfillment fantasies, or deep-seated 

ambitions? 

Engagement, or appeal to the player over time, is another means of assessing a game’s 

worthiness.  The most relevant description of engagement is, “The period of time at which we 

have a great deal of connection with a person, place, thing, or idea.” (Zichermann and 
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Cunningham).  Furthermore, both engagement and immersion are linked to feedback loops.  One 

aspect of quality game design is feedback or “returning information to players and informing 

them of where they are at the present time, ideally against a continuum of progress” (Zichermann 

and Cunningham).  The ability to inform players where they are in relation to the game’s goal(s) 

in the form of scores or leaderboards are key to the successful implementation of feedback loops 

(Zichermann and Cunningham).  In a feedback loop, a player’s progress can be reinforced 

through rewards or other incentives that encourage continued play (Zichermann and 

Cunningham).  Conversely, unproductive player behavior might be met with a reduction in score, 

a punishment, or another form of negative consequence (Zichermann and Cunningham). 

The paradigm for assessing the appropriateness of games to culturally aware applications 

will be two-fold: one, identifying game types that are broadly amenable to carrying cultural 

values, and two, an examination of game genres and characteristics.  A discussion of emblematic 

games in the mentioned genres will be included followed by a summation of the qualities of a 

culturally compatible game. 

In order to complete the assessment of game studies, a Game Studies Construct has been 

built to compare various facets of games to their genres.  This is original research, including the 

game facets and specific definitions of immersion and engagement.  This construct of game 

genres and game facets is not designed to be comprehensive, but particular to games and 

characteristics deemed most amenable to culturally aware technology.  Some of the example 

games may be considered “old” or “out of date,” but it is important to recognize that culturally 

focused or strongly culturally compatible games are quite rare.  Also, the Game Studies 

Construct is primarily interested in assessing the aspects of broad game genres.  The descriptions 
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of game genres should not be taken as comprehensive.  The attributes of games and game genres 

are generally well-matched, but not completely so. 

In the description of game genres, Prescriptive means games used to explore an optimal 

possible future and Descriptive means games representing a contemporary state of affairs.  The 

game genres are as follows: The Board Game as exemplified by Settlers of Catan (Teuber, 

2008), the Social Network Game as exemplified by FarmVille (Zynga, 2009), the Historical 

Literal Socio-Political Simulation as exemplified by the Iranian Revolution-set 1979 Revolution 

(iNK Stories, 2016), the Historical Abstract Socio-Political Simulation as exemplified by the 

Civilization series, the Prescriptive Socio-Political Simulation as exemplified by Jane 

McGonigal’s dystopian World Without Oil, the Social Impact Game as exemplified by the 

community-building Macon Money, the Educational Abstract Prescriptive Geopolitical 

Simulation as exemplified by the World Peace Game (Hunter, 1978), the Educational Literal 

Descriptive Socio-Political Simulation as exemplified by Israeli-Palestinian conflict-themed 

PeaceMaker (Impact Games, 2005), the Collaborative Narrative Game as exemplified by 

FoldingStory (FoldingStory, 2010), the Intercultural Training Simulation as exemplified by The 

FPCT, and the Massively Multiplayer Online Roleplaying Game as exemplified by EVE Online 

(CCP Games, 2003). 

Certain key characteristics of gameplay will be used to examine the genre games.  These 

characteristic categories contain facets.  The categories of facets are:  

Social Interaction: The Social Interaction category describes the extent to which a game 

allows or requires social interaction between players.  A game of chess played remotely between 

two players constitutes no social interaction.  A multiplayer First Person Shooter game represents 
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Limited Social Interaction.  In this case, players collaborate, but only to secure objectives on the 

map or to warn each other of impending attacks.  Rich Social Interaction is commonly found in 

board games where negotiation is a game mechanic and where conversation and the reading of 

body language is important. 

The Community-Building facet is heavily dependent on collaboration over time.  For 

example, when players belonging to the same guild in an MMO engage in detailed strategic and 

logistical planning alongside tactical training.  Another example is a game explicitly designed to 

build a community in the real world, like Macon Money. 

Resource Handling: The Resource Handling category contains only one facet, Resource 

Management.  In this facet the player must accumulate and properly deploy resources from the 

game’s environment in order to win.  The extent to which the player optimizes this process 

increases their chances for success.  MMOs and Real-Time Strategy (RTS) games are heavily 

dependent on Resource Management. 

World Design: The World Design category describes Complex environments as well as 

Abstract, versus Literal, game worlds.  A Complex game environment makes especially broad 

demands on a player’s attention and decision-making process.  In the intercultural training 

simulation FPCT, the player must keep in mind who he or she has interacted with, where these 

individuals live, who is which social network/kinship group, and the culturally-appropriate way 

of interacting with them based on their ethnicity, age, and gender.  This is a Complex World. 

An Abstract World models social, political, and/or economic complexity without literally 

representing the system in question.  In John Hunter’s World Peace Game, players can represent 

a superpower nation analogous to the United States of America, but it is not called that nor 
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explicitly contains any real-world foreign policy objectives of the American government.  In the 

parlance of late philosopher Jean Baudrillard, an Abstract World is a simulacrum, a simulation of 

a world that does not exist in reality.  Alternately, a Literal World is designed to correspond 

strongly to the real world.  In Baudrillard’s thinking, a Literal World is a simulation, or a 

representation of a system that does exist in reality. 

Player Relationships: This category describes the extent of collaboration between players 

in the game.  The facets are defined as Player vs. Player (agon), Player vs. Environment, 

Limited, Rich, and Collaborative Player (against players or environment).  In a Player vs. Player 

format players do not collaborate, but compete against each other in a series of one-on-one 

contests or a simultaneous melee where only one player can win the overall game.  In Player vs. 

Environment, a single player can also compete against the environment of the game.  Limited 

Collaboration gameplay demands only sparse interactions between players to progress towards 

objectives.  Rich Collaboration designs reward players for detailed coordination of their 

activities with those of allied players.  Collaborative Player mechanics explicitly reward players 

for working together to achieve a goal where the antagonist is represented by other players or the 

environment itself. 

Narrative: Stories and the worlds they inhabit have been used to investigate and explore 

existential and collective problems from the times of The Epic of Gilgamesh to the contemporary 

novel.  In this category of gameplay characteristics, narratives can be Limited or Rich, Player-

Driven or World-Driven.  Designs with Limited Narratives do not contain the framework to 

carry intricate stories.  FarmVille cannot portray the dynamics of the player-farmer’s family and 

how those impact the farm’s productivity.  A life simulation like The Sims (Maxis, 2000) could.  
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Games with a Rich Narrative design contain the infrastructure, the mechanics, for complex 

stories.  A roleplaying game like Dungeons & Dragons (Tactical Studies Rules, 1974) supports 

the creation of characters with detailed backstories, ethical orientations, and motivations.  These 

qualities provide fuel for the emergence of intricate narratives on an epic scale. 

Player-Driven Narratives are ones in which the player has great freedom or latitude to 

establish their motivations and goals in the game.  So-called Open World or Sandbox games are 

designed to accommodate Player-Driven Narratives and can aid in education (Squire).  World-

Driven Narratives are ones in which the goals and motivations of players are much more limited 

and directed by the in-game narrative.  The goals of a chess game are quite constrained. 

Immersion and its sub-dimensions can now be formally defined for the purposes of this 

dissertation.  Immersion, or the extent to which a player is engrossed in a game, spans two 

dimensions.  The first, a dimension I call Engrossment, describes how realistic or sophisticated 

the game is, which coincides with Complex World design.  The second dimension, one I call 

Core Narrative, describes the extent to which the game embraces or encompasses the core 

narratives of players, their wish-fulfillment fantasies, or ambitions.  Along the Engrossment 

dimension, Deep Games coincide with Rich Narratives, Rich Social Interaction, and Player-

Driven Narratives.  These stand in opposition to Simplistic Games which are more 

straightforward and limited in social interaction and narrative infrastructure. 

On the Core Narrative dimension there are games which embody an Impersonal Narrative 

which does not tap into a player’s deeper personal interests.  Games described as having a 

Personal Narrative are those that are more so configured to embrace a range of desires that are 
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important to players.  The Personal Narrative coincides with Player-Driven Narratives from the 

Narrative category. 

A table comprising the Game Studies Construct is below.  The game genres are listed 

across the X axis while the facets are listed along the Y axis. 

 

Table 3.1. Game Genres and Characteristics Framework 

Facets/ 
Game Genres 

Game Genre 
Board 
Game 

(Settlers 
of 

Catan) 

Social 
Network 

Game 
(Farmville) 

Historical 
Literal 
Socio-

Political 
Simulation 

(1979 
Revolution) 

Historical 
Abstract 
Socio-

Political 
Simulation 

(Civilization 
series) 

Prescriptive 
Socio-

Political 
Simulation 

(World 
Without 

Oil) 

Social 
Impact 
Games 
(Macon 
Money) 

Educational 
Abstract 

Prescriptive 
Geopolitical 
Simulation 

(World 
Peace 
Game) 

Educational 
Literal 

Descriptive 
Socio-

Political 
Simulation 

(PeaceMaker) 

Collaborative 
Narrative 

Game 
(FoldingStory) 

Intercultural 
Training 

Simulation 
(FPCT) 

Massively 
Multiplayer 

Online 
Roleplaying 

Game 
(EVE 

Online) 

Fa
ce

t 

Limited 
Social 

Interaction 
 X   X       

Rich Social 
Interaction X     X X    X 

Community-
Building      X     X 

Resource 
Management X X  X    X   X 

Complex 
World   X X    X  X X 

Abstract 
World       X    X 

Literal World   X X  X  X  X  
Player vs. 

Player X X     X  X  X 

Player vs. 
Environment  X X X X   X  X X 

Collaborative 
Player X X         X 

Limited 
Collaboration         X   

Rich 
Collaboration      X X    X 

Limited 
Narratives            

Rich 
Narrative     X     X X 

Player-
Driven 

Narratives 
  X X X X X  X  X 

World-
Driven 

Narratives 
X X      X  X  

Exploratory 
Problem-
Solving 

    X X X    X 

 

The discussion of game genres will begin with Board Games and its representative in this 

framework—Settlers of Catan.  Settlers of Catan allows as many as four players to compete for 

control over an island.  The island and board are composed of hexagonal tiles containing various 
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resources that must be harvested to build settlements and cities.  The player who emerges with 

the most settlements and cities wins the game.  Players can trade with each other for resources or 

collaborate if they so choose, but ultimately only one player can win the classical version of the 

game.  This game has the facet Rich Social Interaction, but the World-Driven Narrative of the 

game limits the extent to which players can apply complex personal motivations to shape a 

complex outcome.  The Rich Social Interaction is not captured and applied by the game’s 

system.  Settlers of Catan also has the culturally compatible facets Resource Management, 

Player vs. Player, and Collaborative Player.  Still, the World-Driven nature of the game does not 

harness these dynamics.  The individual player either wins or loses.  The Board Game genre as 

represented by Settlers of Catan is not culturally compatible. 

In the realm of Social Network Games, FarmVille was, as of 2012, Facebook’s seventh 

most popular game (Frum), but has since been surpassed by a similar game, CityVille (Zynga, 

2010) (CityVille Wikia) (Babcock).  CityVille takes the mechanics of FarmVille and applies them 

to urban management.  Instead of farmers, the players are mayors and can take on various urban 

planning missions or quests.  A similar game, Mafia Wars (Zynga, 2009), allows players-as-

mafiosos to fight each other and complete underworld jobs to gain money, experience, and 

expand an underworld empire (Getting Started on Mafia Wars).  Players can recruit their friends 

to join their mafia gang and take on other gangs.  Gifts can also be exchanged, often taking the 

form of weapons.  In this way, some of the mechanics from FarmVille are reused in different 

contexts.  Collaboration, roles, and quantifiable metrics for charting player progress are all 

present in these games.  While there is no win-state for these games—players can go on playing 
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indefinitely—the goal of advancing or leveling up through continued play or accomplishing 

quests is clear. 

These games possess the facets: Limited Social Interaction, Resource Management, 

Player vs. Player, Player vs. Environment, Collaborative Player, and is World-Driven.  Limited 

Social Interaction is a strike against this genre of game, but the collaborative facets are culturally 

compatible merits.  However, just as with the Board Game genre, the World-Driven aspect of the 

genre does not allow it to harness the collaborative or cultural dynamics.   

The Historical Literal Socio-Political Simulation genre seeks to literally represent a past 

milieu.  In this game studies construct this genre is represented by 1979 Revolution.  1979 

Revolution is a serialized game that places the player in the midst Iran’s revolutionary period of 

1978 through 1979 and is designed to give the player a sense of what it was like to be an activist 

during this multifaceted and turbulent time (1979 Revolution).  In a relatively short span of time, 

the monarchy of the Imperial State of Iran was overthrown and replaced with an Islamic 

theocracy.  The game’s environments are designed to accurately reflect the Tehran of the time 

and a key collaborator in the game’s production is photojournalist Michel Setboun, who covered 

the Revolution in detail (1979 Revolution).  This genre possesses the facets Complex World, 

Literal World, Player vs. Environment, and Player-Driven Narratives.  Because of the literal and 

complex design of a historical era along with giving the player the opportunity to make culturally 

relevant choices, the Historical Literal Socio-Political Simulation is deemed culturally 

compatible.  Some culturally compatible aspects of the game will now be examined.  The 

mechanics of the game are: 

• Exploration: Explore a city under martial law and avoid detection. (1979 Revolution) 
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• Narrative experience: Experience a deep immersive story. (1979 Revolution) 

• Stealth: Hide and take cover from imposing threat of being captured by the police. 

(1979 Revolution) 

• Mini Games: Unique mini games such as Triage, Shutdown Power Grid, Navigate-a-

Riot, Lead Escapes, Rock Hurling, Dark Room Processing, Graffiti Tagging and 

more. (1979 Revolution) 

• Critical Decisions: Make decisions that affect the outcome of your character's story. 

(1979 Revolution) 

• Collectibles: Collect real photos, recordings, and intelligence. (1979 Revolution) 

 

Of these mechanics, exploration could introduce the player to self-guided learning about 

Tehran’s cultural terrain.  Exploration could teach the player which types of people are most 

likely to be working undercover for the Imperial secret police.  A player’s survival might depend 

on being able to tell the cultural difference between a Kurdish Nationalist and a Union of 

Communist Militants fighter. 

The player’s ability to be stealthy and avoid the Imperial security forces, Islamic 

Republic security forces, or other factional enemies could be enhanced by their own knowledge 

of the cultural terrain simulated in the game.  Of the advertised mini games, Shutdown Power 

Grid, Lead Escapes, Graffiti Tagging, and Dark Room Processing would seem the most 

amenable to cultural expansion.  Perhaps in Shutdown Power Grid, the player must enlist allies 

from different Iranian ethnic groups like Persians, Azeris, Kurds, Turkmen, or Baloch in order to 

successfully complete the mission. 
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In Lead Escapes and Graffiti Tagging, the player might need to know safe routes in a 

constantly shifting political terrain.  Perhaps an Azeri-dominated faction can be relied upon one 

day, but leaves the player's alliance the next.  There may be cultural indicators of this in the 

environment that the player can read—the shifting content in propaganda leaflets or columns in a 

certain newspaper or whether a newspaper has been shut down could be signs of a shift in 

political orientation. 

The quality and color of a character’s clothing could indicate that person’s social class, 

cultural, and political affiliation.  A Shia religious official will dress differently from a Kurdish 

migrant worker.  A Persian Bazaari, or merchant, will dress differently from the wealthy Persian, 

cosmopolitan, secular, hipster.  Further, the astute player may use accents in spoken dialogue to 

distinguish a Balochi from an Azeri.  In such an environment the careful use of graffiti could be 

used to signal friends or provoke enemies across class, ethnicity and political affiliation—if you 

can read the cultural signposts. 

Many rich veins for culturally aware and entertaining gameplay exist—where multiple 

perspectives on a complex historical event can be examined.  What was culture like under the 

Imperial monarchy?  What was the culture of the theocracy?  How should one communicate 

under each culture to be effective in one's mission and survive?  How should gender limit or 

expand a player's movement or constrain communication?  Depending on who you are, who can 

you trust? 

The potential for culturally enriching gameplay is also accentuated by the transmedia, or 

story beyond the boundaries of the game, aspect of its development.  In addition to historically 

informative in-game collectibles, the producers are offering a range of tie-in products including a 
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90-page graphic novel.  This text could focus on minor characters in the game's story, add 

backstory, and provide supplemental content on factions, political affiliations, cultural norms in 

Imperial Iran, cultural norms in theocratic Iran, a graffiti primer, ethnic groups, etc. 

In contrast to the Historical Literal Socio-Political Simulation, the Historical Abstract 

Socio-Political Simulation seeks to represent certain dynamics of a past milieu, but is not bound 

to the details of that place and time.  The genre has the facets of Resource Management, 

Complex World, Literal World, Player vs. Environment, and Player-Driven Narrative.  The 

Player-Driven Narrative capacity, Complex World, and Literal World in particular provide 

robust scaffolding for cultural compatibility.  The Civilization series was used as an exemplar of 

this genre and was particularly examined for its approach to culture. 

Some games in the Sid Meier’s Civilization series provide a partial simulation of culture.  

The Civilization games challenge the player to grow a viable society from the dawn of recorded 

history to the modern era and beyond.  All the while there are other civilizations competing with 

the player’s for dominance.  A full simulation of culture would link the values of the civilization 

to its behavioral manifestations and capabilities.  Further, the dynamics of cultural change over 

time must be simulated as well how civilizations influence and borrow norms, institutions, and 

technology from each other. 

Starting in Civilization III (Firaxis Games, 2001) culture is explicitly mentioned by name.  

Each society in the game is given a culture rating which signifies the size of that society’s sphere 

of influence—the greater the culture rating, the greater the area of influence.  The culture rating 

is increased by the player investing in the infrastructure of her city and the creation of 

monumental architecture like the Pyramids.  As a society’s culture rating is enhanced so is its 
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ability to convert other cities and societies to its control without violent conquest.  Thus, in 

Civilization III culture is defined as relating to political influence more than describing the values 

of a specific society. 

The civics model in Civilization IV (Firaxis Games, 2005) is closer to describing cultural 

orientations or values.  The civics model covers the categories: Government, Legal, Labor, 

Economy, and Religion (Civilization Wikia, “List of Civics”).  The player can specify the degree 

of freedom their citizens have by selecting one of five settings for each category.  For example, 

in the Government category the settings are: Despotism, Hereditary Rule, Police State, 

Representation, and Universal Suffrage (Civilization Wikia, “List of Civics”).  The Labor 

settings are: Caste System, Emancipation, Serfdom, Slavery, and Tribalism (Civilization Wikia, 

“List of Civics”).  These civics settings are closer to a set of comprehensive cultural dimensions.  

However, the deepest cultural dimensions charting the atomic or fundamental level of society, 

are missing.  What is the culture’s orientation regarding changeability of human nature or 

tradition?  We do not know.  We only have the specific political arrangement resulting from the 

interaction of many invisible cultural forces. 

In Civilization IV, culture and a new feature called “social policies” are linked.  The 

previous mechanic of linking the building of monuments to cultural prestige and influence is 

preserved, such that an increased culture rating allows the player to buy social policies 

(Civilization Wikia, “Social Policies”).  The ten categories of social policies are: Tradition, 

Liberty, Honor, Piety, Patronage, Order, Autocracy, Freedom, Rationalism, and Commerce 

(Civilization Wikia, “Social Policies”).  As the player progresses through historical periods, more 
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social policies become available for purchase with culture-rating points (Civilization Wikia, 

“Social Policies”). 

Some social policies, like those in the Tradition category, will help expand a society’s 

cultural sphere of influence (Civilization Wikia, “Social Policies”).  However, a Tradition policy 

like Monarchy will also reduce the happiness of the citizens in the capital (Civilization Wikia, 

“Social Policies”).  In this way cultural values are linked to governmental policies like Socialism, 

which in turn, are sometimes attached to a society’s influence over its own citizens as well as 

others.  Here we have a much more holistic approach to culture, including an attempt at creating 

deep cultural dimensions and linking them to political practices.  One can imagine an educational 

version of Civilization where the culturally oriented mechanics are dominant.  Such a game 

could facilitate discussion on the influence of culture on class, economic status, technological 

progress, societal stability, and evolution. 

Jane McGonigal’s World Without Oil falls into the genre of Prescriptive Socio-Political 

Simulations.  Prescriptive simulations explore possible solutions to current or future problems.  

They possess the facets: Limited Social Interaction, Player vs. Environment, Rich Narrative, 

Player-Driven Narrative, and Exploratory Problem-Solving.  Such games or simulations are only 

weakly culturally compatible due to the lack of a Complex World and Limited Social Interaction.  

Player-Driven Narratives and Exploratory Problem-Solving, however, are facets that partially 

bias this genre towards cultural compatibility—cultural values must be completely carried by the 

players and their desire to work together to solve a problem posed by the game world. 

In World Without Oil it would be up to players, on their own initiative, to embed their 

values in the document derived from gameplay called “A to Z: A World Beyond Oil” 
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(McGonigal 2011).  Player suggestions included how to build architecture without oil, prayers 

and sermons from religious and spiritual leaders about to how practice compassion during the 

crisis, and how to build more resilient communities and neighborhoods (McGonigal 2011). 

Macon Money by Area/Code is an example of the Social Impact Game genre.  This genre 

has the facets: Rich Social Interaction, Community-Building, Literal World, Rich Collaboration, 

Player-Driven Narratives, and Exploratory Problem-Solving.  The Social Impact Game genre is 

eminently culturally compatible.  Its ability to draw forth values through rich player-to-player 

interactions focused on problem-solving and could be captured through the Community-Building 

facet. 

Macon Money easily qualifies as a culturally compatible game in spite of having only one 

player role.  This is because if deployed interculturally, it can facilitate intercultural interaction.  

To deploy the game interculturally, the administrators must deliberately distribute the bonds 

based on subculture or demographic group instead of by zip code. 

Game designer Luis von Ahn is a pioneer in the genre called “game with a purpose” 

(GWAP), games that are placed under Social Impact Games in this construct.  Von Ahn designed 

a number of human computation games that provide a solution to a problem as a side effect of 

play (Von Ahn and Dabbish).  One such game is The ESP Game, which became Google Image 

Labeler (Von Ahn, 2006) when acquired by Google.  Players compete to provide meaningful 

labels to images and as of July 2008, 200,000 players had contributed more than fifty million 

labels (Von Ahn and Dabbish).  This game and a number of others are focused on collaborative, 

online, content labeling designed to improve the accuracy of search results (Von Ahn and 

Dabbish).  Von Ahn’s games have clear and quantifiable goals, players’ scores are tracked, and 
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players are allowed to complete and collaborate, but are limited to a single role.  In order to make 

such games culturally compatible, a designer would have to increase the number of player roles, 

add a mechanic for capturing player narratives, and enrich the social interactions between 

players. 

