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Abstract Providing opportunities for children to engage with intercultural learning has
frequently focused on exposure to the ritual, celebrations and festivals of cultures, with
the view that such experiences will result in greater acceptance of cultural differences.
Intercultural conflict is often avoided, bringing as it does particular pedagogical, ethical
and political dilemmas of which cultures we place in conflict in the multicultural
classroom. In this paper we discuss an alternative approach, providing children with
an interactive learning experience with synthetic cultures and characters. The agent
architecture developed to enable intelligent agents to exhibit culturally appropriate
affect and behaviours is outlined. MIXER, an experiential learning application developed for 9–11 year old children on intercultural conflict is described, highlighting the
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learning goals and approaches. A school-based evaluation of MIXER with 144 UK
children is presented. Children demonstrated high levels of comprehension, engagement and enjoyment of MIXER, with MIXER contributing to near and far transfer,
supporting children’s cognitive, emotional and behavioural learning and stimulating
discussion and debate about how to resolve conflict.
Keywords Intercultural conflict . Interactive learning . Intelligent agents .
Synthetic cultures

Introduction
Supporting people to accept difference, avoid conflict and engage effectively across
cultures continues to be essential (UNESCO 2011). Education is a key tool, with many
countries incorporating intercultural learning into the curriculum (Kirchschlaeger et al.
2012). Intercultural education aims to bring about an overall improvement of people’s
performance in situations taking place in intercultural contexts (McDonald et al. 2008;
Gudykunst et al. 1996). Much intercultural education has targeted adults, however, it is
increasingly essential that children are also provided with the skills, competences and
strategies required to support intercultural engagements.
Intercultural education can be categorized along two dimensions, relating to the
learning process and the content focus (see Fig. 1). Whilst there is plentiful didactic and
culture-specific material available for children in hard and soft copy, opportunities to
engage in experiential learning and particularly to develop culture-general competence
and skills are more limited. For many 9–11 year old school children, cultural learning
focuses on culture-specific festivals, rituals and highlights.
Whilst participation in festivals does offer some degree of experiential learning, this
stimulates culture-specific knowledge, educating the child about a culture, rather than
providing transferable skills that would enable understanding of any culture. There is a
need for approaches that extend learner’s competences by providing them with a series

