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Abstract
This report describes the Simulation Experience Design Method
and it’s applicability toward designing intercultural agents. The
Simulation Experience Design Method creates engaging
multiplayer, multicultural learning experiences by focusing on
how dynamic game content, roles, scenarios, and assessment
feedback contribute to an emergent communication culture that is
both equitable and inclusive. Examples of intercultural
multiplayer social process simulations designed by the author for
the US military are provided (Raybourn, 2005).

Cultural orientations are diverse and not always obvious to
others. Hall (1959) indicated that culture hides more than it
reveals. Contextual social supports provided by
intercultural agents (Morel, 2004) can illuminate cultural
orientations and help create environments that are life-like,
engaging, adaptive, and fun. Examples from game-based
training systems designed for the US military provide the
backdrop for a presentation on how designers can create
cultural contexts for interactive simulations & games.
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The Simulation Experience Design Method is a process
that addresses Human computer interaction design as a
system of experiences that exist within an emergent,
adaptive cultural context engendered by designers. The
Simulation Experience Design Model illustrates designing
user supports for cross-cultural discovery by way of
interactions, narratives, how communication defines a
place, and how user co-created emergent culture results in
more intrinsically motivating intercultural communication
in virtual environments (Raybourn, 2007). Supporting
equitable intercultural communication is comprised of
several salient elements, among them (1) the type of
communication, or interaction (interpersonal, group, etc.),
(2) the place, or context, in which it occurs, (3) the
narratives that are co-created and negotiated by the
interlocutors, and (4) the culture that emerges from the
communication event (Raybourn, 2004). Following the
framework, design tasks may then be considered as a cycle
from interactions to an emergent ‘third’ culture (Brislin &
Yoshida, 1994). Related readings on the design of
simulations can be found in Gredler (1992), Aldrich
(2004), and Salen & Zimmerman (2004).
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Intercultural Agents
Successful multicultural interactions involve the
recognition that several different cultural orientations can
co-exist in the same environment and benefit each other.
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