Sentiment Quiz (Modul University Vienna, 2008) is a GWAP for capturing political 

sentiment that asks players to identify the semantic content of political sentences for further use 

in online sentiment detection algorithms (Rafelsberger and Scharl).  This game is much more 

explicitly culturally related, is collaborative, but lacks differing roles.  It may be of some value to 

know the identities the players carry within them.  Are they parents?  Are they under forty or 

over forty?  What do they do for a living?  Are they secular, pious, or spiritual, but not religious?  

Are they Kurdish, Armenian, Ewe, Hausa, Igbo, Xhosa, Hispanic, African-American, East 

Asian, or South Asian?  Perhaps this deficiency could be offset by directly collecting 

demographic information on each player’s cultural background before gameplay. 

John Hunter’s World Peace Game is the exemplar of the Educational Abstract 

Prescriptive Geopolitical Simulation genre.  Hunter is an elementary school teacher who 

developed his game to teach students how to grapple with and resolve complex problems 

together (Hunter 2013).  The Educational Abstract Prescriptive Geopolitical Simulation has the 

facets: Rich Social Interaction, Abstract World, Player vs. Player, Rich Collaboration, Player-

Driven Narratives, and Exploratory Problem-Solving.  The genre is culturally compatible, but is 

limited by the Abstract World, which does not fully access real world cultures and values. 

In 1964 futurist and inventor Buckminster Fuller submitted a proposal to the United 

States Government for something called the World Game (Fuller, 1964) (Keats).  The World 
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Game was designed to produce a plan to govern the world and distribute its resources equitably 

without the interference of selfish or belligerent national governments (Keats).  Naturally, almost 

no government is interested in bringing about its own demise, so the project was not funded.  

Fuller continued to develop his World Game, in which players representing each of the world’s 

nations negotiate to bring about a world in which everyone wins (Keats).  The World Game is an 

Educational Abstract Prescriptive Geopolitical Simulation in my genre construct.  It is abstract 

and not literal because it does not simulate the interests and cultural biases of the national 

governments and regions of the real world. 

While Fuller’s World Game uses real-world nations, Hunter’s World Peace Game uses a 

much smaller number of abstract nations including a superpower representing the United States, 

an oil-rich country representing any number of Middle Eastern nations, and so on (Hunter 2013).  

Hunter’s players occupy head of government and cabinet positions and must resolve fifty major 

and minor crises across a three dimensional map that encompasses territory under the sea, the 

surface of the Earth, the sky or atmosphere, and outer space (Hunter 2013).  The abstract nations 

in the game do have geopolitical interests and some rudimentary cultural distinctions, so this is a 

step towards greater cultural compatibility. 

Other games belonging to the Educational Abstract Prescriptive Geopolitical Simulation 

genre are worth examining.  Face-to-face simulation games—popular in the 1960s and 1970s—

were also evaluated.  These games were developed for education and training following the 

widespread embrace of the experiential learning approach.  Experiential learning and similar 

theories state that people learn best by doing and not through rote education alone (Horn and 

Cleaves) (Murphy).  Board and roleplaying games were constructed to teach people about how 
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individuals perceive reality and communicate across culture, history, ecological management, 

urban development, religious concepts, marketing, international politics, healthcare, and 

economic policy (Horn and Cleaves). 

A number of instructional simulation styles underlie the design of face-to-face social 

science simulation games as described by political scientist Dorothy R. Dodge.  The Bargaining 

instructional approach challenges students with exploring the concepts of social power and 

influence (Horn and Cleaves).  The Process model approach seeks to shed light on the 

procedures and formal structures of political institutions like governments in the United States or 

the United Nations (Horn and Cleaves).  Often multiple instructional approaches are present in 

the same game (Horn and Cleaves). 

Some instructional approaches present in these games also support the definition of a 

culturally compatible game.  One instructional approach is Roleplaying, where students place 

themselves in another person’s position and pursue their goals (Horn and Cleaves).  This allows 

the student to see the dilemmas of others in society from the inside (Horn and Cleaves).  

Roleplaying also conveniently connects to roles within a culture.  Finally, the Problem-Solving 

instructional approach allows players to experience gains, trade-offs, and conflicts in a given 

social situation and inspires students to do their own research into the simulated milieu in order 

to improve their efficacy in the game (Horn and Cleaves).  The ability to engage problem-solving 

is a key component of the culturally compatible game. 

The vast majority of these simulation games possess quantifiable goals, allow various 

roles for players, foster collaborative dynamics, and provide a game structure amendable to 

building culturally compatible games.  The Value Game (Linehan and Irving, 1970) is an 
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example of one such game.  The Value Game was designed to “demonstrate the lack of ethical 

consensus among any randomly selected group of people.” (Horn and Cleaves 555)  This is a 

good opening for a discussion of value orientations.  

Culture is an explicit focus for a number of simulation games.  Games like Survival 

(Parthenon Publishing Company) and Agitania, Meditania, Solidania (Hayden Book Company) 

are intended to illustrate the underlying dynamics of intercultural communication (Horn and 

Cleaves).  In Survival players are stranded on a desert island and must consider how they will 

survive for a number of years and how their simulated culture and society will evolve (Horn and 

Cleaves).  In Agitania, Meditania, Solidania, players are divided into three simulated cultures 

and tasked with roleplaying their culture’s communication style and values while interacting 

with other cultures (Horn and Cleaves).  Players must account for differences in cultural 

orientation regarding time, physical contact, greetings, money, and work (Horn and Cleaves).  

Shipwreck (Scholastic, 1974) is similar to Survival, except formatted in such a way that players 

must make seven important decisions regarding leadership; essential jobs; how to divide land 

and property; what to do about money; how to deal with dissent, laws, and enforcement, and how 

to cope with another group that demands half the island (Horn and Cleaves). 

The game Simulating the Values of the Future (Helmer, 1971) is relevant to the topic of 

culture because the values of players are specifically engaged while designing a future society.  

The participants must decide how much to invest in a series of future developments, given their 

potential consequences, and make moral judgments about alternate futures (Horn and Cleaves).   

Twenty developments are considered, including: fertility control, one hundred year life spans, 

personality control drugs, artificial life, the role of teaching machines, weather control, genetics, 
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advanced techniques of opinion control, thought manipulation, and continued space travel (Horn 

and Cleaves).  Not only do these issues provoke discussion of cultural values, but many of the 

issues are already with us in the present. 

BaFa BaFa (Shirts, 1973) is a roleplaying, problem-solving, and bargaining game which 

was developed to teach personnel how intercultural communication problems can arise (Horn 

and Cleaves).  The game divides players into two cultures—Alpha and Beta—each having its 

own norms and values (Horn and Cleaves).  The goal is to learn about the opposing alien culture 

and report accurately on their norms and values (Horn and Cleaves). 

Identity (DeKock, 1975) has players create a fictional character by making decisions 

regarding his or her attitudes and values along a host of dimensions like, use of time, self-image, 

work, family, power, and freedom (Horn and Cleaves).  Such a game is by nature culturally 

compatible.  Kidney Machine (University Associates, 1974) has players collectively decide 

which of five fictional people should receive a life-saving kidney treatment (Horn and Cleaves).  

This game also provides a rich opportunity for applying values to play. 

SIMSOC: Simulated Society (Gamson, 1978) is an extensive simulation game that does 

just what the title says, creating a small society including economic, social, and political 

institutions (Horn and Cleaves).  Economic and social inequality are built into the initial 

conditions of the game (Horn and Cleaves).  Players occupy roles in the society and must pursue 

a social structure which supports their aims (Horn and Cleaves). 

In the genre of Educational Literal Descriptive Socio-Political Simulations, the 

simulations attempt to describe the complexity of real world social, political, and economic 

dynamics for educational purposes.  This genre has the facets: Resource Management, Complex 
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World, Literal World, Player vs. Environment, World-Driven Narrative.  The genre is mostly 

culturally compatible.  While it facilitates the simulation of a Complex and Literal World, it is 

not ideal for collaboration between rich player identity narratives. 

PeaceMaker is emblematic of this genre and is a governmental simulation game that 

describes the Israeli-Palestinian conflict (Gonzalez and Czlonka).  Its instructional approach is a 

combination of Roleplaying, Process model, and Bargaining.  The player chooses the role of the 

President of the Palestinian Authority or the Prime Minister of Israel and has the goal of 

resolving the conflict peacefully (Gonzalez and Czlonka).   

Each side has the demands of various political factions to cope with along with economic 

variables and popular support to consider when making decisions (Gonzalez and Czlonka).  The 

player must consider the risks and benefits of cooperating with the opposing side and how such 

actions will be perceived by one’s constituents, the opposing side, and the international 

community (Gonzalez and Czlonka).  The game elegantly illustrates the complexities of the 

conflict, yet does not allow players to collaborate with each other or explore solutions outside of 

the strict limitations of the game mechanics.  A third way cultural perspective in the form of a 

new political party or protest movement that may resolve the conflict is not allowed. 

The political protest movement game A Force More Powerful (BreakAway, Ltd., 2005) 

and its successor game, People Power (BreakAway, Ltd., 2010) seek to educate opposition 

movements on how to non-violently overthrow oppressive governments.  This is accomplished 

by illustrating the underlying political dynamics of an oppressive regime and how resistance to it 

affects others (LaMosca).  Such games tend to address culture indirectly, yet possess quantifiable 
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goals and provide players with assorted roles, but do not necessarily allow for collaborative 

dynamics, instead challenging the player to cope with a socially complex system on their own. 

The Collaborative Narrative Game genre is represented by FoldingStory, a social game 

with an emphasis on collaborative storytelling.  It possess the facets: Player vs. Player, Limited 

Collaboration, and Player-Driven Narratives.  A player can write the first line of a new story 

before passing it on to the community for extension, or contribute a line to an existing story 

(FoldingStory).  Players are only allowed 180 characters per contribution, have four minutes to 

write a line, and can only add one line per story (FoldingStory).  These mechanics reward diverse 

and fast play.  FoldingStory’s mechanics add real-time pressure since only one writer can 

contribute to a story at a time (FoldingStory).  The player that submits first gets their line in 

(FoldingStory).  Players have the option of voting for the most entertaining or compelling stories 

and leaderboards are maintained for both high-scoring stories and players (FoldingStory).  While 

no win-state is present, scoring points is a definite goal.  Collaboration and differing roles such 

as “story starter,” “story contributor,” or “voter” (FoldingStory) are integral to the game.  

Unfortunately, such a game is only weakly culturally compatible.  While it allows for players’ 

identities to enter the gamespace as narratives and allows players to collaborate, but does not 

provide the players with an environmental challenge that would cause cultural values to be 

relevant.  

The Intercultural Training Simulation genre is represented by FPCT.  This genre 

possesses the facets: Complex World, Literal World, Player vs. Environment, Rich Narrative, 

and World-Driven Narratives.  FPCT was three-dimensional first-person simulation designed to 

teach warfighters how to interact in a culturally appropriate way with Afghan and Iraqi civilian 
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populations (Zielke et al. 2009a) (Zielke et al. 2009b).  It is mostly culturally compatible due to 

its ability to simulate a Complex World based on contemporary cultural conditions and 

accommodate a Rich Narrative.  However, it does not meet the highest form of cultural 

compatibility where there is the possibility of collaboration between players to solve an open-

ended problem.  In this way, FPCT is similar to PeaceMaker, but is much more detailed in its 

depiction of culture.  The development of FPCT will be discussed at length in Chapter Four. 

The Massively Multiplayer Online Roleplaying Game (MMO) genre is represented by 

EVE Online in this construct.  Rich Social Interaction, Community-Building, Resource 

Management, Complex World, Abstract World, Player vs. Player, Player vs. Environment, 

Collaborative Player, Rich Collaboration, Rich Narrative, Player-Driven Narratives, and 

Exploratory Problem-Solving.  This genre is the richest in game facets and is the most culturally 

compatible, providing for many forms of player engagement cultural narratives—especially 

collaborative and open-ended problem solving. 

EVE Online takes place in a far future interstellar setting were players compete with each 

other independently and collectively for dominion in the distant New Eden galaxy (Groen).  

When players work collectively, they organize themselves into corporations and groups of 

corporations called alliances (Groen).  The game is intensely geopolitical and contains its own 

market economy.  Additionally, the game is infamous for its “emergent” gameplay—espionage, 

sabotage, and theft are normative within and outside of the game world (Groen) (Carter et al. 

2016).  Indeed, some players take the game so seriously they are called “poopsockers” because 

of their reluctance to use the bathroom while playing the game (Carter et al. 2016).  Wars 

involving alliances of thousands of players on a side are not uncommon (Groen).  EVE Online is 
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often played in a Realpolitik, or politically realistic, fashion and accommodates player-driven 

state-formation, civil wars, and state collapses.  Its mechanics provide for a high degree of 

verisimilitude with the real world and can easy carry cultural values. 

Research was conducted on the motivations of those participating in online communities 

as well as game-player motivations and the MMO genre.  Edward Castronova’s work in the field 

has been particularly valuable.  He even suggests that the real world could benefit from the 

balance and meritocratic aspects in the design of successful MMOs (Castronova). 

The motivations of those participating in online communities and MMOs varied.  Players 

often cite a range of reasons for playing such games over time—goal seeking, competition, 

socializing, teamwork, discovery, and customization (Williams and Yee; Taylor; Schell).  

Balance and fairness in a game were also valued (Castronova).  Additional research into online 

communities revealed values facilitating engagement were: individuals being recognized for 

their uniqueness, challenging individual activities, and challenging group activities (Cheng and 

Vassileva; Cosley et al.; Farzan, DiMicco, and Brownholz; Ling et al.; Rodriguez et al.; Schell). 

Player motivations can be reduced to four: to achieve mastery in the game, to de-stress, to 

have fun, and to socialize (Zichermann and Cunningham).  Further, Richard Bartle’s studies of 

MMO players show there can be as many as sixteen player types, the four basic types being 

Achievers, Explorers, Killers, and Socializers (Zichermann and Cunningham).  For the Achiever 

the point of the game is to advance towards the game’s goal and win (Zichermann and 

Cunningham) and are analogous to the term “Power Gamers” (Taylor).  Explorers derive 

pleasure from discovering hidden aspects of the game world and sharing these discoveries with 

others (Zichermann and Cunningham).  The Killer is the player who wishes to achieve through 
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disrupting the game experience for others (Zichermann and Cunningham).  Socializers play the 

game to build or maintain relationships with other players (Zichermann and Cunningham). 

Other players play mostly for fellowship or escape and use dialogue appropriate to their 

character and its race according to the game’s mythology.  Game scholar T.L. Taylor identifies 

these players as Roleplayers, which are similar to Bartle’s Socializers.  Some players in EVE 

Online roleplay the race of their character—the ultra-religious Amarr slave-holder, the secular 

and libertarian Gallente, or the resourceful and tribalistic Minmatar (Carter et al. 2016).  On the 

topic of social and collaborative play, just as there are corporations and alliances in EVE Online, 

other MMOs also have formal associations of players commonly known as guilds or clans, 

complete with guild banks where wealth can be accumulated and shared. 

With all these concepts in mind, it is possible to evaluate the best game genres for 

cultural compatibility.  The definition of a culturally compatible game is one that (one) allows 

players to collaborate with or compete against each other or a complex system, (two) has a 

quantifiable set of goals, and (three) can accommodate role-based rules of behavior or 

roleplaying.  Finally, (four) a culturally-compatible game should be immersive, or narratively 

rich and pervasive, in the way that culture exists in the real world. 

The genre of Social Network games automatically meets the requirement of 

collaboration.  Up to seventy-five percent of Social Network gamers are Socializers and 

Explorers.  Achievers are ten to twenty percent and Killers are five percent (Zichermann and 

Cunningham).  While such games do not explicitly address culture in their collaborative 

mechanics, they present a game structure amendable to building in cultural attributes due to their 

collaborative, goal-orientation, and role accommodation. 
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Both the Educational Abstract Prescriptive Geopolitical Simulation and Educational 

Literal Descriptive Socio-Political Simulation genres are culturally-compatible as they contain 

rich, immersive, narratives and capture political motivations.  In some aspects the Collaborative 

Narrative Game is among the most appropriate for carrying cultural attributes, not because it is 

necessarily narratively rich, but because it allows players to construct stories together.  This 

capability is enough in itself.  The Intercultural Training Simulation genre is instantly 

appropriate since its express purpose is to simulate cultural values.   

Finally, the Massively Multiplayer Online Roleplaying Game is the strongest culturally 

compatible genre since it allows for Exploratory Problem-Solving, Community-Building, and 

Rich Narratives.  MMOs can be highly immersive and engaging.  With the analysis of culturally 

compatible games complete, the next chapter will show how a highly-realized approach to 

culture was represented in FPCT.  The model of culture in FPCT drew upon the Cultural 

Orientations Framework as described in Chapter Two and some of the principles of game design 

mentioned in this chapter in order to engage and immerse players in an intercultural experience. 
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CHAPTER 4 

CULTURAL SIMULATION IN INTERCULTURAL TRAINERS 

 
 

Education should be related to an intercultural and interdependent world. A world in 
which education teaches man to foster sharing attitudes, to compete with oneself and 

not with others, learning to be tolerant, and to develop pity and solidarity for the 
suffering of mankind. 
-Miguel Angel Escotet 

 

This chapter will first discuss theoretical approaches to simulating culture and devise 

criteria for developing a cultural simulation.  These criteria will be used to examine the work of 

cultural simulation designer Elaine Raybourn.  After this, a range of intercultural training 

simulations will be critiqued.  Finally, in Chapter Five, the development of FPCT will be studied 

at length after which the value of agent-based modeling to cultural simulation will be 

established. 

When creating a unitary approach to simulating culture, it is useful to examine two 

military approaches to understanding a cultural terrain.  These are PMESII and DIME where 

PMESII stands for the variables of the operational environment: Political, Military, Economic, 

Social, Information, and Infrastructure dimensions of region (Salmoni and Holmes-Eber).  

Whereas DIME represents the elements of national power—Diplomatic, Information, Military, 

and Economic—which a national government wields over its territory (Salmoni and Holmes-

Eber). 

The Five Operational Culture Dimensions consolidate and reframe PMESII and DIME 

approaches into a single construct specifically focused on culture.  The dimensions are: 
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• Environment.  All cultures have developed a unique interdependent relationship with 

their physical environment. (Salmoni and Holmes-Eber) 

• Economy.  All cultures have a specific system for obtaining, producing and 

distributing the items that people need or want to survive in their society. This system 

(which does not necessarily require money or banks) is called the economy of a 

culture. (Salmoni and Holmes-Eber) 

• Social Structure.  All cultures assign people different roles, status and power within 

the group. The way that people organize themselves and distribute power and status is 

called their social structure. (Salmoni and Holmes-Eber) 

• Political Structure.  All cultures have a system that determines who leads the group, 

and how they make decisions about its welfare.  How a group is ruled (and it may not 

be by a specific person or set of people) is referred to as the political structure of a 

culture. (Salmoni and Holmes-Eber) 

• Belief Systems.  All cultures have a shared set of beliefs and symbols that unite the 

group. (Salmoni and Holmes-Eber) 

 

With these foundational dimensions of cultural simulation selected, more detail must be 

added in order to arrive at a more complete and dynamic conceptual model of culture.  Dynamics 

can emerge from the contagion-like spread of cultural ideas or behaviors from person to person.  

Several relevant approaches have been identified for modeling culture as a dynamic system, 

where the simulated beings are known as agents: 
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• Contagion.  In this approach behavior can only be copied directly from one agent to 

another through social contact, a simple echoing of behavior. (Ntuen) 

• Via a common pool of cultural information.  In this approach an agent can select a 

behavior from a set of social norms, without coming into direct contact with another 

individual exhibiting that behavior. (Ntuen) 

• Random walk.  An apparently stochastic meandering of cultural meme appearing over 

time. (Ntuen) 

 

Contagion is a preferred approach for the highest fidelity cultural simulations.  Humans 

are not omniscient and so cannot copy cultural behavior they are unaware of.  The random 

spread of a cultural meme defeats the purpose of allowing a natural process of contagion to take 

place.  Once the definition of cultural simulation is placed in the context of environment, 

economics, social structure, political structure, beliefs, and the spread of cultural information 

throughout a milieu, the simulated interpersonal behavior of human beings can be explored 

further.  The Institute for Creative Technologies has developed a number of intercultural training 

simulations that place these qualities of a full-bodied cultural model into a larger context. 

In one such paper culture is defined as “a set of rules that a group has common 

knowledge of and orientation towards.” (Traum 435)  The rules of culture are described as 

Normative, or “how people in certain roles should behave,” Communicative, or what behavior 

means in different contexts, and Inferential, or the rules that define “what new knowledge can be 

derived from existing knowledge” (Traum).  All of these rules are relevant to a cultural 

simulation depending on its purpose and resolution.  For a high-resolution intercultural training 
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simulation, Normative and Communicative rules are of particular interest—Inferential rules, less 

so.  

Furthermore, there are two general types of cultural models—internal and external 

(Traum).  An external model of culture “is one that is meant to cause an observer of the agent to 

see the agent as behaving according to that culture (and thus perhaps a member of the culture 

group with a specific role in that group).” (Traum 437)  Such an agent has no knowledge of its 

own behavior, the behavior of others, or the culture it belongs to (Traum).  An example of an 

externally modeled cultural agent is one that is purely physically rendered and does not move 

about in a virtual world (Traum).  This agent manifests a generic set of cultural non-verbal 

behaviors based on the distance between speakers, eye gaze, facial expressions, posture, and 

gestures (Traum).  Here, appearance is more important than an agent’s communal pattern of life. 

An internal model of culture gives the agent the ability to react to others based on an 

awareness of its own cultural and motivational rule set (Traum).  These rules can enable 

decisions based on cultural constraints regarding appearance, behavior, meaning, context, and 

frequency of behavior (Traum).  An awareness of self allows the agent to respond to social 

situations based on its identity (Traum).  Awareness of others allows the agent to adapt its 

behavior based on the entity it is interacting with (Traum).  If an agent is interacting with a male 

agent or female entity, a friend or enemy, it can change its conversational options accordingly. 