Fig. 1 Intercultural education: learning process & content focus
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of concrete skills that can then be applied in unfamiliar situations (Fowler and Blohm
2004).
Intercultural education strives to create a harmonious society, where learners are
culturally sensitive (Bennett 1986) and empathic, being able to understand another
individual’s experience as it is embedded in their culture (Mullavey-O’Byrne 1997). To
develop intercultural understanding and sensitivity, children clearly need to learn about
challenging intercultural experiences, such as intercultural dissonance and its potential
to lead to conflict (Mahler 2012). We define intercultural conflict as conflict of which
the cause can be traced back to intercultural dissonance or misunderstandings due to
differences in culture. Ting-Toomey defines” cultural conflict competence” as “the
mindful management of emotional frustrations and conflict interaction struggles due
primarily to cultural or ethnic group membership differences” (Ting-Toomey 2004).
Here, we focus not only on group difference but also specifically on differences in
culture beyond group membership.
Providing children with experiential learning that supports the development of
intercultural conflict competence results in the immediate challenge of which cultures
should be in conflict and which aspects of culture should be used to highlight
dissonance. Using real cultural conflict is fraught with difficulty and may reinforce
stereotypes and antagonism rather than develop the desired intercultural competence
learning. In the classroom, intercultural conflict is often addressed through culturespecific scenario-based intercultural exercises, with short videos and/or texts and
websites supplemented with discussion topics. Role play is also used in supporting
the creation of knowledge and meaning from concrete, culture-specific, though imagined, experiences (Kanfer 1979). Simulation games can address intercultural conflict
using a culture-general experiential learning approach, for example, RaFa RaFa the
children’s version of BaFa BaFa (Shirts 1995) and BARNGA (Thiagarajan 2006).
Virtual Learning Environments (VLE) populated by autonomous agents that are able
to simulate human-like behaviour, including cultural behaviour provide an exciting
opportunity for intercultural learning experiences. Although VLEs and virtual agents
have been developed for intercultural role play and simulation experiences, these are
typically for adult learners. Some use specific real-world cultures for their experiences
(Endrass et al. 2011; Johnson and Valente 2009; Wu and Miller 2010), whilst others
have used imaginary cultures (Aylett et al. 2009; Mascarenhas et al. 2009). This has
resulted in growing interest in creating agents that exhibit cultural behaviour. However,
the majority of these are culture-specific to a real culture. For example, the Culturally
Affected Behaviour (CAB) model (Solomon et al. 2008) allows the encoding of
specific ethnographic data on cultural norms, biases and stereotypes, which are used
to influence the behaviour of agents. CUBE-G (Rehm et al. 2007) focuses on the
modeling and generation of appropriate nonverbal communication aspects of different
national cultures.
This paper presents an alternative culture-general experiential learning approach,
MIXER (Moderating Interactions for Cross-Cultural Empathic Relationships), a VLE
populated by intelligent, affective and interactive characters targeted at children.
MIXER aims to enable 9–11 year olds to experience and learn about intercultural
conflict, highlighting strategies and supporting the development of skills and competences. MIXER was developed and evaluated by the eCUTE (Education in Cultural
Understanding, Technology Enhanced) project (see www.ecute.eu). In this paper,
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firstly, the background to our approach for developing intercultural conflict skills and
competence is presented. We then briefly describe MIXER’s scenario and design,
followed by an overview of our architecture that incorporates mechanisms to
generate culturally appropriate affect and behaviour. The approach used to evaluate
the learning achieved through using MIXER, considering near and far transfer is
outlined along with the results from a 144 children study in the UK. The final
section provides a discussion of our results and of the potential of intelligent agents
and cultures for learning about intercultural conflict.