As a cultural simulation concept matures, some challenges should be considered: 

• Modeling Strategy.  Does the modeling approach match the target problem in the real 

world?  A lack of attention, unrealistic expectations about what can be modeled in the 
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real world, and how close a relationship there is between model and the real world are 

sources of problems. (Numrich and Tolk) 

• Verification, validation, and accreditation.  Verification, validation, and accreditation 

(VV and A) standards address the following questions: Does the model function 

according to its design?  Does the model represent reality to the extent it claims to?  

Is the model vouched for by any organization or institution?  The challenge here 

involves translating standards for the validation of models of physical systems to 

cultural models. (Numrich and Tolk) 

• Modeling tactics.  Is the internal structure of the model based on inaccurate 

individual, social, and cultural behavioral premises?  The scope of the model must be 

properly matched to the phenomenon modeled. (Numrich and Tolk) 

• Differences between modeling physical phenomena and human behavior.  Issues arise 

when there are outsized expectations of how much certainty in modeling human and 

organizational behavior.  Danger looms in not accurately accommodating the 

changing dynamics of human social systems. (Numrich and Tolk) 

• Combining components and federating models.  Linking models together into a larger 

unified whole can change the nature of system operation.  Connecting specialized 

models with different functions and simulating behavior at varying levels of 

resolution poses a challenge. (Numrich and Tolk) 

 

Some of the above issues—especially verification and validation—will demand an 

iterative focus for months or years.  If a cultural simulation is in continuous use, it should be 
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reassessed periodically.  Perhaps it can be improved with new information or technology.  If a 

cultural model and simulation is expanded to accommodate more functionality and address 

additional goals, its verification and maintenance must also continue. 

From this exploration of the theory of cultural modeling, a thorough cultural simulation 

can be said to be: (one) complete, meaning combining internal and external cultural modeling.  

An internal model allows for key narratives and identities vital for seeding dynamism in the 

simulation.  A thorough cultural simulation can also be said to possess (two) system dynamics, 

or interactions between a federation of models producing a complex, realistic, rich, political, 

social, cultural, and economic milieu.  Also, a thorough cultural simulation must have (three) 

some appropriately-defined scope or resolution.  The authors of the cultural simulation must 

select the correct modeling strategy for the purpose of the overall simulation.  This includes 

defining which political entities are relevant, which social groups and cultural roles should be 

simulated, which universal human and cultural behaviors should be present, define the 

environment of the cultural simulation and its physical limits, and the degree to which economic 

activity should be represented given the goals of the overall simulation.   

Finally, a cultural simulation must be (four) evaluated for cultural accuracy.  This is the 

process of verification and validation.  When critiquing an intercultural training simulation from 

the perspective of the learner, one could use a methodology derived from Dorothy Dodge’s 

experiential simulation instructional approaches.  The player should engage in some degree of 

(one) roleplaying, (two) problem-solving, (three) bargaining, or (four) process model navigation. 

A topic of this chapter is an examination of finished cultural simulations.  In the realm of 

military-oriented training simulations, the work of Elaine Raybourn stands out.  In 1999 
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Raybourn developed a theoretical design approach for an intercultural training simulation, the 

Simulation Experience Design Method (SEDM).  SEDM was the foundation of the Adaptive 

Training Leadership (ATL) system: a non-violent, intercultural training simulation for U.S. Army 

Special Forces in 2003 (Raybourn 2007).   

Raybourn describes SEDM as “a method of game experience design and evaluation 

developed by the author that was influenced by the human-computer interaction discipline and 

prior work on developing persistent collaborative virtual environments and that over time has 

been imported to the development of serious games.” (Raybourn 2008, 2)  SEDM is imagined as 

a set of experiences that take place before, during gameplay, and after in an “emergent, adaptive, 

cultural context” (Raybourn 2008).  The aforementioned experiences encompass the 

consequences of the player thinking and acting in certain ways (Raybourn 2008).   

In SEDM the gameplay experience is designed to be open-ended and contains no 

convenient series of right or wrong choices to the problems presented in the simulation 

(Raybourn 2008).  In order to implement the intercultural process of discovery, one must 

understand how interactions, narratives and scenarios, communication, and the environment 

defines people and place (Raybourn 2008).  The steps in design process include: the relevant 

types of communication and interactions used in the area of interest, the places or contexts in 

which they occur, the resident narratives that guide behavior, and the culture that emerges from 

communication (Raybourn 2008).   

Raybourn’s SEDM highlights problem-solving as a challenge, which of course is among 

Dodge’s instructional approaches.  Further, it is important to note Raybourn’s mention of 

“resident narratives.”  Stories are incredibly important to understanding a culture.  This 
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transcends overt folktales, myths, legends, films, and novels.  The identities that people hold can 

themselves be interpreted as stories that define who they are. 

As SEDM establishes the value of assessing the player after gameplay is over, Dodge 

also emphasizes the value of having the instructor/facilitator debrief players after gameplay 

(Horn and Cleaves).  Raybourn accentuates the importance of an After Action Review (AAR) or 

assessment feedback process involving players and instructors (Raybourn 2007).  Assessment is 

vital for improving the training simulation as well as certifying the players’ degree of 

intercultural competence (Raybourn 2007).  This AAR is described as, “a debriefing period in 

which key learning points and participant performance are discussed in a large group after an 

exciting game session” (Raybourn 2008, 304).  Sometimes this assessment is conducted 

informally, at other times formally or enhanced by computer (Raybourn 2007). 

The AAR Real-time In-Game Assessment Evaluation and Feedback system was 

developed to hone metacognitive ability, or capacity to reflect upon and analyze your own 

thoughts and those of others (Raybourn 2009a) (Raybourn 2009b).  This is an approach that 

highlights learning through experience.  This assessment system places trainees, instructors, peer 

evaluators, and subject matter experts into the simulation as player characters or as evaluators 

(Raybourn 2009a) (Raybourn 2009b).  Peer evaluators help those in the debriefing to link 

intercultural competence theory to actions while trainees are asked to justify their decisions 

(Raybourn 2009a) (Raybourn 2009b).  However, the Real-time In-game Assessment Evaluation 

and Feedback system relies on human action for evaluation (Raybourn 2009a) (Raybourn 

2009b).  An automated system could save both effort and standardize evaluation (Raybourn 

2008) (Raybourn 2007).  The theme of automating functionality is important.  Creating 
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artificially intelligent cultural agents, automating the AAR capability, and the generation or 

alteration of new virtual training environments are functions that will only grow more valuable 

over time.  

Thus, the cultural simulation of ATL is assessed as thorough, providing internal and 

external models of culture.  Of course, the internal model is provided by live subject matter 

expert-roleplayers acting as Afghans or other target populations.  The system dynamics exist in 

cultural accuracy of the three-dimensional terrain, the cultural narratives roleplayers are given, 

their skill in portraying those narratives, and the appropriateness of the larger scenario itself.  If 

the constituent parts are convincing, the theater of cultural simulation comes alive.  The scope of 

ATL is confined to a single community and the cultural simulation does not exceed its abilities.  

Finally, the simulation was well-researched and evaluated by subject matter experts (SMEs).  In 

terms of instruction, ATL restricts the student-player to a single role of a soldier, but does 

challenge them to solve problems, bargain, but no process model navigation. 

Other military-oriented, non-kinetic, intercultural education simulations include 361 

Interactive’s CultureGear, which trains warfighters prior to deployment.  It is described as a 

“computer-based training and self-assessment tool that promotes warfighters’ ability to assess 

and proactively shape their cultural environments in order to achieve mission success regardless 

of deployment location” (Boiney and Foster 20).  The sorts of missions warfighters could be 

assigned include counter-insurgency, disaster relief, stability-support operations, and foreign 

forces training (Boiney and Foster). 

The cultural simulation is not complete, however, apparently lacking an agent-based 

internal model of culture and the system dynamics of a thoroughly cultural simulation.  
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CultureGear’s scope as computer-based training is limited, but well-defined.  The system gives 

the participants the opportunity to assess their own cultural biases and is well evaluated by SMEs 

(Boiney and Foster).  In terms of instruction, CultureGear allows the player to inhabit the role of 

a soldier and gain some cross-cultural awareness as well as provide some problem-solving 

challenges, but no bargaining or process model navigation.  

Alelo, Inc. has developed a number of intercultural training simulations, but also 

conducted a research project called Commonsense Socio-cultural Models for Culture Training in 

Serious Games (Boiney and Foster).  The aim of this project was to improve the fidelity of 

artificially intelligent cross-cultural conversational models (Boiney and Foster).  Companies like 

VCOM3D and Soar Tech have developed sophisticated cultural agents that demonstrate 

appropriate non-verbal communication for a number of cultures (Boiney and Foster).  These 

efforts offer enhancements for internal and external models of culture. 

The Ackoff Collaboratory for Advancement of the Systems Approach (ACASA) at the 

University of Pennsylvania developed the training simulation game NonKin Village (Silverman 

et al. 2009).  It was designed to allow one or more players to enter a simulated world as first-

person characters and train on rapport-building with the agent-based population (Silverman et al. 

2009).  This agents are motivated by political, military, economic, social, infrastructure, and 

information concerns (Silverman et al. 2009).  The player is challenged with learning enough 

about the agents’ culture and concerns to successfully influence them (Silverman et al. 2009).  

Here we have a thorough cultural simulation—internal and external cultural models, system 

dynamics created by interacting autonomous agents and a number of models simulating factions 

in the community, the conversation topics agents select, and which activities the agents engage in 
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on a daily basis.  NonKin Village also contains an appropriate scope, and had its underlying 

cultural knowledge engineering research supported by the Office of Naval Research, the Air 

Force Office of Scientific Research, and the Marine Corps (Silverman et al. 2009).  As an 

intercultural training simulation NonKin Village is similar to ATL in that NonKin Village could 

accommodate scenarios tasking the player with roleplaying, problem-solving, bargaining, and 

process model navigation.  NonKin Village has since lost its government backing, however.  In 

the years since 2009, when the American participation in the Iraq War waned, funding also 

steeply declined for sociocultural simulations.   

NonKin Village is primarily targeted toward a military training audience and so 

reproduces an Afghan village, though other environments are possible (Silverman et al. 2009).  

The underlying simulation models represent social support networks, insurgent groups, daily life 

patterns, agent perception of others, agent physiology and emotions, and the influence of culture 

(Silverman et al. 2009).  Agents account for cultural social norms that can be honored or 

transgressed by the player (Silverman et al. 2009). 

The system of cultural norms defines offenses on ten point scale and along four separate 

axes of transgression—Faux Pas, Violence, Taboo, and Materialistic (Silverman et al. 2009).  

Based on the severity of the transgression, the agent’s self-esteem is degraded, their emotional 

state is changed, their perception of the player(s) will be altered, and the agent will then choose 

the appropriate dialogue response (Silverman et al. 2009).  If a norm is transgressed, the player 

can attempt an atonement action, which will be evaluated by the agent population (Silverman et 

al. 2009).  Context is also important to simulating culture in the game—social rules and 

behaviors can be linked to roles (Silverman et al. 2009).  Men, women, and children within a 
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given culture may participate in different behaviors and hold different beliefs (Silverman et al. 

2009).  Based on a given activity, whether shopping or having tea, agents can be assigned 

appropriate roles, attitudes, and behaviors (Silverman et al. 2009). 

At NonKin Village’s core is the Performance Moderated Functions Server model 

(PMFserv), a “model of models” (Silverman et al. 2006).  PMFserv is the artificial intelligence 

model or human behavioral simulator driving the agents in NonKin Village (Silverman et al. 

2009).  Along with giving the agents emotions and decision-making abilities, the model accounts 

for culture in the form of value trees, roles, and social groups of factions (Silverman et al. 2006).  

Value trees allow for certain attitudes to be encoded and given a numerical weight representing 

importance (Silverman et al. 2006).  These attitudes and weights translate into a list of behaviors 

from which the agent will select given internal or external stimuli (Silverman et al. 2006).  The 

agent’s social group and role within the group will place limitations on the behaviors available 

and come with related default cultural attitudes (Silverman et al. 2006) (Silverman et al. 2009).  

NonKin Village and PMFserv are extensive reproductions of culture and society. 

FactionSim is the model in NonKin Village that allows the author of the simulation to 

place agents into culturally relevant social networks.  An example of a culture-specific social 

structure is qawm, or one’s “opportunistic solidarity network.” (Geller and Alam)  Qawm is a 

specific unit of Afghan social structure that has been modeled and simulated (Geller and Moss).  

This simulation was not a training game, but an attempt to understand the interpersonal 

relationships and dynamics that give rise to qawm formations in Afghan society by reproducing 

them with agents (Geller and Moss).  Important elements of the model involved cultural roles 
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like farmer, businessman, commander, politician, and civilian, and whether or not such agents 

endorse or adopt other agents into their qawm or network (Geller and Moss). 

The endorsement process is also influenced by culture because agents make their decision 

based on character (hisiyat) and credit (e’tibar), where character has to do with the prospective 

member’s social similarity to the adopting agent (Geller and Moss).  This hisiyat or character 

similarity is based on being members of the same religious or kinship group (Geller and Moss).  

Credit has to do with one’s political influence and reliability (Geller and Moss).   

A socio-political and cultural model of the war in Afghanistan has also been produced by 

one of the authors of the previous study, combining a system dynamics model with an agent-

based one (Geller and Alam).  Taliban insurgents, the Afghan National Army, and International 

Security Assistance Force forces were simulated along with the outcomes of guerilla warfare 

(Geller and Alam).  Cultural elements again include ethnicity, kinship, religion, solidarity, and 

rivalry (Geller and Alam).  Qawm and endorsements are factors in the simulation, helping to 

determine the degree of support the general population gives to government versus the Taliban 

(Geller and Alam). 

One finding was that more ethnically diverse qawms contain “spoiler” cliques that reduce 

the support that qawms give to Taliban insurgents (Geller and Alam).  Any number of cultural 

social systems could be replicated in any number of simulations for any number of purposes.  

These include assessing the social fabric within conflict zones, understanding nepotism and 

corruption, or learning how to conduct negotiations given the particulars of a culture’s social 

organization and influence networks.  With this survey of intercultural training simulations 
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complete, the next chapter will describe the development of a single intercultural training 

simulation, FPCT.   
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CHAPTER 5 

CULTURAL SIMULATION IN THE FIRST PERSON CULTURAL TRAINER 

 
 

People assume that there is a hand that governs everything, but I think it's better to try 
different processes and to discover new things.  As the office gets bigger, there is more 

demand on your time and work, so you begin to see differently.  And I think the 
experience one gets from building things also has an impact on the way you do things. 

-Zaha Hadid 
 

The FPCT project was sponsored by the United States Army Training and Doctrine 

Command (TRADOC) G2 Intelligence Support Activity and developed by a team of students 

and faculty in the University of Texas at Dallas’ Arts and Technology program (Zielke et al. 

2009a) (Zielke et al. 2009b).  This three-dimensional, first-person, game-based training 

simulation used culturally aware agents and was focused on teaching the player how to interact 

with Afghans in culturally appropriate ways (Zielke et al. 2009a) (Zielke et al. 2009b).  

Additionally, there was a desire for players to learn more about the nuances of the culture in the 

context of a living (complex and non-linear) simulated world, including culturally accurate 

nonverbal gestures (Zielke et al. 2009a) (Zielke et al. 2009b) (Zielke et al. 2011).  Rural, semi-

rural, and urban environments in Afghanistan were simulated (Zielke et al. 2009a) (Zielke et al. 

2009b).  FPCT was designed to serve as a stand-alone cultural trainer or linked to a larger 

federation of simulations, such that effects in others would affect agent dispositions in FPCT 

(Zielke et al. 2010). 

Thus, FPCT contains a thorough cultural simulation with culturally aware agents and rich 

dynamics.  The player inhabits the role of a soldier and faces a range of problem-solving 
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challenges, bargaining in the form of negotiating for intelligence-like information, and in process 

model navigation in early versions by observing the rules of a simulated Afghan indigenous 

shura or jirga council (Zielke et al. 2009a) (Zielke et al. 2009b).  FPCT also contains an in-game 

assessment system, allowing the player to be evaluated and improve their performance before the 

game session ends (Zielke et al. 2009b).   

First, the rationale for using a digital game-based intercultural training simulation like 

FPCT should be established.  Games are particularly powerful as teaching tools because they 

embody the following principles: 

• Interactions that facilitate player engagement in a compelling task environment 

should facilitate learning. (Hussain et al.)  Mental models needed for intercultural 

competence can be developed and practiced through repeated exposure in the 

simulation (Hussain et al.).  Every year of the project, FPCT’s graphical 

representations were upgraded and optimized.  The gameplay challenges were 

enhanced as well. 

• Games provide an excellent model-based world to foster reasoning. (Hussain et al.)  

Learners are able to observe systemic behavior, compare and contrast the external 

world to mental models, and study events from different perspectives (Hussain et al.).  

In FPCT it was hoped that players would notice the social pattern of life of an 

environment, so as to better understand the world or being better attuned to 

disturbances within a community. 

• Interaction frequency is very high in games. (Hussain et al.)  Games encourage active 

learning by requiring the student to make decisions (Hussain et al.).  In FPCT the 
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primary mode of interaction was dialogue and players were encouraged to engage 

indigenous agents in conversation often. 

• Well-designed games provide the player with constant successes. (Hussain et al.)  It 

has been demonstrated that learning and motivation are enhanced when gameplay is 

broken down into smaller tasks that build to a greater goal (Hussain et al.). 

• Games provide a continuous source of feedback so that players know where they 

stand with respect to their goal accomplishment. (Hussain et al.)  Feedback enhances 

learning through motivation and correction/validation (Hussain et al.).  In the 2011 

version of FPCT (Spiral Two), gameplay was divided into several stages (Zielke et al. 

2009a) (Zielke et al. 2009b).  At the end of each stage, the player was assessed on his 

or her ability to correctly identify an agent’s qawm or faction, their subculture 

(Afghan Tajik, etc.), and their emotional state (Zielke et al. 2009a) (Zielke et al. 

2009b). 

• Game play tends to be self-regulating, an important feature of effective learning. 

(Hussain et al.)  Players are directed to accomplish the task in sequence and they 

know where they are relative to their end goals (Hussain et al.). 

• Engagement and immersion are high in well-designed games. (Hussain et al.)  

Research is emerging on how these concepts correlate to performance and learning 

(Hussain et al.).  As mentioned earlier, gameplay and dialogue were constantly being 

streamlined to increase engagement and immersion.  In the 2011 version of the game, 

the map, or game world, was decreased in area since in the previous version there was 

too much distance between objectives and walking became tedious to players. 
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• Challenge and competition are hallmarks of good games. (Hussain et al.)  Under 

certain conditions, these features may be useful in motivating learning (Hussain et 

al.). 

• Perhaps due to factors listed above, time on task is very high for games. (Hussain et 

al.)  Games can engage players for hours on end, thus providing for enhanced 

learning (Hussain et al.).  Yet, positive game-based training outcomes can be 

hindered by poor instructional design, performance assessment, or lack of appeal to 

learners (Hussain et al.). 

 

With a rationale for FPCT established, the instructional design called for four stages of 

gameplay based on the USAID Tactical Conflict Assessment Planning Framework (TCAPF).  

The four stages are: 

• Stage One: Establish a presence in the community. (Zielke et al. 2009a) (Zielke et al. 

2009b) 

• Stage Two: Understand community problems. (Zielke et al. 2009a) (Zielke et al. 

2009b) 

• Stage Three: Develop an action plan. (Zielke et al. 2009a) (Zielke et al. 2009b) 

• Stage Four:

 

Gather intelligence like information about improvised explosive device (IED) 

networks. (Zielke et al. 2009a) (Zielke et al. 2009b) 
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FPCT’s design intended for the player-warfighter to proceed through the gameplay 

phases, their intercultural education sharpened by prospective roleplaying in the target 

environment, along with problem-solving, bargaining, and possibly process model navigation.  

The more culturally competent warfighter may avoid unnecessary violent conflicts between 

themselves and host nation populations (Zielke et al. 2009a) (Zielke et al. 2009b).   

The cultural simulation of FPCT will now be described.  Culture in FPCT is simulated 

through a host of interconnected models, most of which were fully implemented while others 

only partially so (Donahue 2010).  A report summarizing the research needed for simulating the 

target culture for one Afghan virtual environment is available in Appendix A.  The cultural 

simulation in FPCT contains the following models: 

• Core Cultural Model - This model translates cultural settings inspired by the Cultural 

Orientations Framework into the Psychological models of the agent population by 

ethnic group.  The Core Cultural Model also determines the errands or tasks an agent 

can choose.  Cultural settings map to a specific configurations of Psychological 

Motivators, which give the agent a particular culturally-influenced personality and 

determines the extent to which their culture affects them (Zielke et al. 2009a) (Zielke 

et al. 2009b).  This personality maps to a range and intensity of emotional states and 

behaviors in the agent (Zielke et al. 2009a) (Zielke et al. 2009b).  The setting for 

Cultural Orientations Framework dimension, Changeability of human nature will 

influence the agent’s ability to change its opinions about others (Zielke et al. 2009a) 

(Zielke et al. 2009b). 
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• Naming Convention - This model categorizes names by ethnic group and gender and 

provides a configuration for their generation (Zielke et al. 2009a).  Additionally, 

percentages are included that specify how often elements of a name (honorifics, for 

example) should be produced and used in conversation with the Player (Donahue 

2010). 

• Clothing and Grooming Convention - This model lists clothing and grooming 

features, like beards and hair length, categorized by ethnic group, gender, and age as 

well as providing a configuration for their generation (Zielke et al. 2009a) (Zielke et 

al. 2009b). Additionally, percentages are included that specify how often the clothing 

and grooming elements appear (Donahue 2010).   

• Conversation and Behavioral Model - This model describes, by ethnic group, how 

one-on-one conversations and group conversations are rendered as well as the topics 

an agent will decide to discuss during conversations (Zielke et al. 2009a) (Zielke et al. 

2009b).  The model also describes how often agents belonging to different socio-

economic classes interact with each other nonverbally and otherwise (Zielke et al. 

2009a) (Zielke et al. 2009b).   

• Etiquette and Taboos Model – This model details the impact of a range of 

conversational choices and actions on the emotions and opinions of an agent given 

the etiquette and taboos of Afghan Pashtun culture (Zielke et al. 2009a) (Zielke et al. 

2009b). 
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• Negotiation Model - This model discusses how Afghan agents will respond to various 

approaches to negotiation and conversational style in terms of emotion and opinion.  

The concept of time is also accounted for (Zielke et al. 2009a). 

• Deception Model - This model defines when an agent will be deceptive and how 

deception is manifested in agents (Donahue 2010). 

• Social Network Influence and Coercion Model – This model defines how influence, 

social networks, and coercion affect agents, Golden Nuggets, and gameplay (Zielke et 

al. 2009b). 

• Impromptu Shura Model - A model of an impromptu and informal version Afghan 

consensus-building tradition called shura (Zielke et al. 2009a). 

 

Visually, the three-dimensional models within FPCT were continually refined to achieve 

ever-higher levels of cultural fidelity and immersion (Zielke et al. 2009a) (Zielke et al. 2009b).  

In the Spiral Two version of the game, players were even tasked with reading nonverbal 

communications of the non-player characters (NPCs) in the game (Zielke et al. 2010).  This real-

time assessment and feedback was termed During Action Review (DAR) while AAR was 

positioned at the end of each gameplay stage and the end of the simulation (Zielke et al. 2010). 

An additional feature allowed players to map the relationships between agents they had 

interacted with along with an agent's cultural affiliation.  This is similar to a cultural fusion tool 

(Merten).  The player’s mission also involved acquiring “golden nuggets” or key pieces of 

intelligence-like information (Zielke et al. 2009a) (Zielke et al. 2009b).  
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Further, FPCT contained a scenario development toolkit that allowed an author to 

develop a “prologue” or initial set of simulation conditions, as well as the ability to place specific 

agents, define their cultural values and social groups (Zielke et al. 2010).  These agents have 

awareness of their social group memberships—family, ethnic group, etc. (Zielke et al. 2009a) 

(Zielke et al. 2009b).  Culturally specific costumes or clothing were three-dimensionally 

modeled and linked to specific ethnic, gender, and age-based groups of agents (Zielke et al. 

2010).  Most of the simulated environments created were in Afghanistan, though Nigeria and the 

Philippines were available after 2011 (Zielke et al. 2014). 

The discussion now turns to the modeling of cultural agents.  An agent-based approach is 

composed of entities called agents that interact with their environment and each other (Gilbert).  

Agents are also said to have the following important qualities:  

• Perception.  Agents perceive their environment, possibly including the presence of 

other agents in their vicinity.  In programming terms, this means that agents have 

some means of determining what objects and agents are located in their neighborhood 

(Gilbert).  

• Performance.  Agents have a set of behaviors that they are capable of performing 

(Gilbert).  Often, these include the following:  

• Motion.  They can move within a space (in the environment). (Gilbert) 

• Communication.  They can send messages to and receive messages from other 

agents. (Gilbert) 

• Action.  They can interact with the environment, for example picking up 

“food.” (Gilbert) 
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• Memory.  They have a memory, which records their perceptions of their 

previous states and actions. (Gilbert) 

• Policy.  They have a set of rules, heuristics, or strategies that determines, 

given their present situation and their history, what behaviors they will now 

carry out. (Gilbert) 

 

Agents can represent a range of social entities—a woman, man, child, ethnic groups, 

social classes, political parties, governments, corporations, or entire nation-states (Gilbert).  

Agents can pass information between them in the form of dialogue, seeing or observing, listening 

to the radio, watching television, or reading the newspaper (Gilbert). 

Agent-based models, as opposed to mathematical models, are particularly helpful in 

capturing the complexity of human socio-cultural behavior.  A useful method for understanding 

agent-based models is to examine how to design one.  One approach borrows from the Buddhist 

notion of the Eightfold Path (Miller and Page).  The first element in the framework is Right 

View, which defines what kind, how much, and how often the agent perceives from the world 

(Miller and Page).  In the Spiral Two development cycle of the FPCT, agents were given the 

ability to see other agents as well as navigate around the communities in which they live (Zielke 

et al. 2009a) (Zielke et al. 2009b) (Zielke et al. 2010). 

The second element is Right Intention (Miller and Page).  What does the agent want?  

The agent’s policy is defined here.  Its goal may be to connect socially, to vote according to its 

political orientation, or simply to reproduce.  In FPCT, each agent’s goals are partially assigned 

by its mental state as well as the Errand model.  The Errand model lists the tasks that the agent 



 

97 

can perform: such as shopping, dining, performing chores at home, etc. (Zielke et al. 2009a).  

Errands are further limited by culture and subculture—for example, the subculture of farmers 

allows errands that an urbanite would not have (Zielke et al. 2009a).  The agent’s mental states—

including hunger and a range of emotions—prioritizes the agent’s errands (Zielke et al. 2009a).  

An especially anxious agent will leave its home for food only (Zielke et al. 2009a). 

The third element is Right Speech.  Here, the types of information agents can send to 

each other are defined (Miller and Page).  In what ways can the agent communicate?  Agent-

based modeling offers an opportunity to examine strategic communication—or what agents 

communicate to each other—based on their decision-making process (Miller and Page).  This is 

a vital aspect of FPCT.  Agents will only release key information in the form of “Golden 

Nuggets,” or intelligence-like information, to the player if the player has behaved in the 

culturally appropriate way (Zielke et al. 2009a) (Zielke et al. 2009b).  The collecting of Golden 

Nuggets allows the player to meet essential objectives in the game.  In the 2009 version of 

FPCT, agents spread opinions about each other using the Gossip Model (Zielke et al. 2009a).  

The player’s treatment of agents can also spread virally through the map in the same fashion.  If 

the player has behaved in the culturally polite way, this positive reputation can propagate just as 

a cultural faux pas would (Zielke et al. 2009a). 

Right Action describes all the actions and interactions the agent is capable of (Miller and 

Page).  More specifically, the spatial and social limits of the world are important (Miller and 

Page).  Do the agents inhabit one or more neighborhoods that influence their interactions?  The 

agent’s performance behaviors are also defined here.  What is the agent capable of doing?  In 

FPCT the agents dwell in a virtual environment created with the Unreal game engine, typically a 
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few city blocks or a village (Zielke et al. 2009a) (Zielke et al. 2009b) (Zielke et al. 2014).  In 

terms of social space, the agents have factional or ethnic allegiances—they are aware they are 

Pashtun, Tajik, Shia, Sunni, Afridi Tribe, Waziri Tribe, or whatever factional, cultural, or 

subcultural groupings the simulation designer sees fit to create.  This factional awareness 

influences how agents interact with each other.  For example, male agents will only speak to 

female agents belonging to their immediate family, as this is normative cultural behavior in rural 

Afghanistan (Zielke et al. 2009a) (Zielke et al. 2009b). 

Timing issues are addressed in this element as well.  An agent’s actions can be 

coordinated synchronously or asynchronously (Miller and Page).  In FPCT time starts at the 

beginning of the simulation and runs until its conclusion and there is no day-night cycle (Zielke 

et al. 2009a).  Agents execute the errands on their Errand List in a time-step fashion (Zielke et al. 

2009a) (Zielke et al. 2009b).  When one errand is complete, the next is executed unless an 

appropriate opportunity to socialize—another cultural norm—presents itself (Zielke et al. 2009a) 

(Zielke et al. 2009b). 

Right Livelihood is the element that describes the payoffs that agents receive from their 

interactions (Miller and Page), linking action, performance, and motion.  In FPCT agents receive 

emotional payoffs from completing their errands, like eating, or attending to chores, as well as 

having positive interactions (Zielke et al. 2009a) (Zielke et al. 2009b).  Interactions like 

socializing also shift the agent’s emotional system in a positive direction (Zielke et al. 2009a) 

(Zielke et al. 2009b).  Conversely, negative interactions with the player will darken an agent’s 

mood (Zielke et al. 2009a) (Zielke et al. 2009b). 



 

99 

 

Figure 5.1. Emotions and Motivators (Zielke et al. 2009b) 

 

Right Mindfulness describes how intelligent the agent is (Miller and Page).  FPCT’s 

Psychological model describes an agent’s psychological motivators along the dimensions of 

survival instincts, ego, reason, and morality (Zielke et al. 2009a) (Zielke et al. 2009b).  

Emotional orientations lie along each of these dimensions and the initial psychological setting 

for an agent constitutes its personality (Zielke et al. 2009a) (Zielke et al. 2009b).  These 

psychological motivators and emotions are described in Figure 5.1.  Creating groups of agents 

with similar, but not identical, personalities can be used to simulate similarities within a culture 

or subculture. 

The mind of an agent is also composed of a Schema, or model of the relationships or 

associations, including any memories of the past (Zielke et al. 2009a) (Zielke et al. 2009b).  The 

agent can hold an opinion about the player, a particular building, country, ethnic group, religion, 

or another individual agent (Zielke et al. 2009a) (Zielke et al. 2009b).  The agent’s Schema, 

Psychological model settings, errands, and Core Cultural Model settings interact to generate the 

“thoughts” that guide its behavior (Zielke et al. 2009a) (Zielke et al. 2009b). 

The interaction between an agent’s personality and errands comprise a reward-

punishment system, similar to the drives and fears that motivate or discourage human beings to 
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engage in a range of activities.  As agents set about pursuing their errands, they will stop to 

socialize and the qualities of these interactions, among other things, will cause their emotional 

system to shift in a positive, negative, or neutral direction before their emotional state returns to 

its baseline as defined by their personality (Zielke et al. 2009a) (Zielke et al. 2009b).  The 

agent’s emotional state, in turn, modifies their errands and opinions about the world accordingly 

(Zielke et al. 2009a) (Zielke et al. 2009b).  A happy agent is more likely to converse with others 

(Zielke et al. 2009a) (Zielke et al. 2009b).  When personality and errands are filtered by opinions 

and cultural behavioral norms—for example, a man’s refusal to speak to women he is not related 

to—the agent is prepared to make decisions based on contextual reasoning. 

 

Figure 5.2. FPCT Agent Psychology (Zielke et al. 2009b) 
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Right Effort is an element describing the links between agent strategies and behaviors, 

defining linkages between policy and performance capabilities (Miller and Page).  What does an 

agent want and how does it achieve it?  Strategies can be simple or complex and vary by context, 

just as human behavior does.  Some human decision-making is based on rational planning while 

other strategies rely on emotions or gut instincts (Miller and Page).  A purely rational thought 

process, one that is purely irrational, or one that is somewhere in between the two, can be 

simulated in agents through rules (Miller and Page). 

In Figure 5.2 is a depiction of the overall reasoning of FPCT’s agents.  In FPCT agents 

make some decisions based on rational utility, emphasizing the stability and survival of their 

households by the completion of errands like working, cleaning the home, or going to the 

marketplace.  Agents behave irrationally by growing angry and refusing to speak to the player or 

remaining indoors if there is sufficient danger in the environment (Zielke et al. 2009a).  Agents 

can also behave based on a mix of rational and irrational goals.  If an agent is in a positive mood 

and the player has earned the agent’s trust through culturally appropriate behavior and the 

completion of trustworthy tasks, then the agent will tell the player a Golden Nugget.  Based on 

the agent’s mood or level of hunger, a Play or Socialize errand may drop below Work or Shop 

errands (Zielke et al. 2009a).  Further, errands are constrained by subculture.  An adult, male, 

Afghan Pashtun farmer may not have a Play or Clean errand, as these are not appropriate 

behaviors for such an individual (Zielke et al. 2009a) (Zielke et al. 2009b). 

Right Concentration is an element that describes the focus of the model (Miller and 

Page).  Does the model capture the phenomena of interest?  What is the role of heterogeneity?  

How diverse are the types of agents in the simulation (Miller and Page)?  FPCT’s agents differ 
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by gender, age, culture, and personality.  Agents differ by subculture and personality.  The focus 

on the modeling effort is to create a world of agents that present a culturally complex training 

environment, a Living World (Zielke et al. 2009a). 

Some remarks should be made about the applicability of game theoretic models to 

complex simulations.  Game theory’s value to social simulation has been debated since the rise 

of the latter field (Moss).  Social simulation critics of game theoretic models argue that social 

phenomena are too complex to be depicted in game theory models, that these game theoretic 

models do not account for emergent, self-organizing, multi-agent behavior and thus are not 

sufficiently realistic (Moss).  Defenders of game theory state that complex mathematical models 

of social simulation have not been proven to be beyond the reach of game theory and many such 

“impossibility” arguments are mostly political or unsupported by evidence (Balzer, Bendel, and 

Hoffman). 

Given the differences between game theoretic mathematical and agent-based models, 

game theoretic models can be used to replicate or provide validation for human social behavior 

only under limited conditions.  Game theory experiments can also suggest hypotheses to be 

tested through simulation and validated by subject-matter experts.  Nobel laureate Thomas 

Schelling’s seminal book, Micromotives and Macrobehavior includes passages that are valuable 

to social simulation efforts regardless of the approach. 

Schelling makes statements about the nature of purposeful behavior, markets, and how 

people act without being aware of or concerned with the aggregate results of collective behavior.  

A key point pertains to interactive action.  People often make decisions based on the decisions of 

others when these decisions are known or observed (Schelling).  This interactive behavior, 
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however, may not be indicative of the desires of the actors.  People living in ethnically 

homogenous neighborhoods in a city torn by civil war may have no desire to live that way, but 

when offered a set of polar options, most people are likely to reinforce the polarity by choosing 

within the existing order.  In any attempt to replicate human-like behavior within a simulation 

must take into account interactivity of belief, available information, risk-aversion, and limits on 

choice.  One such form of interactive behavior can be simulated in FPCT. 

A social contract is an arrangement to overcome divergences between what individuals 

are motivated to do alone and what they might accomplish collectively (Schelling).  A classic 

example of a situation requiring a social contract is “rubbernecking,” or on-looker delay.  Even 

though many drivers may desire that others not slow down to look at the accident on the other 

side of the highway, there is nothing they can do about it and once they have waited, they look 

also.  Without a social contract, individual behavior dominates and the collective suffers.  What 

are the varieties of social contracts?  Schelling lists a few: 

Some of it is market-oriented—ownership, contracts, damage suits, patents and 

copyrights, promissory notes, rental agreements, and a variety of communications 

and information systems.  Some have to do with government—taxes to cover 

public services, protection of persons, a weather bureau if weather information is 

not otherwise marketable, one-way streets, laws against littering, wrecking crews 

to clear away that car in the southbound lane and policemen to wave us on in the 

northbound lane. (127) 
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Social contracts sometimes require that most, if not all, people participate for them to 

work (Schelling).  The first few people to litter ruin the park for everyone else (Schelling).  Once 

the place is dirty, more litter is not terribly harmful (Schelling).  Schelling speculates that this is 

how morality and virtue function collectively—people are willing to be virtuous as long as 

everyone else is.  Once one person starts cheating, it is more likely that others will, if for no other 

reason than to stay competitive (Schelling).  Furthermore, there are those who do not benefit 

from a social contract—some people may not care about or like clean parks, preferring no parks 

at all or aesthetically different ones (Schelling).   

In FPCT, by controlling the amount of emotional-psychological reward that agents 

receive from author-specified social contract behavior, one could increase or decrease the 

strength of this simulated social contract.  With the exploration of cultural simulation in FPCT 

complete, an alternate approach to producing an internal cultural model will be proposed—one 

that is dynamic and quantifiable, one where culture is merged with complexity science.  
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CHAPTER 6 

CULTURE AND THE SCIENCE OF COMPLEXITY 

 
 

This thou must always bear in mind, what is the nature of the whole... 
-Marcus Aurelius 

 
People are discovering what is obvious on one level: that everyone has multiple 

identities, multiple affiliations—you cannot identify people on the basis of religion or the 
religion they were born into or the colour of their skin. 

-Pankaj Mishra 
 

What follows is an attempt to conceptualize culture as a complex adaptive system beyond 

more conventional implementations of culture in games and simulations.  This Cultural 

Construct (CC) can be used to embed or extend models of culture in simulations as well as 

understand and study culture in the real world.  The CC is an original concept, using sociologist 

and systems theorist Walter Buckley’s notion of society as a complex adaptive system as a 

foundation, then quantifying it with Adler’s COF, before adding psychologist Jerome Bruner’s 

view of narrative as identity and extending it into the realm of culture.   

The CC models cultural change over time, potentially changing the strength, number, and 

nature of simulated factions if linked to the behavioral components of the simulation.  The same 

could be true for national-level agent-based simulations like Armando Geller and Shah Jamal 

Alam’s model of the war in Afghanistan.  The CC is flexible enough to accommodate cultures at 

different levels of scale from the Hyper cultural level (Western, Islamic, etc.) to the Micro, 

dealing with as many as 7,000 individual hypothetical cultures linked to existing language 

groups in the world (Basáñez). 
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The science of complexity accentuates the value of an agent-based approach.  Warren 

Weaver, widely considered to be the founder of complexity theory, delineates three categories of 

complexity—organized simplicity, disorganized complexity, and organized complexity 

(Ramalingam).  The phenomena of organized simplicity is found in the physical sciences.  

Thinking in this field led to the airplane, the hydroelectric plant, and advances in sanitation 

(Ramalingam).  Disorganized complexity is exemplified by the study of thermodynamics and the 

use of statistics to calculate averages across systems, including human life expectancy 

(Ramalingam).  Problems or questions dealing with the growth of cities, the pace of innovation, 

why the Arab Spring occurred, and the influence of culture on social behavior fall into the 

category of organized complexity (Ramalingam) (Gilbert).  This is the realm of emergent 

phenomena that arise suddenly, and seemingly surprisingly, from an otherwise stable system.  

This is also the realm of the CC. 

First and fundamentally, a linkage between culture, narrative, and identity must be 

established.  Chapter Four argued that the dynamics of a thoroughly cultural simulation required 

agents that had the capacity to carry cultural identities, or collections of beliefs.  Psychologist 

Jerome Bruner asserts that humans naturally realize the self through story and use stories in a 

dialectic to resolve clashing selves or identities.  The same dialectic manifests itself at the 

cultural level to resolve contradictory norms (Bruner).  Stories are a key component to any 

definition of culture.  Frederick Turner’s Epic: Form, Content, and History surveys epic poetry 

across culture and history.  Thus, a connection is established between quantified culture, identity, 

and narrative. 
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The work of creating the CC begins by extending the work of visionary sociologist and 

complexity scientist Walter Buckley who in Society—A Complex Adaptive System identified four 

key attributes of this system: 

• This means that our adaptive system—whether on the biological, psychological, or 

sociocultural level—must manifest (one) some degree of ‘plasticity’ and ‘irritability’ 

vis-à-vis its environment such that it carries on a constant interchange with 

environmental events, acting on and reacting to it; (Buckley 81) 

• (two) some source of mechanism for variety (gene mutation, new ideas, varying 

interaction patterns) to act as a potential pool of adaptive variability to meet the 

problem of mapping new or more detailed variety and constraints in a changeable 

environment; (Buckley 81) 

• (three) a set of selective criteria or mechanisms against which the ‘variety pool’ may 

be sifted into those variations in the organization or system that more closely map the 

environment and those that do not (natural selection, trial and error learning, 

empirical testing of ideas or social arrangements); (Buckley 81) 

• (four) an arrangement for preserving and/or propagating these ‘successful’ mappings 

(genetic inheritance, education, socialization). (Buckley 81) 

 

Buckley elaborates on his concept by saying that the sociocultural adaptive system must 

exist in an open and tension-filled environment as well as contain structure-maintaining and 

structure-changing features that allow for stability and evolution.  Further, the elements in the 

system are all connected directly or indirectly (Buckley).  The relationships between the 
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elements can be “mutual or unidirectional, linear, nonlinear, or intermittent, and varying in 

degrees of causal efficacy or priority.” (Buckley)  The particular structure of the system at any 

given time is the sum total of the more or less stable relationships between the elements 

(Buckley).   

Finally, the importance of “deviation” is emphasized.  The sociocultural system’s variety 

pool must be filled with a range of potential changes to the structure of the system, alternate 

ideas (Buckley).  Negative deviation covers those strategies deemed pathological and are 

excluded from the system (Buckley).  Positively deviant ideas are collected in the variety pool, 

which is sifted through by the selection mechanism for strategies to resolve environmental 

problems the system faces (Buckley).  Below is an original diagram interpreting Buckley’s 

concept of society as a complex adaptive system.   

 

 

Figure 6.1. Buckley’s Model of Society as a Complex Adaptive System as Interpreted in This 

Dissertation 
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In Figure 6.1 agents produce environmental tension in the form of ideas, which then enter 

the variety pool.  Both positively and negatively deviant strategies enter the variety pool from 

which a social role-based selection mechanism sifts through them, using the positive ones to 

modify the system to some extent.  Negative strategies are not merely ignored, however, but 

reinforce the current structure.  No real world sociocultural system simply ignores ideas it 

considers pathological—it responds, sometimes aggressively.   

If someone in the United States were shown to be engaging in cannibalism or incest, 

swift and severe sanctions would result—legal or outside of the law.  Some South Asian 

subcultures do not consider it normative to have girls and women educated.  If a family in such a 

community violates that norm, punishment may result.  One need look no further than the case of 

Malala Yousafzai, the Pakistani Nobel Peace Prize laureate who was shot in the head by 

extremists in Khyber Pakhtunkhwa who opposed her education-based activism. 

Thus, in Figure 6.1 there are agents (people) who experience tension within and between 

themselves and send potential adaptive strategies in the form of ideas, narratives, and behaviors 

into a variety pool.  Sociocultural roles within the system serve as gatekeepers and carry within 

them the strategic selection criteria.  The role-holders in the system, those influential people who 

dominate the system’s institutions, sort strategies into those that embody positive deviance, or 

useful new orientations, from negative deviance, or orientations perceived neutrally or as 

pathological.  The positive strategies add to changing the sociocultural system while negative 

strategies reinforce the maintenance of the status quo sociocultural system.  Finally, these 
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selected strategies are returned to the agent population in the form of goal strategies, preferred 

strategies. 

This complex adaptive system (CAS) has been interpreted and extended in a fractal 

manner in the interest of elegance and to increase its flexibility regarding resolution.  If further 

testing reveals this approach to be inappropriate, it can be revised.  No single sociocultural 

system exists, but several systems within a larger one that carries the same characteristics as the 

sociocultural system in Figure 6.1, but at one level up (lower resolution).  Below is an original 

diagram depicting a larger, fractal, and narrative interpretation of a sociocultural complex 

adaptive system.  Narratives of significance of exchanged between its modules.   

 

 

Figure 6.2. Narrative Interpretation of a Complex Sociocultural System 

 

The decomposed sociocultural system in Figure 6.2 contains a political cultural system, 

representing the culture of governance, or politics, a social cultural system, describing the norms 
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of the general population, and an economic cultural system, detailing the culture of commerce.  

One could create additional modules, describing military culture or any number of subcultures, 

but three modules should be sufficient to detail most facets of a national, subnational, or 

community culture.   