Developing Intercultural Skills and Competence
Hofstede et al. (Hofstede et al. 2010) define culture as “the collective programming of
the mind that distinguishes the members of one group or category of people from
another.” They empirically found a limited set of issues on which societies differ
systematically throughout their values and practices. Countries can thus be placed in
a six-dimensional space in which their value systems are more or less similar. The
Hofstede dimensions are zoomed-out abstractions, derived from aggregated societywide analysis. They describe the result of this ‘collective programming of the mind’,
not the mechanisms. Those mechanisms, the everyday collective programming, involve
practices (heroes, symbols, rituals) that are enacted through a myriad of interactions
between people. Many of those interactions take place in the context of rituals (large
and small) that involve religion or nationality, alongside all possible other visible social
categories, norms, roles and rules. The crucial formative interactions take place during
infancy and childhood. This programming creates patterns of thinking, feeling and
behaving that are shared and learnt by members of the same culture, notwithstanding
wide individual variety. Intercultural conflict is frequently the result of a mismatch of
these patterns. Through understanding concepts that capture aspects of culture, (such as
cultural value patterns) self- and other-awareness is increased, and contributes to
competent management of intercultural antagonisms (Ting-Toomey 2009).
Synthetic cultures (Hofstede et al. 2002) are culture scripts based on the manipulation of the value orientations of Hofstede’s Dimensional model (e.g. Power Distance,
Uncertainty Avoidance, etc.). Synthetic cultures enable an understanding of culture as
being a group with common and collective expectations and behaviours. This negates
our understanding of culture being necessarily tied to visible characteristics such as
race, religion, nationality, etc. but instead views culture as the collective programming
of the mind that distinguishes the members of one group or category of people from
another. As indicated above there could, but need not, be a role for race, religion and
other factors in shaping that culture. Synthetic cultures provide a useful approach to
simplifying the complex notion of culture, providing understandable yet unreal cultures, creating an environment in which to experience culture-general learning through
simulating intercultural encounters with virtual characters from different synthetic
cultures.
Within this perspective, a basic goal of intercultural learning is to accept people
belonging to a given out-group into one’s own “moral circle” (Pizarro et al. 2006;
Singer 1981). A “moral circle” is formed by those who adhere to a common purpose
and group identity and those who follow a common set of moral rules and who trust
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each other (Hofstede et al. 2009). Moral circles can be formed in many situations, from
the moral circle formed by a class or village to haphazard, ephemeral groupings of
people such as those in a theatre queue. Each social setting creates its own ‘moral
circle’ consisting of all people who belong to that setting. Consequently, its rules only
apply to those who belong, and may only be known to the moral circle’s members.
These unwritten rules for behaviour are used to monitor our own and others’ performance. All kinds of covert and overt feedback signals and sanctions are used to try to
enforce good behaviour.
In many cases, different groups have different practices, and so at that level a
learning process is needed before a visitor can achieve any level of intercultural
competence. Language is the most obvious example. But, note also, that language is
not enough; without education in cultural practices and values, one cannot really
become competent in a different culture even if one learns the language. In MIXER
we focus on a simple set of explicit, if unwritten, practices and stay away from the
linguistic element by confining ourselves to differences in game rules.
A key focus for intercultural learning in MIXER is for the learner to be willing to
include out-group members in their own moral circle and to try to understand their
unwritten rules. To achieve this, MIXER has been developed to support learning within
the Intercultural Competence Learning Framework (Swiderska et al. 2011), (see Table 1).
The framework extends Bennett’s Developmental Model of Intercultural Sensitivity
(Bennett 1986), by focusing on the intercultural competencies that facilitate or moderate
the development of intercultural sensitivity (Spitzberg and Changnon 2009).

Mixer: Learning Approach and Goals
In MIXER, the child user starts out by observing (and judging) the superficial levels of a
moral circle (practices). The next step is trying to discover the underlying rules of that
moral circle. These rules can (and most likely will) evoke strong emotions in a person,
since they determine what is right or wrong in the game. If the child perceives only the
practices but not their cause in the underlying rules, this will lead to the child rejecting
the group that uses these practices. If the child understands that at the deeper level of fair
play the other group makes sense, they may try to learn the different rules as just new
ways of achieving fair play. To the extent that their attitudes towards “the others” change,
learners should start to react with positive emotions to members of another culture. Thus,
a key learning aim for MIXER is for the children to be willing to include the out-group’s
members in one’s own moral circle, and try to understand their unwritten rules.
Following the framework in Table 1, starting as a Beginner, it is important to
become aware of the specific practices and values of the moral circle. This is defined
by the rule set of the game. The Journeyman integrates the knowledge acquired in the
beginner’s learning goal, and tries to integrate it within their mental model of the world.
By trying to shift perspectives, children begin to understand on a basic level the
differences and similarities between their own group and another group. They should
now be able to describe the game from the point of view of people from both their own
in-group and from the other out-group. The cognitive, emotional, and behavioural
learning goals of MIXER should enhance development of awareness, sensitivity, and
communication in intercultural competence.
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Table 1 eCUTE intercultural competence learning framework
Attitude
Stage of learner

Emotional goals

Cognitive goals

Behavioural goals

Beginner
Conscious
incompetence
Observation
& acquisition

Start learning the specific Being fully present in
Recognise emotions (e.g.
attending to another’s
practices and values of
Fear, anxiety) when dealing
verbal and non-verbal
another group
with strange behaviours of
messages
another group

Journeyman
Conscious
competence
Relating &
experimenting

Practice skills learned in
Understand on a basic
Be able to observe the
previous stage;
level differences and
behaviour of another group
experiment with
similarities between
without feeling prejudice
different behaviours
own group and another