In the decomposed incarnation each module is a self-contained system which exchanges 

narratives.  Here, narrative elegantly serves as a vehicle for cultural identity, mindsets, and 

patterned behavior.  According to Jerome Bruner, humans quite naturally describe themselves 

and the world in terms of stories with cultural significance.  In the CC these stories provide the 

systemic irritability among the agents in the form of conflicting popular narratives.  The goal 

narratives that depart each subsystem will spread through the other subsystems of the larger 

structure.  Some narratives may be altered by one or more subsystems before returning to the 

agent population, while others may be modified by none.  The diagram below depicts culture as a 

complex adaptive system, transmitting narratives between the elements.  Narratives represent the 

cultural identities of the agents, the people. 
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Figure 6.3. Narrative Interpretation of Culture as a Complex Adaptive System 

 

Figure 6.3 depicts the interior of the Social Cultural System of Figure 6.2.  Figure 6.3 is 

in essence the CC and is the primary focus of the remainder of this chapter.  Narratives from the 

agents enter a variety pool and are sorted by cultural role-holders according to social norms 

before being returned to the agents as goal narratives. 

The agent narratives judged positively-deviant change the cultural structure and possibly 

produce new cultural roles.  The narratives judged negatively-deviant according to social norms 

reaffirm the status quo cultural structure and are transmitted back to the population.  Positive and 

negative narratives return to the population as goals that authorize or condemn change to the 

social cultural system. 

The most valuable application of the CC may be to apply it to examining how culture is 

actually maintained and changed in the real world.  To this end, the Cultural Orientations 

Framework dimensions could be used as inputs to validate or invalidate the components of the 
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Construct.  If proven valid, the underlying processes of cultural change or consistency could be 

revealed or even predicted given a specific point in time. 

The first step in producing a quantifiable model of culture as a complex adaptive system 

is to define the narrative inputs and outputs with greater clarity.  If the COF dimensions are to be 

used then narratives must be more narrowly defined as cultural identities.  Narratives, whether 

the joke, the short story, or the epic poem, are quite complex.  Current thinking says that stories 

and the story-worlds they inhabit can serve as problem-raising and experimental problem-solving 

functions (Herman) (Bruner).  Regarding translating stories into cultural identity narratives, the 

most straightforward approach should focus on the characters most relevant to the target 

culture—their associated ideas and mindsets that are suggestive of patterned behaviors.  These 

fictional individuals could be heroes, villains, or merely ordinary people emblematic of the 

culture. 

Stories contain conflict (Bruner) (Herman), as do the human societies that produce them.  

The tension at the foundation of the CAS exists in the form of cultural narrative identities within 

in a dialectical process.  The CC expands on and quantifies Bruner’s thinking, which he details:  

But as I’ve commented before, culture is not all of a piece and neither are its stock 

stories.  Its vitality lies in its dialectic, in its need to come to terms with contending 

views, clashing narratives.  We hear many stories and take them as stock even when 

they conflict with each other.  We understand Creon’s bitter refusal to let his 

treasonable nephew Polynices be buried, but we also understand Antigone’s trying to 

bury her dead brother in defiance of Creon.  The vengeful monarch and the loyal 

sister are at loggerheads.  How is it resolved?  Then another stock narrative puts the 
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conflict more comfortably in place: both Antigone and Polynices are children of that 

tragic union of Oedipus and his mother, Jocasta.  What can follow but disaster?  

Creon condemns Antigone to death: political order must prevail.  And in swift order, 

Creon’s wife and his own son, Antigone’s betrothed, kill themselves in grief and 

mortification.  It is the genius of Sophocles to turn a chilling plight into an 

“understandable inevitability.” (91) 

 

With cultural identity narratives and broad dialectical approach established, what follows 

are the relevant dimensions of the Adler COF.  The supplemental dimensions described in 

Chapter Two are excluded since they are more useful in assessing the quantity of cultures within 

a person and not fundamental cultural values. 

Each dimension of the COF is realized as a set of Likert items ranging from one to seven.  

A fictional cultural profile of a contemporary Western Secularist lies below: 

 

(One) Individual: (Evil-Changeable-Good): 4.0 

The degree to which a culture believes humans are fundamentally evil, mixed (changeable), or 

good.  1.0 represents Evil, 4.0 is Changeable, and 7.0 is Good. 

 

(Two) Human Relations: (Individualism-Egalitarian Collectivism-Hierarchical Collectivism): 5.0 

The degree to which a culture values individual identity versus an egalitarian collective identity 

versus believing that power and responsibility are naturally unequally distributed in a hierarchy.  
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1.0 represents the ethos of Individualism, 4.0 represents a highly egalitarian society, and 7.0 

represents Hierarchical Collectivism, a more rigid and unequal society. 

 

(Three) World (Mastery-Harmony-Subjugation): 3.0 

The degree to which a culture believes it should control, direct and change the environment 

around them, versus believing it should strive to maintain a balance among the elements of the 

environment, versus believing it should be influenced by a larger natural or supernatural element.  

1.0 represents Mastery, or extreme control over other people and the external world, 4.0 

represents Harmony with the external world, and 7.0 represents subjugation to the environment 

and impersonal forces. 

 

(Four) Activity (Doing-Thinking-Being): 4.0 

The degree to which a culture believes people should engage in activities to accomplish tangible 

tasks, versus believing it should consider all aspects of a situation carefully and rationally before 

taking action, versus believing people should be spontaneous and do everything in its own time.  

1.0 represents Doing, or an intensely goal-focused outlook, 4.0 represents Thinking about all 

aspects of a situation, and 7.0 represents Being, where spontaneity and socializing are highly 

valued. 

 

(Five) Time (Past-Present-Future): 7.0 

The degree to which a culture’s decisions should be guided by tradition, guided by immediate 

needs and circumstances, or guided by predicted long-term future needs and circumstances.  1.0 
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represents Past, or a focus on tradition, 4.0 represents a Present-oriented focus on needs, and 7.0 

represents Future, where planning for anticipated needs is valued. 

 

For contrast, here is a fictional cultural profile of a contemporary Western Traditionalist, 

a more conservative and parochial cultural perspective. 

 

(One) Individual: (Evil-Changeable-Good): 2.0 

(Two) Human Relations: (Individualism-Egalitarian Collectivism-Hierarchical Collectivism): 6.0 

(Three) World (Mastery-Harmony-Subjugation): 1.0 

(Four) Activity (Doing-Thinking-Being): 2.0 

(Five) Time (Past-Present-Future): 3.0 

 

When considering a cultural narrative identity dialectical process, how change occurs 

must be defined.  National cultures do change to some extent, but generally remain static—

excluding factors like colonialization, genocidal conflicts, radical institutional change, and state 

failure.  Support exists for this notion (Basáñez).  The image below is a cultural map of World 

Values Survey data from many countries.  The World Values Survey captures cultural 

orientations using questionnaires, then maps national responses along two dimensions.  Survival 

vs. Self-Expression are plotted along the X axis and Traditional vs. a Secular-Rational outlook 

along the Y axis.  
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Figure 6.4. The Inglehart-Welzel Cultural Map, WVS-6 (2011-2014). Source: 

www.worldvaluessurvey.org 

 

Figure 6.4 is a map of World Values Survey (WVS) Wave Six, dividing the national 

cultures of the world divided into geographic and cultural regions.  If one studies WVS data over 

time, the positions of these national cultures have demonstrated cultural drift, or a process of 

cultural change, on the cultural terrain map, but often remain in the same general region (World 

Values Survey Cultural Map).  National cultures, extreme conditions aside, do experience 

cultural drift, but generally maintain a certain stability within their region.  This limited process 

of change is modeled in the CC through a combination of homophily and heterophily. 

Homophily is the notion that people are attracted to those of a similar type whereas 

heterophily is the attraction to what is different.  While there is no consensus on how the 
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mechanism of cultural drift works (Hahn and Bentley), there have been a number of attempts to 

model it (Mark) (Rogers et al.) (Centola et al.) (Hahn and Bentley).  The CC assumes that 

homophily manifests when cultures that are highly similar meet.  When similar cultures meet, 

their values converge around a common cultural center of gravity, constituting a bandwagon 

effect (Mark). 

The CC's Heterophily effect emerges where cultures are significantly different encounter 

each other and harden their positions afterwards.  An encounter with someone with relatively 

alien values often reinforces one’s own beliefs.  A study of the values of first generation Indian 

migrants in the United States found them to be more culturally Indian than Indians living in India 

(Woldu, Budhwar, and Ogbonna 2008).  This may be a reaction to being surrounded by an alien 

American culture.  The CC will also account for the influence of sacred values, or those that a 

culture holds essential.  If one can describe the sacred values of a culture in terms of one or more 

Cultural Orientations Framework (COF) dimensions, then those dimensions will be especially 

resistant to change when encountering other belief systems. 

This first iteration of the CC applies a relatively simple and straightforward approach to 

modeling cultural drift.  Cultural similarity or difference will be used to determine whether an 

input narrative will be considered positively or negatively deviant.  The first assessment of the 

input narrative examines each culture’s position on the COF’s Time and Human Relations 

dimensions.  These two dimensions were selected for their ability to concisely capture the values 

of many cultures.   

The COF Time dimension compares the cultures’ past, present, or future orientation, 

which equates to a traditional versus modern versus forward-thinking outlook.  The Human 
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Relations comparison compares the cultures’ individualistic versus collectivist outlook.  

Negative deviance is assessed when the cultural identities are homophilic, having the same COF 

Time and Human Relations orientations within a tolerance of less than one point on a scale of 

one to seven.  Cultural values that have significantly different COF Time and Human Relations 

orientations will also be considered negatively deviant.   

Conversely, positively deviant narratives are assessed as heterophilic, these possessing 

different COF Time or Human Relations orientations beyond a tolerance of one point on a scale 

of one to seven.  Positive deviance will alter the Changing Structure of the system to some 

extent.  When cultural identity narratives come into contact, the following equation will be used 

to calculate the resulting change in orientation: 

 

Synthesis of Identity #1 Dimension X = (Identity #1 Dimension X - Identity #2 

Dimension X)/2 + Identity #1 Dimension X 

Figure 6.5. Synthesis Identity Equation 

 

The equation in Figure 6.5 calculates the reaction of a prime narrative identity (“Identity 

#1”) to a foreign one (“Identity #2”) where the resulting synthesis identity (“Synthesis of Identity 

#1”) along a given COF dimension is bounded at one on the lowest end and at seven at the 

highest end.  Any number calculated beyond this range automatically resets to the closest 

boundary, 1.0 or 7.0.  The following conditional statements describe positive and negative 

deviance. 
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Positive Deviance Selection (Cultural Role Adjudicated Heterophily): Selects culturally 

divergent narrative identities.  These are different in COF Time or COF Human Relations 

settings from Changing Structure Standard settings by more than one point on a scale of 1.0 to 

7.0. 

Figure 6.6. Positive Deviance Conditional Statement 

 

Negative Deviance Selection (Cultural Role Adjudicated Homophily): Selects culturally 

convergent narrative identities.  These share the same COF Time and COF Human Relations 

settings or differ in COF Time and COF Relationship to People settings by less than one point on 

a scale of 1.0 to 7.0. 

Figure 6.7. Negative Deviance Conditional Statement 

 

Once a synthesis narrative identity enters the Cultural Narrative Variety Pool, it is 

assessed for positive or negative deviance by cultural role holders—the arbiters of cultural 

appropriateness.  Figure 6.6 and Figure 6.7 depict high-level conditional statements describing 

the positive and negative deviance selection process.  This sifting process could be simulated at a 

much higher level of resolution if an author has specific knowledge about the decision calculus 

or cultural values of each role type.  In this initial version of the CC, the decision making of 

cultural role-holders is generalized by comparing the synthesis identities to one of two 

standards—one for maintaining the culture’s state and the other for changing it. 

Synthesis narratives that are different in COF Time or Human Relations from the 

Changing Structure standard settings are positively deviant.  This represents an encounter 
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between the existing cultural narrative and another that is not overly different or threatening.  

Synthesis identities that are negatively deviant and reinforce homophily are those that share the 

same COF Time and Human Relations settings or vary along both COF Time and COF Human 

Relations positions.  These are narratives that are the same as the existing cultural narrative, and 

thus do not change it, or are so radically different that the narrative is rejected out of hand. 

 

Maintaining Structure Standard Identity End = Maintaining Structure Standard Identity 

Position Start + (Maintaining Structure Standard Identity Position - Negative Deviant Identity 

Position)/4.0 

Equation applied if Negative Deviant Identity Position < Maintaining Structure Standard 

Identity or 

If Negative Deviant Identity Position > Maintaining Structure Standard Identity Start 

If the dimension is a Sacred Value change the denominator to 8.0 

Figure 6.8. Maintaining Structure Standard Equation 

 

 The Maintaining Structure is defined and redefined through contact between the 

Maintaining Structure Standard Identity, which represents the current state of this cultural 

structure, and a negatively deviant identity.  The equation in Figure 6.8 represents this 

phenomenon.  The denominator of the negatively deviant effect reduces its change-potential, or 

magnitude, by a fourth.  The Maintaining Structure resists large and abrupt cultural change.  Any 

sacred value dimensions are deliberately given a denominator of eight, making these even more 

change resistant.  If the Negative Deviant Identity Position is already equal to the Maintaining 
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Structure Standard Identity, no calculations are necessary since there is no cultural change taking 

place. 

 

Changing Structure Standard Identity End = Changing Structure Standard Identity Position 

Start - (Changing Structure Standard Identity Position - Positive Deviant Identity Position)/6.0 

Equation used if Positive Deviant Identity Position < Maintaining Structure Standard Identity 

Start 

If the dimension is a Sacred Value change the denominator to 8.0 

Figure 6.9. Changing Structure Standard Positive Deviance Inferior Equation 

 

Changing Structure Standard Identity End = Changing Structure Standard Identity Position 

Start + (Changing Structure Standard Identity Position - Positive Deviant Identity Position)/6.0 

Equation used if Positive Deviant Identity Position > Maintaining Structure Standard Identity 

Start 

If the dimension is a Sacred Value change the denominator to 8.0 

Figure 6.10. Changing Structure Standard Positive Deviance Superior Equation 

 

Figure 6.9 and Figure 6.10 describe the effects of positive deviance on the CC.  Figure 

6.9 describes the result of effect of positive deviance on the Changing Structure when the 

positive deviant identity is less than the current state of the Changing Structure.  Figure 6.10 

describes the situation when the positive deviant identity is greater than the current state of the 

cultural Changing Structure. 



 

123 

The Changing Structure is defined and modified through contact between a Changing 

Structure Standard Identity, which represents the current state of that cultural structure, and a 

positive deviant identity.  The effect of the positively deviant identity on the Changing Structure 

has a denominator of 6.0, reducing the potential for change even more so than in the Maintaining 

Structure.  When cultural change happens, it will proceed at a slow pace.  Change is deliberately 

made slower in the heterophilic dynamic than in the Maintaining Structure.  Just as with the 

Maintaining Structure, the Changing Structure equations cover any designated sacred value 

dimensions, these retaining a denominator of 8.  If Positive Deviant Identity Position is already 

equal to the Changing Structure Standard Identity, no calculation is necessary. 

The final topic in the discussion of the CC involves thresholds within its components.  In 

this iteration, a dimensional position setting can pass over three thresholds: (one) 1.0 to 4.0 (not 

including 4.0), (two) 4.0, and (three) 4.0 to 7.0 (including 7.0).  For example, at the 

aforementioned thresholds the cultural orientation of Individualism becomes Egalitarian 

Collectivism becomes Hierarchical Collectivism.  This concludes the discussion of the CC.  

Walter Buckley’s model of society as a complex system has been used to create a model of 

culture, quantified by Adler’s COF, and driven by cultural identity narratives.  An exploration of 

CC future research takes place in Chapter Seven.  In the next chapter, a design for an 

intercultural problem-solving system is presented that draws on complexity science and the most 

culturally appropriate facets of games and simulations. 

 



 
 
 

 

 

 

PART III 

 

CULTURALLY ENABLED SYSTEMS DEVELOPMENT AND ANALYSIS 
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CHAPTER 7 

APPLICATIONS OF CULTURALLY ENABLED TECHNOLOGY 

 
 

It’s important, therefore, to know who the real enemy is, and to know the function, the 
very serious function of racism, which is distraction.  It keeps you from doing your work.  

It keeps you explaining over and over again, your reason for being.  Somebody says 
you have no language and so you spend 20 years proving that you do.  Somebody says 

your head isn’t shaped properly so you have scientists working on the fact that it is.  
Somebody says that you have no art so you dredge that up.  Somebody says that you 

have no kingdoms and so you dredge that up. 
-Toni Morrison 

 
There are victimizations, grievances, and poverty...but it is more important to have 

peace so we can address the problems in the context of peace...We need a societal 
dialogue.  The whole society must engage in this dialogue—the men, the women, the 

youth, the religious leadership, the political leadership so that we can examine the 
alternatives to war. 

-Shaykh Abdallah Bin Bayyah 
 

I think morality is more important than ever before. As we gain more power, the 
question of what we do with it becomes more and more crucial, and we are very close 

to really having divine powers of creation and destruction. 
-Yuval Noah Harari 

 

When I attended the Dallas Festival of Ideas in February 2016 I was not quite sure what 

to expect.  The first panel discussion I witnessed was “The Entrepreneurial City.”  During the 

question and answer session, an activist audience member asked hip-hop mogul Russell 

Simmons how best to confront White Supremacy in America.  Simmons recommended a polite 

approach. 

During the panel “The Educated City,” a panelist advocated for better pay for teachers 

and support for arts education, which received applause from one segment of the audience.  

However, when a Black educator stood and stated that racist indifference was dooming Hispanic 
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and Black Dallas public school students to a substandard education, there was applause from 

some Black audience members, but not from the Whites who had previously applauded over low 

teacher pay.  Eventually, the moderator, Sarah Prevette, asked the audience what they were going 

to do about these problems.  There was no response. 

This appeared to be what is called a “coordination problem” in fields like Political 

Science or Economics, where, because of different interests and biases, parties that could 

arguably benefit from mutually beneficial cooperation, do not cooperate.  Some Black audience 

members were vocal in prioritizing racism as the ultimate cause of the social ills described 

whereas some Whites were more preoccupied with teacher support and arts education.  The list 

of attributes below describes many aspects of the aforementioned coordination problem: 

• It is a problem that is very difficult to define. (Ramalingam 267) 

• Attempting to define it exposes many more underlying layers of nested and 

intractable predicaments. (Ramalingam 267) 

• There are complex inter-linkages among unforeseen elements. (Ramalingam 267) 

• There are non-linear relationships that can quickly transform a small perturbation into 

a catastrophic event. (Ramalingam 267) 

• Any attempt to tinker and nudge the situation towards a solution requires 

uncomfortable knowledge or out-of-the-box thinking. (Ramalingam 267) 

 

The list above describes Nepalese villagers discussing the impacts of climate change 

(Ramalingam), a portrayal which is similar to a complex adaptive system.  The same features 

apply broadly to sociocultural problems.  Conflict derived from clashing notions of what our 
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reality is and should be is a pervasive human social problem.  The true-believing ISIL fighter 

sees killing kufr and apostates as righteous, not to mention the taking of female slaves as spoils 

of war (ghanimah).  Obviously, the kufr, the so-called apostates, and the human ghanimah 

violently disagree.  In another example, I visited Mumbai, India over Christmas 2012.  The week 

before, a woman in Delhi had been gang-raped and subsequently died.  This became an 

international news story.  I witnessed an extended argument between two well-educated, young, 

Indian women in which one expressed sympathy for the victim while the other implied the 

victim and similar women were at fault for not being sufficiently careful.  I was stunned that a 

woman would fault another woman for being gang-raped to death.  I saw no culpability on the 

victim’s part.  This is clearly a demonstration of a lack of intersubjective understanding.  Other 

examples abound. 

Intersubjectivity is a philosophical idea that is commonly interpreted as a shared 

understanding between people (Duranti).  As defined here, intersubjectivity is the extent to 

which perceptual realities are bridged.  At the low end of the intersubjective spectrum is a 

complete lack of mutual understanding, an anarchic state of affairs where people act without 

regard for others and only for the sake of their own narrow interests.  In this situation aggressive 

men believe that all women enjoy being rudely and incessantly propositioned.  In the same 

condition, women believe that all men are crude and relentlessly aggressive.  This is a harmfully 

ordered consensus reality. 

At the other end of the intersubjectivity continuum is a constructively ordered consensus 

reality where integration is the key feature.  Even on the constructive end, there is the potential 

for a destructive intersubjective condition—which is both ordered and harmful.  In a dictatorship 
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order is imposed from above and the perspectives of the majority go unconsidered.  In the 

ultimate constructive and humane intersubjective organizational state, all humane perspectives 

are integrated into a harmonious whole.  A well-functioning and diverse liberal democracy is an 

example of a constructive intersubjective style of governance. 

Since the proposed system is intended to address the problems of complex adaptive 

systems, it will contain some facets of a complex adaptive system (CAS).  When Ben 

Ramalingam wrote about the convoluted nature of defining climate change with Nepalis, he also 

cited a process for approaching international aid problems that embraces complexity science.  

This process is called Problem-driven Iterative Adaptation (PDIA) (Ramalingam).  The process 

starts with a local problem and seeks to solve this particular issue iteratively (Ramalingam).  The 

feedback loops in the process are focused on experimenting with problem solutions and 

integrating information loops with decision-making (Ramalingam).  The influence of the PDIA 

on the problem-solving system proposed in this chapter is manifested in a single cycle through 

the system’s entire feedback loop. 

In order to design a culturally aware game or application to address problems caused by 

clashing subjective perspectives, the actual perspectives-as-values must be captured first.  Then, 

some adjudication mechanism is required to generate the final constructive intersubjective 

reality.  It is vital that culture be accommodated during this adjudication process.  For example, 

if one were making an app to map automobile accidents and determine who was at fault, the first 

step would involve documenting the thought processes of the drivers involved as well as the 

observations of any onlookers. 
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Next, these perceptions must be integrated to determine how many people were at fault.  

Let us imagine that in imaginary Culture A, the rear-most driver in a rear-end collision is the 

always the sole person at fault.  In Culture B, it may be that the person driving the front-most 

vehicle is solely responsible.  In Culture C, it may be that a passenger in either vehicle or a 

distracting bystander would be blamed for the accident.  In Culture D, all parties may be held 

partially responsible and fined accordingly.  Reconciliation requires an adjudication mechanism 

with a cultural dimension. 