Be able to unconsciously
Share emotions (e.g. Sadness, Discriminate and select
Expert
participate in another
appropriate strategies
happiness) of another group
Unconscious
group as a native
for the cultural context
and others’ experiences
competence
through empathy
Adapting & belonging

The Mixer Application
MIXER is a computer-based learning experience targeted at 9–11 year olds for
use in the classroom context. MIXER engages users in an interactive narrative set
in a virtual summer camp where two groups of school children (intelligent agents)
play Werewolves, a popular intergenerational game widely known in many
cultures.
MIXER depicts a peer conflict scenario, occurring when Tom (protagonist) plays the
Werewolves game with two different groups of children at a summer camp. The teams
are represented as the Yellow team (in-group) and the Red team (out-group). Each team
is composed of six intelligent agents - a game-master, a werewolf and four villagers.
These teams provide two cultures or moral circles, each with different values, represented as rule sets for playing Werewolves. Within the Yellow team, the rules are that
each player takes turns to say who they think the werewolf is and why, the player with
the most votes is then killed off and is out of the game. In the red team, one player states
who they believe the werewolf to be, if they do not have majority agreement from the
other players then they themselves are killed by the villagers and they are out of the
game. As the scenario unfolds, it becomes evident to Tom and the child user that the
groups adhere to different rules (reflecting that they belong to two different cultures or
moral circles). Tom accuses the red team of cheating, because he does not understand
the rule change, and Tom tells the child user that he thinks they just don’t want him to
play. MIXER ends by Tom resolving the conflict with the Red team by discussing the
differences in the two versions of Werewolves. The final scene in MIXER shows that
Tom understands and accepts the rules of the Red team and Tom tells the child user that
the red team rules sound “Pretty cool” and that he can’t wait to try out the new rules.
This reinforces the message that sometimes what may appear to be unfair or strange
behaviour may actually be due to simple differences that can be easily resolved and can
result in positive outcomes. This observation and interaction provides the basis for
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accepting people belonging to a given out-group into one’s own’moral circle’ (Hofstede
et al. 2009). It also encourages thought about appropriate coping strategies in conflict
situations (Ting-Toomey 2009).
In MIXER, the child user does not directly appear in the virtual world. Instead their
role is to interact with Tom, as an invisible friend and to support his play by responding
to Tom’s requests for advice on how to react and what to do at different stages of the
game. The aim is for the child user to learn, by observing and advising Tom. This
positioning of the learner as the invisible friend increases empathic engagement
between the child and the synthetic friend character (Paiva et al. 2005). Additionally,
detaching the child user from actually playing the game themselves can also produce a
distancing effect so as to promote reflection (Aylett et al. 2005).

Mixer Implementation
The graphical visualization of the summer camp and the characters was implemented in
the Unity game engine (Helgason 2014). The characters (see Figs. 2 & 3) were
designed to be similar to the intended users, with age appropriate appearance and
voices, including boys and girls with a mix of ethnicities. As is common in summer
camps, the children were dressed in team T-shirts, representing the two teams: the Reds
and the Yellows.

Fig. 2 Alex and Lisa, characters from MIXER
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Fig. 3 The yellow team during discussion (left) and accusation (right) phase of the Werewolves game

The Reds and the Yellows provide the moral circles of MIXER. Each team is formed
by 6 intelligent agents (see Fig. 3) that each have intelligent affective behaviour. Such
agents with their own goals, motivations and emotions, autonomously select their
actions, giving users a sense that they are ‘alive’ and believable. This is achieved using
FAtiMA, (Fearnot AffecTIve Mind Architecture) a cognitive appraisal architecture
(Dias et al. 2011; Dias and Paiva 2005) (see Fig. 4) in which events are assessed in
relation to goals and generate an affective outcome as a result. These affective states are
then used both in reactive action-tendency rules for immediate responses and in a
deliberative planning system.
The FAtiMA architecture has been used in several applications, such as FearNot!
(Aylett et al. 2006), ORIENT (Aylett et al. 2010), SEMIRA (Ferreira et al. 2013).
FAtiMA’s autonomous agents adopt a cognitive appraisal approach (Dias and Paiva

Fig. 4 FAtiMA architecture (taken from Lim et al. 2012)
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2005). So, events in the world are perceived by the agents and evaluated in relation to
the agent’s internal state (thus, the agent’s attitudes and goals) and from there, an
affective outcome is triggered as a result. These affective states are then used in reactive
action-tendency rules for immediate responses of the agent. The affective states are also
used in a deliberative planning system, generating more complex coping behaviours
based on the emotions of hope and fear.
In MIXER we have used FAtiMA to define the agent behaviour, involving establishing their specific goals, actions, inference rules, emotional reactions and action
tendencies. Two types of goals were modelled. Active-pursuit goals, representing the
goals that the agent actively pursues to achieve a certain state (e.g. to accuse another
player), and interest goals are goals that the agent continuously maintains to avoid
threatening situations (e.g. to stay in the game – not be ‘killed’).
The advantage of a cognitive appraisal architecture like MIXER is that the basic
mechanism of assessing events according to the agent goals and generating an affective
state as a result can easily be extended to assess the likely behaviour of other agents. If
an agent takes the action it is considering and re-runs its own architecture as if this was
an incoming event, it is assessing how another agent would react to this projected
action. This is a simulation view of how a Theory of Mind might work and is illustrated
in Fig. 5.
FAtiMA’s agent model was extended for MIXER to incorporate Theory of Mind
(further described below). The other elements of the Agent Model can be briefly
described as:
&

&

Emotional state: an emotional reaction rule is associated with an external event to
appraise variables, desirability of the event, desirability for others and praiseworthiness of the action. The exact value of the variable for each rule is authored
beforehand.
Memory: FAtiMA’s agents have autobiographical memory, they are aware of their
past actions, experiences and emotions. For example, FAtiMA appraises events to

Fig. 5 Abstraction of FAtiMA to show incorporation of theory of mind
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generate emotions and this information is stored in the autobiographic memory for
future reference, assisting the agent in selecting (re) actions.
Deliberative layer: this layer provides deliberation and practical reasoning processes. All behaviour is driven by predefined goals, with the goals of the MIXER agents
related to playing Werewolves.
Reactive layer: the reactive appraisal process matches events to a set of predefined
emotional reaction rules providing a mechanism to appraise and react to certain
situations.

In MIXER, the intelligent agent’s appraisal, reactions and action generation are
based on knowledge of and relations with others and are consequently culturally
dependent. This is achieved through a Theory of Mind mechanism consisting of a
collection of Models of Others (see Fig. 6), each representing the beliefs of a particular
known agent. A 1-level Theory of Mind is modelled which means that a Model of
Other will have its own Theory of Mind including Models of Others, resulting in a
recursive hierarchical tree (Aylett et al. 2014). This Theory of Mind enables the agent to
play the Werewolves game, as it requires making decisions based on an agent’s
interpretation of other players and their motives. With the rational FAtiMA agent
minds, the agent will choose options or goals to maximise their expected utility. In
this case, to not be ‘killed’ and thus out of the game. This provides the two teams with
specific requirements associated with the need to behave in a group, according to the
unwritten rules, in this case the voting mechanism to determine who is ‘killed’ in
Werewolves. Making the utility of goals, and thus decision-making, depend on cultural
values, a link between culture and behaviour can be established. Through the specification of Theory of Mind preconditions to be tested against a particular Model of Other,
the deliberative component is thus able to trigger goals according to the beliefs of others
within their moral circle.
The Theory of Mind used in MIXER encodes equivalents to Baron-Cohen’s
(Baron-Cohen 1995) Eye-Direction Detection (EDD) and Shared-Attention
Mechanism (SAM) capabilities, which work on an agent’s incoming perception so it
can run the Theory of Mind mechanism for the perspective of a different agent
(Ruth Aylett et al. 2014).