A solution to the problem of clashing identity narratives at the Dallas Festival of Ideas 

requires a culturally aware system that spans two categories of cultural aware technology: (one) 

drawing upon reality and (three) transforming reality.  It must also embrace the dynamics of 

complexity, primarily in the form of adaptive feedback loops, since complexity a facet of the 

overall dilemma.  The culturally aware system’s design should also be influenced by the 

attributes of Massively Multiplayer Online Roleplaying Games.  As revealed in Chapter Three, 

the MMO has excellent mechanics for carrying cultural narratives, enabling collaboration, and 

for exploratory problem-solving.  Finally and fundamentally, the solution system must involve 

the building of an intersubjective structure of meaning, a value language common to the groups 

in disagreement.  How is this to be done? 

Once the current conflicting cultural identities are accounted and have been processed by 

the problem-solving system, another question emerges: why should people participate in this 

hypothetical problem-solving system?  If they are convinced that their own perspective is correct 

and are indifferent or hostile to rival views, why would they participate?  Thus, the second 

feature of the system should include value propositions—benefits provided to each individual, 
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the community of participants, and to the world beyond.  The system should afford users the 

opportunity to convert their grievances into a solution that will benefit themselves and others.   

The third design feature should enable multiple modes of interaction—face-to-face, 

online, mobile, and any others that prove useful.  This should increase member participation and 

retention.  This expansive approach extends to roles within the system—there should be many 

roles for users to occupy.  These features are intended to enhance the Engagement and 

Immersion. 

Engagement means the system’s appeal to the participant over time.  High engagement 

for this proposed system hinges on its ability to adequately address the participants’ grievances.  

Immersion is the extent to which a person is engrossed or absorbed in the system.  Again, 

immersion in games has been linked to the realism and depth of the game world as well as 

submission to its rules.  High immersion in the proposed system lies mostly in its usability.  Poor 

usability will disrupt the Flow experience of users just as a boom microphone would if it dropped 

unceremoniously into a film shot. 

The fourth feature of the proposed system is an investment mechanic designed to reward 

the users for contributing to mutually beneficial enterprises.  This should enhance both user 

Engagement and Immersion.  The feature is a currency, merit points, which are awarded to 

subjects who help the community towards building a collective value language.  The more adept 

the user is at facilitating this process, the more merit points they will receive.   

The final key feature is the Grand Narrative, the utopian challenge that the users define as 

the ultimate goal or purpose of their participation.  In Epic Frederick Turner asserts that epic 

poetry is about the founding of cities, cities that can bear the complexity of many kin-groups, 
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strangers, and factions.  Further, Turner says that epic “reverses the diaspora of languages 

imaged in the story of the Tower of Babel.  It creates a pantheon or a deity or a divine milieu out 

of the babble of local spirits.” (265)  Metaphorically, the system proposed in this chapter is akin 

to the founding of a new city with a new culture-language.  The Grand Narrative is the charter of 

this new city. 

The proposed system, the Intercultural Coordination System (ICS), is an original 

intercultural system design concept integrating the findings from the Game Studies Construct, 

the study of complexity science, and other scholarship.  It is designed to reconcile cultural 

differences and harness the collective power of people for a greater cause.  The ICS contains four 

modules that users cyclically navigate until their goals have been accomplished.  The first is the 

Grievance Reconciliation module, then Coordination Mechanism, Steering Mechanism, and 

Governance System.  A key original concept at the core of the Grievance Reconciliation module 

is the Cultural Compass.  In the Cultural Compass, cultural orientations are placed in a context of 

cardinal directions.  The Cultural Compass draws upon the work of intercultural scholar Miguel 

Basáñez as well as Adler Cultural Orientations Framework.  All these components will be 

described in detail later.   

First, however, its ethical use must be considered.  In no way should the ICS be used to 

facilitate the commission of acts of psychological or physical violence.  Thus, in any 

implementation, the institutional values of the ICS emphasize the prosocial, or positive social 

behavior.  No violence or bullying allowed between the ICS subjects or to people beyond the 

system.  All users would be made aware of these rules.  Complaints of misbehavior or misuse 

would be heard by the entire community of users and judgments made according to its 
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institutional law.  This institutional law should emphasize restorative justice, or punishment 

followed by attempts to reconcile the aggrieved parties and restore cohesion and harmony to the 

community.  

The Virtuous Prosocial Cycle (VPC) is an original term invented to describe the affect 

that the ICS process is designed to have on users, which occurs during a single circuit through 

the system’s prime feedback loop.  It encourages greater collaboration and draws upon the work 

of Nobel laureate and political economist Elinor Ostrom.  Biologist and anthropologist David 

Sloan Wilson has highlighted Ostrom’s study of successful community resource management.  

Of the entire list of principles, the subset below was considered when developing the ICS: 

• Clearly defined boundaries.  Members of the group should know who they are, have a 

strong sense of group identity, and know the rights and obligations of membership.  If 

they are managing a resource, then the boundaries of the resource should also be 

clearly identified (Wilson 346). 

• Proportional equivalence between benefits and costs.  Having some members do all 

the work while others get the benefits is unsustainable over the long term.  Everyone 

must do his or her fair share, and those who go beyond the call of duty must be 

appropriately recognized.  When leaders are accorded special privileges, it should be 

because they have special responsibilities for which they are held accountable.  

Unfair inequality poisons collective efforts (Wilson 346). 

• Collective-choice arrangements.  Group members must be able to create their own 

rules and make their own decisions by consensus.  People hate being bossed around 

but will work hard to do what we want, not what they want.  In addition, the best 
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decisions often require knowledge of local circumstances that we have and they lack, 

making consensus decisions doubly important (Wilson 346). 

• Polycentric governance.  In large societies that consist of many groups, relationships 

among groups must embody the same principles as relationships among individuals 

within groups (Wilson 346). 

 

The VPC means to shift the predominant identity away from one enmeshed in cross-

cultural conflict to a dominant identity which at least views other groups neutrally and seeks to 

collaborate where there is collective benefit.  It is hoped that the conflict-based identity will 

become subordinate to the collaborative one.  Ostrom’s rules have influenced the design of the 

ICS.  

Within the ICS the prosocial institutional values and obligations of membership must be 

made known regardless of implementation.  Accountability and proportional benefits are handled 

in the Governance system, which will be described in more detail later.  Merit points are the 

currency used to reward users who contribute in productive ways over those who do not.  

Consensus-building takes places within the Governance system, but also when users define what 

the end goal of their experience in the ICS is to be. 

Regarding polycentric governance and scale, the ICS could be applied at the local level 

through to the national, regional, or global level.  Additionally, the system could potentially 

harmoniously coordinate the actions of entire organizations or groups in pursuit of resolving 

some problem.  For example, in Bali there are indigenous social structures for allocating water 

for rice farming, the subaks (Ramalingam).  The ICS might be used to coordinate the managers 



 

134 

of the subaks to improve their collective efficiency or to develop a more resilient configuration 

in advance some future catastrophe.  The coordination of disaster relief and recovery activities is 

another potential application for the ICS. 

The ICS also uses the Ostrom principles to provide a foundation for another phenomenon 

that evolutionary biologist Peter Turchin calls ultrasociality in his book Ultrasociety.  Turchin 

argues that human civilization swiftly evolved through a process of collaboration for self-defense 

and warfare.  In the ultrasociality dynamic individual humans compete to join groups and 

collaborate to compete with other groups (Turchin).  With every transit through the ICS the same 

competition-collaboration dynamic is intended to more strongly bond the users together in 

pursuit of their larger goal—without the warfare, of course.  Taken together, the prosocial 

institutional values, Ostrom rules, ultrasociality dynamic, and Grand Narrative should result in a 

spiral of increasing efficiency and progression towards a greater good. 

The ICS offers a number of benefits to the user.  The system contains explicit value 

propositions, the first of which is the challenge of problem-solving.  In this way the ICS draws 

on game studies research as well as being designed for cultural-compatibility.  In the ICS, the 

problem lies not in a secondary fantasy world or abstract geopolitical simulation, but in the real 

and local disagreements among the participants.   

Along with the problem-centric focus, the ICS offers the opportunity for adventure.  

Users will be asked to take on challenging tasks and resolve conflict creatively.  Participants 

displaying vigor and imagination will be rewarded with merit points and renown by their peers.  

Merit will incentivize cooperation and competition, feeding ultrasociality.  The scoring schemes 

common in games are now applied to a real-world focused, prosocial, problem-solving structure.   
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An implicit motivation for user participation could stem from members seeing 

themselves as pioneers, creating a new common culture and a new form of entrepreneurship—

one centered on people who have skills in transforming enmity between groups into productive 

cooperation.  Chapter One argued that alienation and disaffection are increasingly problematic.  

The ICS could provide prosocial opportunities for belonging and esprit de corps, these emerging 

when users work collectively in pursuit of their own Grand Narrative.  This is similar to David 

Sloan Wilson’s commentary on the Ostrom principle, Collective-choice arrangements. 

The ICS process is explored in greater detail.  The key components of the system will be 

described during one circuit through the entire process.  A circuit's time step will depend on the 

particular implementation of ICS.  Such a circuit could take place monthly, weekly, daily, or 

some other period.  Every group of users will collectively determine their own time step period. 

 

 

Figure 7.1. Virtuous Prosocial Cycle Through the ICS 
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Figure 7.1 illustrates both the ICS process and the VPC.  The process starts with 

grievance narratives emerging from the agent population, then being reconciled in the second 

module.  From there, the reconciled grievance narratives inform the Steering Mechanism.  There, 

the users are shown a potential grievance resolution strategy and its requirements.  If they agree 

to it, the system solicits from them a collective Grand Narrative.  Later in the Steering 

Mechanism, the users are given key missions to accomplish to further their Grand Narrative. 

In the third module, the Coordination Mechanism, rituals are selected to accelerate the 

accomplishment of the Grand Narrative and evaluates the participants’ progress towards it.  The 

final module is for organizing the actions the users need to take to accomplish their collective 

enterprise.  In the Governance system users participate in rituals, propose solutions to the 

challenges the community faces, form working groups, apply experimental approaches to 

problems, and assign tasks.  An additional, or nested, loop of PDIA driven thinking and activities 

could be implemented here—it depends on what the users deem necessary to resolve the issues 

before them. 

A vast array of types of social technology could be applied as governance—democracy, 

sociocracy, holacracy, etc.  The ICS does not provide a governance methodology—the 

participants will select their own.  The ICS informs and enriches whatever the governance 

methodology present with rituals to help the participants reach their goal of intercultural 

coordination and realizing the Grand Narrative.  With this, the Virtuous Prosocial Cycle is 

complete.  In subsequent cycles, any new grievances are addressed until all objectives are met. 

The path from the agent population to the Grievance Narrative Reconciliation module 

mentions a Cultural Compass for characterizing grievance narratives.  The Cultural Compass is 
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vital to the functioning of the ICS.  The Cultural Compass quantifies intercultural disagreements 

and identifies a new, and potentially harmonious, direction.   

The origins of the Cultural Compass lay in a desire to elegantly portray cultural 

orientations and differences in orientation.  In Epic, Frederick Turner provides a list of the 

cultural flaws grappled with in various national epics.  A Persian epic describes various flaws: 

“Over-generosity and desire to be admired and loved, misplaced trust, prodigality.”  (Turner 259)  

Could over-generosity be rendered as a disagreement between compass directions? 

The design of the Cultural Compass overlays one metaphorical compass representing a 

culture’s ideals with another representing how a culture actually behaves in the world.  The 

discrepancy between the compass points reveals the nature of the culture’s flaws or dysfunction.  

As the Cultural Compass concept evolved, its sole focus became the mapping and reconciliation 

of different cultural worldviews. 

 

 

Figure 7.2. Cultural Compass With Basáñez and COF Values 
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For the metaphor to be carried forward, cardinal directions must be defined.  This is 

depicted above in Figure 7.2.  Basáñez uses a three-dimensional construct, an axiological cube, 

to identify three salient cultures—Cultures of Achievement, Cultures of Honor, and Cultures of 

Joy.  These constitute his cardinal directions and were also used in the Cultural Compass.  Other 

cultural orientations exist in the cube construct, but only three major, named, cultures.  For the 

sake of efficiency and clarity the compass construct is rendered in two dimensions only. 

Of cardinal directions, Cultures of Achievement are described: “a person works within a 

culture that gives incentives toward the physical environment and economic production.  Hence, 

the qualities of goal-oriented rationality, as practiced by the military or by businessmen, are 

highly useful.” (Basáñez 73)  These values equate to the COF dimensional settings: Changeable, 

Mastery, Individualism, Doing, and Future. 

 

 

Figure 7.3. Cultural Compass With Value Clusters 
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In Figure 7.3, the Basáñez value clusters are listed as cardinal directions along with 

additional directions—A, B, C, and D.  Cultures of Achievement, comprising value emphasizing 

Autonomy and Egalitarianism, is absolute north on the compass.  The Basáñez value cluster 

comprising Cultures of Honor points in the opposite direction.  Cultures of Honor are described: 

“incentives orient toward the political dimension: tradition, respect, hierarchy, discipline, loyalty, 

obedience, God, religion, and so on.” (Basáñez 72)  Honor’s constituent value set of 

Embeddedness-Hierarchy equate to COF settings of Evil, Subjugation, Hierarchical 

Collectivism, Being, and Past. 

 

 

Figure 7.4. Cultural Compass With COF Value Settings and Angles 

 

In Figure 7.4, angle markings in degrees are added to the compass metaphor along with 

highlighted relevant COF dimensions.  The horizontal axis of the Cultural Compass spans 

Harmony to Conflict, Harmony being a term from the Basáñez construct whereas Conflict is 

unique to the Cultural Compass.  Basáñez’s Cultures of Joy lie on the Harmony, or eastern end, 
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of the Cultural Compass, while Cultures of Joy sit in the center of the Basáñez axiological 

construct, perfectly balanced between Achievement, Honor, and the other corners of the cube.  

Cultures of Joy are described: “cultures where the incentives orient toward human environments 

and social interaction that do not require greater congruence with the outside world, given the 

wealth and variety of internal worlds.” (Basáñez 73)  Cultures of Joy equate to COF settings of 

Good, Egalitarian Collectivism, Thinking, Harmony, and Present.   

 

 

Figure 7.5. Cultural Compass With COF Value Tolerances 

 

In Figure 7.5 above the directions of the Cultural Compass are linked to COF 

dimensional numerical ranges.  The term anomie was borrowed from renowned sociologist 

Émile Durkheim and used to represent the breakdown of social bonds in a society.  Cultures of 

Anomie lie at the western end of the horizontal axis.  In the Basáñez cube such a culture would 

be impossible to visualize, as it would have to touch every face of the cube.  Further, some of the 

Basáñez value cluster belonging to Mastery has been added to this cardinal direction.  In Mastery 
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we have values like ambition, being influential, daring, and independence (Basáñez).  In Cultures 

of Anomie, however, Mastery values have run amok and social order has decayed.  In terms of 

the COF, Cultures of Anomie embody all dimensional settings that convey suspicion of others 

and social dysfunction.  This is the opposite of the well balanced Cultures of Joy. 

With a sufficiently defined Cultural Compass, the grievance narratives of the 

participating identity groups can now be displayed.  When the identity groups’ grievance 

narratives-as-culture are presented in relation to each other, the extent of similarity or difference 

can be observed.  With the Cultural Compass now defined, an extended discussion of the ICS 

will commence with the Compass’ features in mind.  Once the Grievance Narrative 

Reconciliation module in the ICS is reached, the Cultural Compass is used to both measure the 

extent of any disagreement and recommend a solution. 

 

 

Figure 7.6. Cultural Compass Interpretation of Cultural Orientations Disagreement 
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Figure 7.6 renders one interpretation of the disagreement at the Dallas Festival of Ideas in 

which Black activists and White teachers expressed different grievances with the Dallas public 

school system.  The Black activists argued that structural racism was at the root of the 

deficiencies that plagued the mostly Hispanic and Black students of the district.  The White 

teacher contingent deemed a lack of appreciation for the teaching profession and poor support for 

arts education to be the source of the district’s problems.  Thus, the Black activists could be 

characterized as striving for a Culture of Achievement, which includes the Basáñez value cluster 

of Egalitarianism, which mentions social justice.   

The White teacher grievance could be characterized as leaning in the northwest direction, 

lying somewhere between the Cultural Compass’ cardinal directions, Achievement and Anomie.  

The teachers’ orientation is described so because Cultures of Achievement also contain the 

Autonomy value cluster, which mentions freedom and creativity.  In Anomie there are values 

like social recognition and ambition.  The White teacher grievances appear to reflect both aspects 

of Cultures of Achievement, like Autonomy, as well as and facets of Anomie. 

One might ask how these grievances will be captured.  That depends on the nature of the 

ICS implementation.  The grievances could be captured by a facilitator and then expertly mapped 

to the Cultural Compass.  Alternately, a digital implementation might capture the grievances 

through a brief or elaborate survey or game, then algorithmically map the outcomes to the 

Cultural Compass.  However they are charted, once done the grievances can be reconciled.   

The nature of reconciliation should be described.  One approach would be to average the 

orientations of the various identity groups—take an identity on the extreme political right, merge 

it with an identity on the extreme political left, and produce a centrist orientation.  This, however, 
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is not the purpose of the ICS.  It should be stated that the intercultural ethos of the ICS does not 

seek to eradicate cultural differences.  It seeks to preserve and harness cultural distinctiveness for 

the collective good where that is agreeable to the users. 

The purpose of the ICS is not to destroy a cultural orientation, but to create an additional 

cultural identity that spans many groups.  It is hoped that moving the parties towards an 

integrated Culture of Joy will create the very intercultural understanding the ICS seeks to 

accomplish.  The values of the Culture of Joy emphasize the importance of ideas as well as a 

balanced and harmonious society. 

 

 

Figure 7.7. Pathways to Culture of Joy 

 

Figure 7.7 shows the reconciliation scheme.  From each direction on the Cultural 

Compass, there is a path to the Culture of Joy.  No matter what orientation a group has, there is a 

recommended road to convergence.  These paths are named based on how distant their 
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orientation is from Cultures of Joy.  As mentioned earlier, the Coordination Mechanism module 

of the ICS contains recommended rituals for moving the clashing identity groups towards Joy. 

The next ICS module to explore in detail is the Steering Mechanism.  In this stage the 

subjects are presented with their grievances-as-identities mapped to the Cultural Compass and 

the recommended paths to a more collaborative Culture of Joy.  Again, the paths are not 

designed to destroy or homogenize the existing cultures, only enhance their ability to cooperate 

for mutual benefit.  If the users agree to continue to participate, they will be presented with 

Personal and Organizational value propositions.  These are the measurable benefits to the users 

and evaluation of these occurs at this point in the process/cycle.  It is hoped that inclusion of 

value propositions will sustain user engagement.  Showing users the benefits of their 

contributions has been demonstrated to increase user participation in an online community 

(Beenen et al.). 

Thus, Personal value is measured by merit points, which users award to others for 

creative ideas that positively contribute to the VPC.  In order to enhance user immersion and 

engagement, a “quest” game mechanic should reside in this module.  Quests are a list of tasks or 

missions valuable to the overall enterprise should be offered to users with an appropriate number 

of merit points awarded to user-players who complete these tasks.  Such missions can be pursued 

individually or collaboratively.  The merit currency and mission mechanics encourage users to 

compete for renown—competing to collaborate and collaborating to compete with other 

participants.  The ultrasociality dynamic is thus realized. 

Organizational value is measured by the extent to which the participants are progressing 

towards intercultural competence (a Culture of Joy).  This is accomplished by a cultural 
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assessment using the Cultural Compass or some other process.  The final value proposition is the 

Global one, linked to the Grand Narrative and progress towards it. 

The Steering module is where the users define their Grand Narrative, this greater, higher, 

practical, purpose of the ICS.  The participants should pursue greater goals than merely resolving 

divergent theories of public education.  They should seek to solve such problems all over the 

world.  This is a Grand Narrative as defined by the ICS design. 

At any scale of implementation, especially larger ones containing thousands of users, the 

ICS merit scheme should not be implemented as a Chinese-style Social Credit System with 

Orwellian overtones (Ashbrook), but open source.  On their first cycle through the ICS users 

should be shown the Merit Social Index, the list of meritorious activities and their assigned merit 

point award.  In subsequent cycles users should be able to modify that index by consensus as 

long as these changes are consistent with the ICS’ prosocial values.  Participation in the ICS 

should always be voluntary—users can opt-out at any time by simply resigning from the process.  

It is no more difficult than walking out of a meeting, a movie theater, or logging off of an MMO. 

The second-to-last module in a circuit through the ICS is the Coordination Mechanism.  

Here, the rituals for facilitating intercultural integration are selected by system given the groups’ 

paths to the Culture of Joy.   
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Table 7.1. Pathways to the Culture of Joy with COF Orientations 

 

 

In Table 7.1 each path is matched with the general COF direction needed to reach a 

Culture of Joy.  The ICS proposes three types of rituals for moving participants towards a culture 

of collaboration, which will now be described.  In Epic, Turner mentions a number of paired 

value opposites that epic poems use to construct the value language within them.  One such set is 

Wise and Foolish.  “Wisdom is what epic imbues,” Turner asserts.  This is the goal of ICS’ 

rituals as well. 

Another pair is Meso and Meta.  Meso means “in the middle of things.” (Turner)  Meta 

means a transcendent level of thought: “to acknowledge the ethical necessity of empathy for 

other worldviews.” (Turner) 
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Figure 7.8. ICS Ritual Construct 

 

If these two pairs of opposites are placed along two axes as in Figure 7.8, then there is a 

quadrant for Meso-Wisdom, Meta-Wisdom, Meso-Foolishness, and Meta-Foolishness.  Since the 

ICS does not intend to cultivate foolishness, the quadrants describing that quality can be 

discarded.  Thus, there are Cohesion rituals for increasing Meso-Wisdom—binding the existing 

cultural identity to a particular path to the Culture of Joy, Cross-Talk rituals for increasing 

wisdom across cultural groups, and Steering Coordination rituals for cultivating wisdom in the 

formation of the Grand Narrative.  Further research must be conducted to determine the most 

effective implementations of these ritual types. 

The Governance System is the final module of a circuit.  After receiving the 

recommended rituals for achieving the Culture of Joy, the Governance System coordinates the 

activities and tasks of users in pursuit of their Grand Narrative.  As mentioned earlier, the ICS 

does not provide a native high-resolution governance structure.  Holacracy is a possible 
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candidate.  It is a relatively new organizational paradigm.  It features self-organized teams and 

dynamic user roles (HolacracyOne). 

This concludes the discussion of the ICS.  What follows is a different concept that could 

be used to address intercultural dysfunction.  This game concept was developed before the ICS 

and is more narrowly defined, yet also seeks to address intersubjective breaches. 

Bullying in schools is another form of culturally based dysfunction.  A game design for 

counteracting bullying and social conflict in high schools was presented at the 2011 Videogame 

Cultures and the Future of Interactive Entertainment conference in Oxford, UK.  While focused 

on a school context, this Anti-Bullying Game (ABG) design could be adapted to strengthen 

community ties beyond the classroom. 