Fig. 6 Theory of mind model
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In MIXER, the child interacts with Tom through a tablet using a Pictorial Interaction
Language (Endrass et al. 2014), (see Fig. 7). The Pictorial Interaction Language
provides children with access to over 70 graphics structured for use in sentences,
enabling them to create their advice for Tom. In addition to being fun, intuitive and
engaging, this approach also reinforces the child’s role as invisible friend. Whilst
everyone can see the virtual environment (on the computer screen), only the child
themselves can see their ‘private’ communication with Tom on the tablet.

Mixer Evaluation
Design
The evaluation for MIXER was designed and developed using Transmedia Evaluation,
which seamlessly embeds evaluation into the user experience by creating evaluation
materials and activities that are both appropriate and engaging for the target age group,
and that collect relevant, useful and high quality data for the research team (Hall and
Hume 2011). The aim for the MIXER evaluation was to identify if the following
learning goals were achieved:
&

Emotional: MIXER supports children to recognise emotions (for example fear and
anxiety) when dealing with the strange behaviours of another group

Fig. 7 Pictorial Interaction language
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Cognitive: MIXER supports children to start learning the specific practices and
values of another group
Behavioural: MIXER supports children in being fully present in attending to others’
verbal and non-verbal messages

In addition the following goal related to whether the MIXER technology was an
effective approach for technology enhanced learning:
&

Experience: MIXER engages children in the narrative and with the characters,
supporting the children’s understanding and learning of strategies for coping with
intercultural conflict

To establish if these learning goals were met, MIXER was evaluated in two ways: 1)
Directly after the MIXER interaction aiming to identify if MIXER resulted in near
transfer or immediate learning; and 2) With a pre- post- test design focusing on whether
interacting with MIXER resulted in far transfer or sustained learning. Figure 8 outlines
the phases of the evaluation, which included the completion of 3 activity style
workbooks and a discussion session (CDF) for children.
Sample
Children aged 9–11 years (N=144) participated in the MIXER evaluation at Broadway
Junior School, Sunderland. Table 2 illustrates the sample demographics.
Materials
Near Transfer Measures – Workbook 2 & CDF
Workbook 2 provides the Experience Evaluation Questionnaire (EEQ). This instrument
was developed to evaluate the user learning experience in VLEs populated by embodied characters, based on Hall et al. (2013) and Hall et al. (2006). The EEQ collects data
related to children’s immediate learning; their narrative comprehension, empathic
engagement; and their perspectives and views of the MIXER characters and experience. The EEQ addresses all four MIXER learning goals: emotional, cognitive, behavioural and experiential. Table 3 outlines the activities incorporated into the EEQ.
The EEQ was provided as Workbook Two in the MIXER evaluation and given to
children after their interaction with MIXER. Activities focused on learning, comprehension and responses to MIXER, as can be seen Fig. 9.
Classroom Discussion Forum
After completing the EEQ, children took part in a 20 min Classroom Discussion Forum
(CDF) involving a question and answer session led by a trained researcher. CDF
questions targeted narrative comprehension, perceptions of red and yellow team behaviour, views of characters and MIXER, etc. In addition to assessing user learning and
gaining feedback, the CDF also aimed to further scaffold the children’s learning of
intercultural conflict. A key goal of the CDF was to encourage self-reflective learning
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Fig. 8 MIXER evaluation design

to take place, consolidating the engaging learning experience that children had with
MIXER. Within the CDF, the discussion reinforces that different rule sets are used
rather than one team cheating. The CDF also highlights the importance of communication to resolve conflict in the MIXER scenario.
Far Transfer Measures – Workbooks One & Three
The three measures aimed at assessing far transfer were taken from the CQS - Cultural
Quotient Scale (Ang et al. 2007); the MESSY Scale - Matson Evaluation of Social Skills
(Matson et al. 2010) and Bryant’s Empathy Index (Bryant 1982). The behavioural subscale
of the CQS was used as a pre- and post- measure of a child’s capability to adapt verbal and
nonverbal behaviour in different situations and cultures. Factor One from the Bryant
Table 2 Evaluation sample
demographics