The overall metaphor of the game is that of a regulated market where players are 

consumers and producers.  Players compete individually and in groups called partnerships to 

gain Money and Social points.  The ABG is imagined as an online game where players 

individually and collectively work to produce goods and services (in form of tasks) that will 

enhance overall well-being, collaboration, and community engagement. 

In the ABG, Money points measure a player’s notion of what the community requires and 

should appropriately value.  Social points measure the extent to which the player supports what 

the community actually values.  In the ABG there are items called products that contain a task—

working on a Habitat for Humanity project, for example.  These products are sold for some 

player-specified number of Money points.  The seller of the product makes a profit in Money 

points.  If the buyer of the product completes its task, it dispenses a number of Social points to 

that individual, the number of Social points being based on the task’s value to the community. 
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The ABG gameplay takes place in two stages.  In the first stage players build a Value 

Index by selecting values from seven categories.  The most important value is placed at the top 

of this prioritized list and the least at the bottom.  When all the players’ lists are completed, the 

system will aggregate them, the most popular selections rising higher.   

 

Table 7.2. ABG Value Category, Value, and Task Sample 

Value Category Value Task 
Diversity Our social situation should be 

moderately diverse. 
Introduce five new people to the game and your 

partnership. 
Diversity Our social situation should be 

highly diverse. 
Creating a new partnership composed members 

whose cultures are different from yours. 
Diversity Our social situation should not be 

very diverse. 
Starting a new project that embodies the culture 

of your partnership. 
 

This Master Value Index is the quantification of the community's cultural orientation.  

The list of tasks at the core of products are derived from this Master Value Index.  An example 

Value Category, Value, and Task are shown in Table 7.2. 

The ethical designer must counteract enshrining a pathological set of values in the game 

that are likely to cause harm among the players or encourage them to harm those beyond the 

game—in the real world.  Two methods for avoiding this dangerous outcome include presenting 

values in a positive tone and preventing explicitly harmful values from entering the system.  An 

additional potential threat is values more conducive to community well-being falling to the 

bottom of the Master Value Index in favor of others.  For example, if values like Individuality 

and Independence rise to the top of the Master Value Index, they may shift the awarding of 

Social points to players who propose more selfish products.  One possible countermeasure to this 

risk would be to award the least popular values (assuming they are prosocial) and their 
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associated products with disproportionately more Social points.  This configuration mitigates a 

negative sort of groupthink, but also may interfere with novel Master Value Index formations. 

In the second stage of play, the gamespace—namely, the map of the players’ values—is 

generated.  The dots on this intersubjective and cultural map represents the value indexes of the 

individual players, showing how they relate to other players’ values.  Players are automatically 

assigned to culturally similar partnerships, which are also rendered as color-themed clusters on 

the map. 

Players can participate individually, ignoring their assigned partnership, or select another 

partnership and pursue common goals with them.  Players are presented with a HUD, or 

dashboard, where they can (one) see how many Money and Social points they have earned, (two) 

construct and sell products individually or collaboratively, (three) buy products, (four) invite new 

players to join the game, and (five) change partnerships.   

 

Value: Our social situation should be moderately diverse. 

Task: Introduce five new people to the game and your partnership. 

Assigned Cost: 5 Money points 

Social Value Payoff: 10 Social points 

 

Above is an example product where its Social Value Payoff is defined by the Master 

Value Index.  In conclusion, this is the core ABG design.  What remains to be seen is whether 

combining technology, ethical design, and a quantifiable model of cultural values will actually 

foster communitarianism and collaboration or simply be ignored.  Ultimately, it is up to society 
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to decide whether intersubjective dysfunction like bullying, the loss of community, or conflict in 

the workplace are worth collective attention and action.  If they are, game concepts like this will 

be further refined and improved.  In the next section, the development and lessons learned from 

an experimental game design called Exchange are discussed. 

 

Cultural Capture Game Design 

The purpose of Exchange was to build an elegant and engaging game that translates 

player behavior into a diverse set of cultural value dimensions.  A number of studies have 

demonstrated that the play of individuals is affected by culture values (Chai et al.).  

Computerized assessments of social orientation are not new (Liebrand and McClintock).  Other 

assessments gauge cultural orientation by observing degrees of cooperation in a number of 

experimental economic game types—Ultimatum, Public Goods, Trust, and Dictator (Henrich et 

al.; Gächter et al.).  Some cultures are more cooperative while others are distrustful (Henrich et 

al.; Gächter et al.).  The origins of Exchange derive instead from the desire to use cultural 

footprints left behind in digital games and online applications.  In order to use a cultural 

footprint, one must capture it.  In order to capture it, an appropriate model for quantifying culture 

had to be chosen.   

The Adler Cultural Orientations Framework (COF) model was selected for use in 

Exchange due to its overall degree of specificity and coherence.  It contains a number of 

dimensions relevant to the goals of Exchange and these dimensions are arranged in a way that 

aids interpretation and gameplay.  The Hofestede Dimensional Model (HDM) was not selected 

because it is conceptually dichotomous.  No way exists for conceptualizing the midpoint on the 
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Power Distance dimension or what is the neutral position on the Long-Term Orientation 

dimension.  The Adler COF always includes a clear “mixed” position that provides more than a 

choice between opposing concepts. 

For example, one could argue that the Adler COF’s World dimension is analogous to the 

HDM’s Masculinity-Femininity dimension, but the Adler COF allows for a culture to have an 

additional harmonious relationship with the natural world instead of only Mastery or 

Subjugation.  If a respondent to an HDM questionnaire selects a neutral answer, does that mean 

their culture is both masculine and feminine or something else entirely?  A lack of clarity exists 

around the issue.  Also, the Adler COF provides for a description of morality, or a culture’s 

views on fundamental human nature, along the Individual dimension.  The HDM cannot capture 

morality at the same level of resolution. 

Adler’s COF was also selected over the HDM because many of the attributes described 

by the HDM can also be described by the COF and with the level of detail desired for Exchange.  

For example, Hofstede’s Power Distance is comparable to Hierarchy in the COF.  HDM 

Individualism and Collectivism are in the COF.  HDM Masculinity-Femininity can be mapped to 

Mastery-Harmony-Subjugation in Adler’s COF.  HDM Indulgence-Restraint is analogous to the 

Adler COF’s Doing-Thinking-Being.  Uncertainty Avoidance, or tolerance for ambiguity, is the 

only HDM dimension that cannot be strongly accounted for by the COF, though it can be 

roughly compared to the Evil-Changeable-Good Adler dimension.  The COF can capture 

information beyond the resolution allowed for in the HDM.  For example, if a researcher wanted 

to gain insight into a culture’s preference for a past or present orientation, the HDM would not 

permit that, only providing a long-term versus a short-term future orientation. 
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Finally, the COF was also preferred because its related Cultural Perspectives 

Questionnaire (CPQ) has a history of being used to capture the values of various demographic 

groups, such as the subculture of women in former communist countries (Woldu and Budhwar 

2011).  Conversely, Hofstede’s construct is only focused on capturing culture at the national 

level (Huo and Randall).  Hofstede writes, “Gender, generation, and class cultures can only be 

partly classified by the dimensions found for national cultures” (Hofstede, Hofstede, and Minkov 

46).  Exchange should be deployable at any level of society, capturing cultural views of folk 

groups based on gender, age, social class, work experience, ethnicity, or common interest. 

Maznevski’s COF model was not selected because it eliminates the Time category, which 

is a vital facet of culture.  Maznevski’s COF also does not capture a culture view on how evil 

human nature is.  Maznevski collects changeability of human nature and notions of goodness 

only.  It could be extrapolated that if a culture scores lowly on human nature being changeable 

and also scores lowly on human nature being fundamentally good, then they view human nature 

as irredeemably evil.  This is a reasonable argument, but Exchange’s cultural capture model 

takes a non-dichotomous approach, requiring that the Individual dimension have a neutral point 

as well as two extremes—Evil, Changeable, and Good.  Maznevski uses eleven separate 

dimensions, but does not place them on a set of continuums as Adler does.  The Adler grouping 

provides an elegant and clearer framework. 

The first version of Exchange was a competitive game between two to five players where 

each player selected and moved a pawn on a game board.  Players interacted with their neighbors 

in a set number of ways over five rounds of gameplay.  Each player was tasked with making a 

series of decisions—to take, give, or keep from their immediate neighbors a certain number of 
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points each round or navigate to a different location.  This first version was found wanting after 

an examination by my own assessment due to its lack of a compelling game metaphor.  

Additionally, the fixed-point ceiling was another subject of criticism—players could not expand 

the overall amount of wealth available.  Thus, Exchange was redesigned with a wider array of 

player choices and representing economic activity more in alignment with Public Goods games. 

The next version of the game, Exchange 2.0, used a television entertainment metaphor, 

which was selected for broad appeal and familiarity.  This second version included a richer 

narrative premise with each player building their own TV show.  Different genre, plot, and other 

choices were mapped to the dimensions of the Cultural Orientations Framework.  Considerable 

thought was given to selecting the frame narrative.  The story of the game had to be broadly 

relatable, yet not overly culturally specific.  However, the adjudicating calculations were still too 

complex in this paper-and-pencil and face-to-face prototype.  Were Exchange digital and online, 

the underlying calculations could be automated, but this initial version of Exchange was 

envisioned as best played in-person.  Only after Exchange has reached its most elegant face-to-

face incarnation should it be carefully adapted to an online platform. 

The story and rules of Exchange 2.0 were as follows.  After players are tasked with 

creating their own TV show pilot they must earn and spend enough “Money points” on their pilot 

to garner sufficient “Buzz points” to have their pilot produced.  Buzz Points measure the 

informal popularity of a show.  Each player receives an initial endowment of Money points.  

Over the course of five rounds they have the option of investing some amount of Money points 

in a Funding Pool in order to raise enough to hire actors and creatives (writers and directors).  

The Funding pool has a multiplication factor, which increases the overall wealth within it over 
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time.  The total contribution of Money points is multiplied by the requisite factor and the 

resulting amount equally distributed to all the contributing players.  With the gains made from 

their investment choices users are allowed to hire actors and creatives at various levels of quality 

for their TV pilots.  Each actor and creative had a fixed cost in Money points, but delivers a 

variable number of Buzz points.  Again, the goal of each player is earn enough Buzz points get 

their pilot purchased.  Winning pilots are those that exceed a Buzz point threshold, though the 

player who has the most Buzz points receives a special distinction.  There was more than one 

way to win the game. 

The current form of Exchange, Exchange 3.0, seeks greater elegance.  It is a game where 

over the course of several rounds, players collect cards that align with their cultural values.  The 

cards contain statements that map to the dimensions of the COF.  Exchange 3.0 was developed to 

be simpler and more straightforward, both for the players and for the facilitator.  In this 

approach, players unwittingly collaborate to construct a pool of attributes imbued with their 

values by contributing cultural Value Cards to this collection.  The collective Value Cards are 

then mapped to the dimensions of the COF. 
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Figure 7.9. Sample Cards from Exchange 

 

Each player, up to a maximum of four players, receives a deck of twenty Value Cards, 

similar to those in Figure 7.9.  The decks are color-coded blue, green, red, and yellow.  Each 

deck is further subdivided into the five categories of the Adler Cultural Orientations 

Framework—Nature of Humans, Relationships Amongst People, Relationship to Broad 

Environment, Activity, and Time.  In the first phase of play there are five rounds where each 

player contributes a card from the five card categories to the pool. 

Each player selects cards reflecting their beliefs.  In the second phase of the game, 

players get one opportunity to swap or remove a Value Card from one already in the pool.  

Exchange 3.0 was informally tested for gameplay effectiveness with a group of students from the 

University of Texas at Dallas (UTD).  There were three players: one American, one South Asian-

African national, and one East Asian national.  All were either current or past UTD students.  All 

were in their early twenties. 

The issue of reliability related to cultural capture should be addressed.  Reliability is 

defined as reflecting “the extent to which differences in respondents’ observed scores are 
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consistent with differences in their true scores” (Furr and Bacharach 103).  In other words, are 

the respondents answering as they should?  Validity, on the other hand, asks the question to what 

degree is the test measuring what it is supposed to measure (Furr and Bacharach)?  The Cultural 

Perspectives Questionnaire (CPQ) measures reliability by presenting the respondent with many 

items, worded differently, related to the same dimension.  This validity scale can be examined 

for consistency afterwards.  A validity scale is a set of survey items designed specifically to 

detect response biases—random responses, artificially positive responses, or artificially negative 

responses (Furr and Bacharach). 

The validity of the survey instrument, on the other hand, asks to what degree is the test 

measuring what it is supposed to measure (Furr and Bacharach).  In the case of Exchange 3.0, 

cultural values.  As for the issue of validity of Exchange 3.0, it must be addressed by having an 

Exchange 3.0 follow-on study where players also take the CPQ survey.  If the Exchange 3.0’s 

results match the CPQ’s to a high degree then we can conclude that the game has captured the 

players’ cultural values. 

On the topic of response biases, one general means of counteracting it is to provide 

anonymity to respondents, which reduces self-conscious drives (Furr and Bacharach).  In 

Exchange 3.0 players could be told their names and choices will not be published.  Another 

method involves giving respondents a warning that dishonest answers will be detected via 

validity scales in the survey (Furr and Bacharach).  A number of countermeasures to reliability 

threats were designed into Exchange 3.0, including the lie item validity scale.  Some Value Cards 

contain responses that are so extreme that the player’s choice is immediately rendered suspect. 
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The Acquiescence response bias is the “tendency to agree with the items in the 

questionnaire regardless of their content.” (Thambirajah 193)  It is most likely to occur when 

items are couched in general terms rather than being specific (Thambirajah).  The question, “Are 

you a decent person?” is more likely to produce a positively charged answer than, “Would those 

you are close to consider you a decent person?” (Thambirajah)  To counteract this response bias, 

the Value Cards were designed to be sufficiently specific and appropriate in nature. 

The Social Desirability response bias occurs when the test-taker responds to items in a 

socially acceptable way (Thambirajah).  This may be an attempt to deceive or simply to present 

as more likable (Thambirajah).  In Exchange 3.0, this response bias was counteracted making the 

wording on Value Cards as culturally neutral as possible.  Social Desirability can also be caught 

by the lie item Value Cards describing absurdly agreeable values.  Since each set of Value Cards 

is color-coded to each player, dishonest or inconsistent players can be identified as such and their 

responses removed from the data set. 

The Extreme Responding response bias is the habit of responding in gross terms 

(Thambirajah).  For example, on a Likert item the test-taker responds by always marking one or 

seven.  This response bias was counteracted in Exchange 3.0 by not using a Likert scale, but a 

Thurstone-like approach (Thambirajah) where the Value Cards are not numbered and thus cannot 

reveal numeric extremes.  In Exchange 3.0 each Value Card contains only a single, unnumbered, 

text-based, response. 

The To the Middle response bias describes when test-takers provide safe or noncommittal 

answers only (Thambirajah).  This response bias was also counteracted in Exchange 3.0 by not 

using a Likert scale.  The Value Cards’ scoring values were hidden and not deliberately ordered 
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according to a response continuum.  While there are “middle of the road” or neutral responses 

available, they are less identifiable as middling in nature.  If a respondent answers in a highly 

inconsistent way, their behavior can thus be more easily attributed to test fatigue or confusion. 

The language in Exchange 3.0 was designed to be as culturally neutral as possible with 

instructions to facilitate it such that players do not get the impression there is a desirable strategy 

or way to play the game.  Other countermeasures in Exchange 3.0’s design include forced-choice 

answers and balanced scales.  Forced-choice answers restrict respondents to a specific range of 

answers that are equivalent in terms of social desirability (Furr and Bacharach).  Balanced scales 

present a range of choices that are negatively or positively keyed (Furr and Bacharach).  Of 

course, the player is also offered a neutral choice as well. 

In the Spring of 2013 an Exchange 3.0 informal gameplay test was conducted with the 

three University of Texas at Dallas subjects, the goal being to capture their assessment of the 

game concept and its gameplay.  After the session, the subjects were asked the following 

questions: 

• General Impressions? The players said they were sometimes confused over how to 

select a card.  What was the correct motivation?  I reiterated that they should have 

selected cards based on their beliefs wherever those beliefs came from. 

• Describing Cultural Values in the Game: After asking the players if the cards allowed 

them to accurately express their values, they expressed some confusion over their 

own motivations.  Did they stem from culture or personality? 

• Likes: They liked that the game was “mind-opening.” 



 

160 

• Dislikes: A couple of players said the language on the cards should have been 

simpler.  Of course, with less language specificity there is also a risk of confusing the 

players with vague descriptions. 

• What would you change? Several players asked for more cards since it could be hard 

to choose between them at times.  I concluded this was a problem related to language.  

One player said her values were derived from religion and had looked for a card with 

a statement of such values.  I suggested simply adding religion to the card describing 

tradition and this pleased her.  However, adding more cards could lead to confusion 

by giving the players too many options. 

• Was playing fun? All answered yes. 

• Did you feel pressured to make culturally acceptable choices? The players answered 

no, because they were all friends.  I revealed that some of the cards were Lie Items—

containing excessive or unrealistic responses—that could reveal a player with 

extreme views, one who was not paying attention or faking responses.  One such lie 

item was “The nature of people is perfectly good.” 

 

The design of Exchange 3.0 is satisfactory.  It remains the most elegant of the all the 

versions and playtest suggests the gameplay is fundamentally sound.  After incorporating 

changes based on the feedback from the test players, the next step in the development of 

Exchange is to validate its cultural capture capability through robust testing.  The experiment 

would compare players’ choices in the game to their answers to the Cultural Perspectives 

Questionnaire (CPQ).  This questionnaire presents the respondent with a series of statements and 
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questions related to one dimension at a time—Being, for example.  Items related to the same 

dimension appear again and again.  When a researcher analyzes responses, he or she can look for 

consistency between the answers belonging to a single dimension using Cronbach’s alpha (Furr 

and Bacharach).  If there is sufficient internal consistency, the results are considered reliable.   

Translating the analog, or card-based version, of Exchange into digital form would 

greatly facilitate data collection and analysis since these features could be automated.  Digital 

Exchange 3.0 could be played on a tablet computer by small groups of subjects in real-time as 

part of an experiment or educational opportunity.  This would preserve the face-to-face 

opportunities for supplementary discussion while relieving the facilitator the burden of having to 

handle even rudimentary scoring duties.  Participants could have the results of play reported, 

culturally analyzed instantly, and compared to other groups playing around the world. 

A mobile version of Exchange may require a significant redesign.  The Mobile Exchange 

interface might be redesigned to allow for faster and more intuitive play.  For more primitive 

mobile phones (non-smartphones), displays of color for Value Cards might not be available, 

forcing one to consider how a monochrome version of the game might be presented.  It may be 

that a completely text-based version of Exchange would be desirable to reach the widest possible 

audience.  In this instantiation text messaging could be used for all inputs and outputs. 

A purely Online Exchange will differ from other versions in how it is accessed and 

played.  In traditional psychometrics, an administrator can distribute the assessment to people 

face-to-face.  The identities of the players can be confirmed and the testing environment 

controlled.  If someone is asked to simply visit a website, confirming this individual’s cultural or 
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personal identity could be problematic and if a player does not understand some aspect of the 

game, giving them assistance would also be difficult. 

The role of the passage of time should be examined in these versions of Exchange, with 

the bias being towards preserving the real-time interactions in Exchange 3.0.  If play becomes 

strongly time-shifted with rounds taking hours or days, the results may be affected.  Excessive 

time for deliberation may change the players’ decision-making process.   

Innovative gameplay mechanics might be added to Exchange in order to better capture a 

player’s cultural footprint.  Gift exchange is a common mechanic in social games.  A similar 

functionality might be added to Exchange.  Perhaps the value and number of gifts given could 

convey some sort of cultural information.  Exchange could also be tailored to capture 

information about specific national cultures or subcultures.  Referencing certain culturally 

specific legends or icons may ease cultural capture. 

In terms of applications, a version of Exchange could be used as a gateway to a social 

network, helping members make friends or connections.  Social Exchange could evaluate the 

cultural appropriateness of the player’s social network or help them find a more appropriate one.  

This version of the game would differ little from Online Exchange. 

Using Exchange as an educational tool is promising.  After a play session cultural metrics 

could be shown to players in a debriefing session for their collective edification.  Traditional 

assessments of intercultural competency could also be given to players before and after 

Exchange play, to see if they display heightened self-awareness and sensitivity to their own 

culture values, other cultures in general, or specific cultures.  
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CHAPTER 8 

SUMMARY AND FUTURE WORK 

 
 

It was the best of times, it was the worst of times, it was the age of wisdom, it was the 
age of foolishness, it was the epoch of belief, it was the epoch of incredulity, it was the 

season of Light, it was the season of Darkness… 
-Charles Dickens, A Tale of Two Cities 

 
Security is mostly a superstition.  It does not exist in nature, nor do the children of men 

as a whole experience it.  Avoiding danger is no safer in the long run than outright 
exposure.  Life is either a daring adventure, or nothing. 

-Helen Keller 
 

The summary begins with a story.  In the Spring of 2017 I read a piece of celebrity news 

online.  The gist of the article was that actress Lily Collins had forgiven her father, singer Phil 

Collins of Genesis fame, for being a bad parent.  The moral quality or parenting skills of anyone 

in the Collins family is beyond the scope of this work, but Lily Collins’ statement posed a 

number of questions: What does it mean to be a good father?  What does it mean to be a good 

mother?  A good daughter?  A good son?  A good friend? 

What is the specific definition of a good father, complete with obligations of the father to 

the children?  What is the detailed definition of a good child and their obligations to their father 

(and mother)?  Only when these roles are rigorously defined, quantified, and consented to within 

and across families and culture can anyone definitively say what a good or bad father is, or 

mother, friend, family, community, culture, society, economy, nation, region, or world.   

Without precision and consensus-building in our thoughts and behaviors, the world 

becomes more incomprehensible than it is already—especially across cultural groups and their 
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attendant social realities.  A lack of clarity in our psychosocial reality can make the social-

political-economic-moral-cultural terrain murkier and filled with egotism, senseless aggression, 

mindless tribalism, bewilderment, delusions, demagoguery, corruption, inequality, terrorism, 

maniacal opportunists, hypocritical blame entrepreneurs, piratical messiahs, and fake news.   