Total sample size

N=144

Age

M=9.90, (SD: .72)
9 yrs: n=45 (31.5 %)
10 yrs: n=68 (47.6 %)
11 yrs: n=30 (21.0 %)

Gender

Boys: n=71 (49.3 %)
Girls: n=73 (50.7 %)

Complete EEQ data

n=109 (75.69 %)

Complete T1/T2 CQS data

n=122 (84.72 %)

Complete T1/T2 Bryant data

n=119 (82.64 %)

Complete T1/T2 Messy data

n=118 (81.94 %)

Selections and Yes/No responses
5-point Likert scale represented as faces.

Comprehension/opinion exercise to assess children’s narrative comprehension and engagement with
Tom. Higher scores for narrative show that children listened and paid attention to the story line.
Positive responses equating to cognitive comprehension and deeper engagement with Tom.

Features 8 questions. 6 questions address engagement and comprehension, i.e. they have a correct
true / false answer, equating to emotional, behavioural and cognitive learning.
2 questions gather children’s opinions of the rule conflict reflecting the cognitive and behavioural
learning outcomes.

Features questions on user experience with MIXER (e.g. appropriateness of duration, desire to use
MIXER again, etc.), equating to experiential learning.

Evaluates usability (e.g. voices, text, etc.) and experience (e.g. who explained the rules the best)
of the MIXER application, relating to experiential learning.

Provides an evaluation of the interaction approach. e.g. ‘Do you think the game on the iPad was
easy to use/not easy to use exciting/dull’

Roving reporter

True or False?

MIXER views

What do you think?

iPad Page

Children circle one of the given responses.

The children use ‘True’ or ‘false’ stickers to
answer the questions.

Varied ratings from yes/no responses, and
circling correct answer.

Children place stickers of their 3 favourite
characters onto a picture of a winner’s podium.

Having used MIXER, children should have engaged with and have a deeper relationship with Tom
than any of the other characters. It was expected that the majority of children would choose to put
Tom in first place. This relates to the emotional and behavioural learning objectives.

Who wins?

Rating approach

Outline

Instrument

Table 3 Experience evaluation questionnaire
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Fig. 9 EEQ Workbook and sample pages

Empathy Index focuses on understanding feelings and was used as a measure of children’s
empathic behaviour. Factor 2 - Social Skills/Assertiveness of the MESSY questionnaire
was used to assess the child’s self-perception of their own social skills and competences.
Workbooks One and Three contained the pre and post-test measurements and were
given to children a week before interacting with MIXER and a week after. The
workbooks contained the same scales, but were designed to look very different from
one another, as shown in Fig. 10. This was done to alleviate the repetition that children
may feel when completing a post test and it was hoped that this would maintain
participant engagement throughout the evaluation procedure and reduce response
biases such as satisficing (Krosnick et al. 1996).