What we need are more imaginative, humane, collaboration entrepreneurs like John 

Hunter and Social Impact games like Macon Money to shed light on our problems and facilitate 

solutions.  Culture is a language of stories we need to learn to speak with greater fluency if we 

are to ameliorate or overcome tragic or unnecessary misunderstandings and conflicts that plague 

our world.  People cannot hold differing, egocentric, and culture-specific definitions of what a 

bad father is and expect others to properly understand or collaborate with them. 

A number of social problems have been described along with their cultural, geopolitical, 

and technological manifestations.  Culturally aware technology could be ethically applied to 

illuminate, reduce, and perhaps solve completely, some collective pathologies and leave us with 

a more humane and stable world.  However, there will always be some level of physical or 

psychological violence within and between societies, but we should be fully aware of and 

actively choose what we are allowing to occur—and accept their destructive second and third 

order effects.  Our ultimate goal should be use culturally enabled technology to harness 

competition and debate between people, nations, and regions for the collective good at a faster 

rate than we allow chauvinism, ignorance, and short-sightedness to ultimately annihilate the 

human species. 

Future research topics for the CC involve validating thresholds and equations within the 

components of the CC.  These must be tested for correspondence to real-world cultural 



 

165 

phenomena.  Another topic for investigation is linearity.  Does Individualism smoothly and 

linearly become Egalitarian Collectivism, or does a 3.9 position leap non-linearly to a 4.9 or 6.5?  

In this version of the CC, non-linearity is not simulated through differential or polynomial 

equations because there is no complete awareness of where non-linear phenomena lie within the 

system.  The sometimes counter-intuitive effects of a cultural system are at this point simulated 

by independently operating and asymmetrical change and stability oriented components. 

A number of experiments could be conducted to confirm the inner workings of the CC or 

correctly deduce needed modifications.  Once information on cultural narratives identities are 

collected, their influence on national or local culture over time can be assessed conventionally 

and compared to results predicted by the CC.  Perhaps some cultural changes are more linear, 

rational, transactional, or pragmatic while others are non-linear and linked to sacred and 

immutable cultural values.  Once information on the biases of cultural role holders is available, 

their influence in adjudicating the selection of narrative identities could also be confirmed or 

correctly ascertained.   

In another realm, political scientist Francis Fukuyama has called for a theory of social 

mobilization, a means of predicting when a population will organize and act in its own self-

interest, to supplement the deficiencies in understanding the mechanisms of political and social 

development (Fukuyama 2014).  The CC could be applied to this question if linkages between 

cultural thresholds and social behaviors can be established.  Modeling culture as an explicitly 

complex adaptive system may also enhance the accuracy of political, social, or economic 

descriptive, prescriptive, or predictive simulations.  Once a future study validates the ability of 
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Exchange to capture cultural values, it could serve as a feeder for such simulations, providing 

quantifiable cultural data. 

Helpful culturally aware technology can take the form of intercultural simulations, 

innovative new eGovernance systems, supplements to collaboration software, and cultural 

enhancements to artificially intelligent digital assistants.  These could help build more 

meaningful, diverse, resilient, humane, and productive schools, workplaces, and communities.  

Given the realities of demographic change, globalization, political grievances, and the 

continuous emergence of disruptive technologies, countermeasures to instability are all the more 

precious.  The greatest and most ethical use of culturally aware systems is to give us the ability 

to collectively design the best and most civilized world possible with its contingent liberties and 

obligations, generating a garden of societies competing to collaborate and collaborating to 

compete for prestige. 

Regarding the ICS, its usability will be the subject of additional research.  What is the 

proper balance between online participation and face-to-face?  For a given implementation, what 

disrupts the user’s experience or deepens it?  What kinds of rituals are best suited for increasing 

cohesion across ethnicities, identities, and narratives?  Are some governance systems better 

suited for use with the ICS?   

The ICS, or similar systems, could be used to help organize people into ever larger linked 

communities shaped around enlightened self-interested values.  The ethical component is key.  

Once upon a time idealists envisioned the internet as a utopian community that would educate all 

its denizens.  While there are certain corners of the internet where the discourse is incredibly 

thoughtful and insightful, most of the internet is rather silly, superficial, incoherent, overly 
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emotional, self-obsessed, or hateful—disembodied minds without many ethical constraints.  

Hence the expressions, “Don’t read the internet,” or “What do you expect, it’s the internet?”  

Here we see the mediocre, confused, or cruel legacy behavior of humans leaping over the 

threshold into the new socio-technological reality. 

This has happened before.  In the late 1800s Brazilian aviator Alberto Santos-Dumont 

thought personal aircraft would usher in world peace because people would be able to readily 

visit each other and resolve their disputes.  Santos-Dumont’s dream was dashed because the 

development of aircraft was not paired with moral-cultural imperatives encouraging prosocial 

uses.  Instead, aircraft merely became the cavalry and trains of the sky.  The ICS seeks to create 

an explicit moral barrier between the often regrettable evolutionary behavior of humans and a 

new world of increased mutually beneficial collaboration and productivity. 

Roughly every four years the US government’s National Intelligence Council produces a 

report called Global Trends, which looks approximately fifteen years into the future to anticipate 

challenges facing America and the world (National Intelligence Council).  The January 2017 

edition in this series warns of reactionary forces responding to Globalization and empowered by 

transformative technology (social media, encryption, three-dimensional printing, AI, etc.) 

(National Intelligence Council).  Recalling Parag Khanna’s notion of megadiplomacy—or broad-

based, energetic, comprehensive problem-solving—let us examine how one strain of 

megadiplomacy might be facilitated by the ICS. 

Imagine that one has the goal of increasing the critical thinking or mental hygiene of the 

world’s population.  Indeed, without more rational people, one cannot reasonably expect to 

produce reasonable societies.  Angela Duckworth, the psychologist, MacArthur Fellow, and 
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famed author of Grit: The Power of Passion and Perseverance, is the co-founder of a project 

called Making Behavior Change Stick (MBCS).  The premise is that many social ills may be 

more effectively addressed by changing the quality of an individual’s decision-making than by 

solely passing laws. 

What if there was a small face-to-face group of people who wanted to improve their well-

being with the eventual products of MBCS?  What if they used the ICS to collaborate with a 

local group of do-it-yourself Maker Faire enthusiasts?  What if the resulting community 

embraced members of their city’s chamber of commerce in their next iteration of the ICS?  What 

if this process continued up to the national level, integrating more appropriate social and cultural 

groups, crossing ethnicity, and developing new gadgets and services (remember they have some 

Makers) for supporting critical-thinking skills, far-sightedness, and digital literacy? 

What if this expanding community collaborated with think tanks and non-governmental 

organizations like the Institute for the Future, the Center for Strategic and International Studies, 

The Aspen Institute, the Middle East Institute, the Council on Foreign Relations, New America 

Foundation, The New American Leaders Project, Chatham House, Quilliam, Institute of Race 

Relations, American Enterprise Institute, the Brookings Institution, the Malala Fund, and the Mo 

Ibrahim Foundation?  No one can be sure of the outcome and there would surely be conflicts and 

setbacks, but what if even twenty percent of the world’s non-governmental organizations and 

inter-governmental organizations formed a tightly coordinated community of organizations 

focused on a single goal?  The potential for diverse people and thinking to work together to make 

behavior change stick would be an interesting experiment to watch. 

Here are two quotes from Global Trends.  Here is the first:  
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We are living a paradox: The achievements of the industrial and information ages 

are shaping a world to come that is both more dangerous and richer with 

opportunity than ever before.  Whether promise or peril prevails will turn on the 

choices of humankind. (National Intelligence Council, ix) 

 

Here is the second:  

The most resilient societies will also be those that unleash the full potential of 

individuals—including women and minorities—to create and cooperate.  Such 

societies will be moving with, rather than against, historical currents, drawing 

upon the ever-expanding scope of human agency and skill to shape the future.  In 

all societies, even in the bleakest circumstances, there will be those who choose to 

improve the welfare, happiness, and security of others—and who will use 

transformative technologies to do so at scale.  The opposite will be true as well—

destructive forces will be empowered as never before.  The central choice before 

governments and societies is how to blend individual, collective, and national 

endowments in a way that yields sustainable security, prosperity, and hope. 

(National Intelligence Council, 69) 

 

The nature of the emerging future is in our hands. 

 

 



 
 
 

170 

APPENDIX A 

FIRST PERSON CULTURAL TRAINER PRELIMINARY CULTURAL KNOWLEDGE 

ENGINEERING REQUIREMENTS ANALYSIS 

 
 

The following report summarizes the cultural research performed for the Spiral Two 

version of FPCT through the late spring and summer of 2010.  The scenarios discussed are 

purely fictional and any resemblance to real situations or persons is purely coincidental 

(Donahue 2010):  

In Spiral Two, three hypothetical scenarios were received from TRADOC and have been 

integrated into FPCT’s Afghan prologue, set in a virtual Pashtun village called Suleiman Kala.  

Scenario One requires the player character to engage Suleiman Kala’s population following the 

accidental deaths of two village shepherds.  Scenario Two requires the player character to 

converse with the virtual village’s NPCs after a suicide bombing at a government medical clinic 

in a nearby city.  Scenario Three requires the player character to enter the virtual village and 

identify the community’s needs and its influential elders.  The Suleiman Kala prologue is 

capable of generating up to 150 NPCs, all of which share a common knowledge and history. 

The geographic layout of Suleiman Kala is based on extensive cultural research.  This 

research aided in developing an environment representing areas of interest that could 

authentically appear in an Afghan village.   
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Figure A.1. Map of Suleiman Kala Listing Key Locations in Yellow and Assets in Purple 

 

The map of the village in Figure A.1 provides an overview of the areas of interest and 

locations that could contain key NPCs, as well as the location or starting points for object-based 

side quests for the player.  My role on the project was to research all aspects of Afghan or Iraqi 

culture and society and insurgent groups and explore how to model these and other relevant 

aspects of human psychology.  FPCT progressed through several versions over the years and 

during the 2010 version of the simulation I was asked research the Afghan-Pakistan border 

region.  The new rural village situated there was to be constructed with some awareness of the 

complexities of the border region.  Source materials were “open,” or unclassified, and largely 

consisted of documentaries, travelogues, scholarly works about the region, dissertations, 

websites, reports of non-governmental agencies (NGOs), and blogs of soldiers serving in the 

region (Cathell; Doran; Marine Corps Intelligence Activity; Salomon; Stewart). 
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The top-level analysis of Afghanistan-Pakistan border region focused on the following 

general areas: (one) Cultural Ramifications of Names, Languages, Accents, Grooming, and 

Gestures, (two) Architecture, Signage, Economic Activity, (three) Subcultural Traditions and 

Taboos, (four) Negotiations and Conversational Impact, (five) IED Network Roles, Insurgent 

Behaviors, Structure, and Technology, (six) Golden Nuggets, and (seven) Social Networks.  This 

preliminary report reached a number of conclusions regarding how this part of the world might 

be simulated. 

Names, accents, grooming, and gestures of Pashtuns, Balochis, and Pakistani Punjabis 

vary and require more research.  There will certainly be fine differences in accent and language.  

The Waziris speak their own dialect of Pashto and Balochis speak Balochi, which is Persian-

derived, and similar to Dari. 

The topic of architectural differences between groups also must be researched further, but 

a superficial review finds no significant deviations from the standard rural and semirural mud-

brick architecture common throughout the Afghanistan-Pakistan region.  If any signage is to 

appear, it will mostly likely be in the dialect-script of that region and will reside in more 

urbanized locations, as many people are illiterate.  The various types of economic activity require 

further research before they can be understood and transformed into behavioral models. 

No significant differences have thus far been found in the etiquette, traditions, and taboos 

of Afghan Pashtuns and other groups in the border region.  What must be considered is how 

many of these traditions and practices should be simulated in FPCT: the Pashtunwali honor code, 

its various interpretations, and the nature of factional conflict are the most obvious. 
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Thus far no significant differences have emerged between the nature of negotiations and 

conversations in Afghan Pashtuns and other ethnic groups in the region.  The time horizon of 

gameplay will also dictate how many negotiation traditions (shuras, economic bargaining, etc.) 

will be included in FPCT.  The presence and nature of conflict and negotiation types will vary 

from community to community based on information in My Cousin’s Enemy is My Friend: A 

Study of Pashtun "Tribes" in Afghanistan, yet disputes and negotiations largely center on land, 

water, and money.  Still, according to the same text, the conflicts tend to be multi-layered, 

complex, and difficult to unravel. 

Any cultural influences on the formation of IED networks and technology in the 

Afghanistan-Pakistan border region must be uncovered by further research.  Any cultural 

influences the Afghan-Pakistan border region has on Golden Nuggets, or intelligence-like 

information, will have to be revealed through further research.  The fine-grain differences, if any, 

in social network structures will also have to be confirmed by additional research.  Currently, the 

flexible nature of qawm, or Afghan social networks, has been confirmed by additional study. 

After the top-level analysis was complete I started researching the various unclassified 

cultural training materials and studies of insurgent groups recommended or supplied to us by 

TRADOC.  Compilations were made of important cultural artifacts along with images of 

villages, towns, and homes—interiors and exteriors.  Images of rural mosques were particularly 

challenging to find, however.   

Additionally, economic, social, political factors must be considered.  Should social 

classes be simulated?  How many political factions should be represented?  What are their aims 

and how should they be reproduced? 
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Thorough investigation focused on cultural attitudes, cultural norms, negotiation styles 

(“Culture-Based Negotiation Styles;” “Communication Tools for Understanding Cultural 

Differences;” LeBaron), interpersonal behaviors, daily life patterns, speaking styles, names, 

costumes and grooming.  What do people wear and how is their hair worn?  Further analysis is 

needed to find any cultural differences in artifacts, architecture, clothing and grooming, attitudes, 

and speech between Afghan Pashtuns, Pakistani Pashtuns, and Pakistani Balochis.  All of these 

elements need to be integrated into an interior cultural model that influences each agent’s 

behaviors. 

I went on to write descriptions of how a number of behavioral should work.  FPCT 

already had an existing psychological-emotional model developed by lead programmer Brent 

Friedman and an unfinished cultural model that could organize clothing and dialogue by 

demographic group and gender.  I proposed the following models be added or expanded upon: 

One) Naming Convention: Afghan Pashtuns 

Two) Naming Convention: Pakistani Pashtuns 

Three) Naming Convention: Balochi 

Four) Clothing and Grooming Convention: Afghan Pashtuns 

Five) Clothing and Grooming Convention: Pakistani Pashtuns 

Six) Clothing and Grooming Convention: Balochis 

Seven) Afghan Pashtun Cultural Model 

Eight) Pashtun Conversation and Behavioral Model 

Nine) Afghan Pashtun Etiquette and Taboos Model 

Ten) Pakistani Pashtun Etiquette and Taboos Model 
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Eleven) Negotiation Model for Afghanistan 

Twelve) Deception Model 

Thirteen) Social Network Influence and Coercion Model 

Fourteen) Impromptu Shura Model 

 

Over the course of Summer 2010, the naming and clothing convention models were 

mostly implemented as envisioned.  By early August, randomized character names could be 

generated for agents according to subculture and family.  Their appearances could also be 

constructed and constrained by subculture.  The pre-existing Faction model—in which agents 

have an awareness of any political factions they belong to—was used to simulate broad qawm 

groups in the simulated village.  The etiquette models were not formally implemented, though 

their essential functionality was.  When agent dialogue was being scripted, the agents were 

programmed to become angry if asked questions about their female relatives.  Other emotional 

reactions were specific key NPC’s design.  The other models were not expanded due to time and 

resource constraints.  The complete and desired list of models follows: 

• Naming Convention: Afghan Pashtuns - This convention categorizes Afghan Pashtun 

names by gender and provides a configuration for their generation. Additionally, 

percentages are included that specify how often elements of a name (honorifics, for 

example) should be produced and used in conversation with the Player. 

• Naming Convention: Pakistani Pashtuns - This convention lists Pakistani Pashtun names 

categorized by gender and provides a configuration for their generation. Additionally, 
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percentages are included that specify how often elements of a name (honorifics, for 

example) should be produced and used in conversation with the Player. 

• Naming Convention: Balochi - This convention lists Balochi names categorized by 

gender and provides a configuration for their generation. Additionally, percentages are 

included that specify how often elements of a name (honorifics, for example) should be 

produced and used in conversation with the Player. 

• Clothing and Grooming Convention: Afghan Pashtuns - This convention lists Afghan 

Pashtun clothing and grooming features, like beards and hair length, categorized by 

gender and provides a configuration for their generation. Additionally, percentages are 

included that specify how often the clothing and grooming elements appear. 

• Clothing and Grooming Convention: Pakistani Pashtuns - This convention lists Pakistani 

Pashtun clothing and grooming features, like beards and hair length, categorized by 

gender and provides a configuration for their generation. Additionally, percentages are 

included that specify how often the clothing and grooming elements appear. 

• Clothing and Grooming Convention: Balochis - This convention lists Balochi clothing 

and grooming features, like beards and hair length, categorized by gender and provides a 

configuration for their generation. Additionally, percentages are included that specify 

how often the clothing and grooming elements appear. 

• Afghan Pashtun Cultural Model - This model translates cultural settings inspired by the 

Cultural Orientations Framework to emotional dispositions in the minds of agents. 

• Pashtun Conversation and Behavioral Model - This model describes how one-on-one 

conversations and group conversations are rendered as well as the topics an agent will 
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decide to discuss during conversations. The model also describes how often agents 

belonging to different socio-economic classes interact with each other. Finally, agent 

behaviors like gaze, interpersonal distance, and swarming will be linked to Cultural 

Orientations Framework cultural settings. 

• Afghan Pashtun Etiquette and Taboos Model - This model details the impact of a range 

of conversational choices and actions on the emotions and opinions of an agent given the 

etiquette and taboos of Afghan Pashtun culture. 

• Pakistani Pashtun Etiquette and Taboos Model - This model details the impact of a range 

of conversational choices and actions on the emotions and opinions of an agent given the 

etiquette and taboos of Pakistani Pashtun culture. 

• Negotiation Model for Afghanistan - This model discusses how Afghan agents will 

respond to various approaches to negotiation and conversational style in terms of emotion 

and opinion.  The concept of time is also accounted for. 

• Deception Model - This model defines when an agent will be deceptive and how 

deception is manifested in agents. 

• Social Network Influence and Coercion Model - This model defines how influence, social 

networks, and coercion affects agents, Golden Nuggets, and gameplay. 

• Impromptu Shura Model - A model of an impromptu and informal version Afghan 

consensus-building tradition called a shura. 
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APPENDIX B 

EXCHANGE GAME RULES 

 
 
Exchange 3.0 Directions for Game Administrator 

This game seeks to capture the cultural values of the players.  First, organize each deck 

into the five card categories: Nature of Humans, Relationships Amongst People, Relationship to 

Broad Environment, Activity, and Time.  Second, give a deck of twenty Value Cards (Blue, 

Green, Red, Yellow decks) to each of the four players. 

The first round of play consists of each player contributing five of their Value Cards, one 

from each category, to a pool representing the collective cultural character of the group.  The 

player selects and contributes cards reflecting their cultural values. 

Five turns are in the first round of play, one for each category of the Cultural Orientations 

Framework—Nature of Humans, Relationships Amongst People, Relationship to Broad 

Environment, Activity, and Time.  During each turn the players contribute a single Value Card to 

the pool. 

In the second round of play, players get one opportunity to withdraw or swap a Value 

Card for one already in the pool. 

 

Scoring Value Cards 

When both rounds of gameplay are over, organize the cards in the Value Cards in the 

pool by category, note the number on the back of each card, and sum them by category.  If the 

number on the back of the Value Card is negative it translates to a lie item.  Such cards are 
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discarded and not included in the scoring.  The point totals in each category could be interpreted 

in the following fashion: 

 

For Nature of Humans Cards (with four players) 

The high-end point total range: 9.0 to 12.0 

The middle range: 5.0 to 8.0 

The low-end point total range: 0.0 to 4.0 

 

For Relationships Among People Cards (with four players) 

The high-end point total range: 9.0 to 12.0 

The middle range: 5.0 to 8.0 

The low-end point total range: 0.0 to 4.0 

 

For Relation to Broad Environment Cards (with four players) 

The high-end point total range: 9.0 to 12.0 

The middle range: 5.0 to 8.0 

The low range: 0.0 to 4.0 

 

For Activity Cards (with four players) 

The high-end point range: 9.0 to 12.0 

The middle range: 5.0 to 8.0 

The low-end range: 0.0 to 4.0 
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For Time Cards (with four players) 

The high-end point total range: 9.0 to 12.0 

The middle range: 5.0 to 8.0 

The low-end range: 0.0 to 4.0 

 

Value Card Point Association by Category 

Nature of Humans (What is the nature of human beings?) 

(3 points) (Good) The basic nature of people is essentially good. 

(2 points) (Mixed) The basic nature of people is good and evil. 

(1 point) (Evil) The basic nature of people is essentially evil. 

(Discard) (Lie Item) The nature of people is perfectly good. 

 

Relationships Among People (What is the nature of human relationships?) 

(3 points) (Individualism) Our primary responsibility is to ourselves as individuals, and next for 

our immediate families. 

(2 points) (Egalitarian Collectivism) Our primary responsibility is to a larger extended group of 

people, such as an extended family or society. 

(1 point) (Hierarchical Collectivism) Our primary responsibility is to those with more power in 

the social hierarchy since they have responsibility for those of lower rank. 

(Discard) (Lie Item) Our primary responsibility is to support the goals of others to the 

destruction of our own lives. 
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Relation to Broad Environment (How should humans relate to the world?) 

(3 points) (Mastery) We should control, direct, and change the environment around us. 

(1 point) (Subjugation) We should not try to change the basic direction of the broader 

environment and should allow ourselves to be influenced by a larger natural or supernatural 

element. 

(2 points) (Harmony) We should strive to maintain a balance among the elements of the 

environment and with each other. 

(Discard) (Lie Item) Our primary responsibility is to support the goals of others to the 

destruction of our own lives. 

 

Activity (How should people engage in activities?) 

(3 points) (Doing) People should continually engage in activities to accomplish tangible tasks. 

(2 points) (Thinking) People should consider all aspects of a situation carefully and rationally 

before taking action. 

(1 point) (Being) People should be spontaneous and do everything in its own time. 

(Discard) (Lie Item) People should be always pursue personal goals relentlessly, no matter how 

unreasonable. 

 

Time (How should people relate to time?) 

(1 point) (Past) Our decisions should be guided mostly by tradition. 
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(2 points) (Present) Our decisions should be guided mostly by immediate needs and 

circumstances. 

(3 points) (Future) Our decisions should be guided mostly by long-term future needs and 

circumstances. 

(Discard) (Lie Item) Our decisions should never consider the future since it cannot be known. 
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