Fig. 10 Two versions of Bryant’s empathy index transformed using the Transmedia evaluation approach
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Procedure
Children participated in 3 sessions over 3 weeks, involving pre-test, test, and post-test
sessions. The sessions were delivered in a classroom environment by a trained
researcher. Children were randomly allocated to either the control or MIXER interaction condition. Children allocated to the control condition watched a video about
camping, lasting for a comparable time to the MIXER software interaction. Children
in the control condition then completed a related activity book rather than the EEQ.
Pre-test (workbook one) and post-test (workbook three) instruments were completed in
weeks one and three. These sessions were conducted as whole class sessions. Children were
each given a workbook, a set of stickers and pens/pencils and were instructed to complete
the workbook without discussing it with their classmates. Children were left to complete the
workbook with as little assistance as possible but were given help if requested.
Near transfer was assessed in week two. Children in the experimental condition
completed an interaction with MIXER using a laptop with headphones and the Pictorial
Interaction Language on an iPad. The interaction occurs in parallel with on-going class
activities. Small groups of children leave the classroom and interact with MIXER in a
separate room. After all of the children have interacted with MIXER, workbook two is
completed following the protocol described above for workbooks one and three. The
session concludes with the children who took part in the MIXER interaction taking part
in the CDF. The researcher begins by explaining that they would like to discuss the
MIXER application with the class and that children must put their hands up before
speaking. The facilitator allows each child to respond and asks children to elaborate or
ask questions in response to comments as appropriate in order to gain as much detail
from the children as possible before moving onto the next question.

Results
The results section firstly reports on the near transfer of learning outcomes about intercultural conflict providing analysis from the EEQ and CDF data. This is followed by the results
of the pre-post evaluation that explored the far-transfer learning outcomes. Chi-square
cross-tabulations were calculated on the EEQ data and repeated ANOVAwas carried out on
the pre-post (T1/T2) data for the CQS, Bryant’s Empathy and Messy questionnaires.
Near Transfer of Learning Outcomes for Emotion Goals Influences on wanting
to be Friends with Tom
A key goal for MIXER is for children to engage with and “care” about Tom, taking the role
of the invisible friend. Engagement and ‘caring’ towards the central character, Tom is
crucial to promote cultural awareness and comprehension. Children were positive about
Tom and his werewolf experience, with 83.5 % thinking Tom had fun playing werewolves,
77.1 % feeling Tom was good at making new friends and 79.8 % believed that Tom was
good at playing Werewolves. Nearly two thirds of children (65.1 %, n=71) stated that they
would want to be friends with Tom. A significant age association was found, [X2 (1, 109),
= 5.84, p=.05, Cramer’s V=.23], with more 9 year olds (77.5 %) stating that they wanted
to be friends with ‘Tom’ compared to 10 (61.0 %) and 11-year (37.5 %) olds.
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Helping, Listening and Friendship
The skills of helping, listening and friendship were essential for encouraging conflict
resolution, and in turn cultural awareness and comprehension in the MIXER game.
Chi-square cross-tabulations revealed a significant association between children wanting to be friends with Tom, and whether they felt that they had helped Tom resolve
conflict between the red and yellow teams during the Werewolves game, [X2 (1, 109)=
11.50, p=.001, Cramer’s V=.33]. Fig. 11 shows the link between children believing
they had helped Tom during the game, and wanting to be friends with Tom (yes friends
and yes helped=95.8 %, n=71, yes friends, didn’t help=4.2 %, n=3).
A significant relationship between children stating that they wanted to be friends with
Tom and whether they felt that Tom had listened to what they had said during the game
was uncovered, [X2 (1, 109)=6.12, p=.013, Cramer’s V=.24]. The majority of children
who stated that they wanted to be friends with Tom, also stated that they felt that Tom had
listened to what they had said (friends and Tom had listened to them, n=66, 93.0 %,
friends, but Tom did not listen to them, n=5, 7.0 %). However, of those who did not want
to be friends with Tom a high percentage still felt that Tom had listened to them (not
friends, Tom listened to them: n=29, 76.3 %, not friends, not listened to: n=9, 23.7 %).
A small significant relationship was found between children’s views of whether they
had helped Tom and whether Tom had listened to them during the game, [X2 (1, 109)=
4.24, p=.04, Cramer’s V=.20]. 89.6 % of children, who believed that they had helped
Tom, also felt that Tom had listened to them during the game. Just 10.4 % of children, who
said that they had helped Tom, felt that they had not been listened to. However, 69.2 % of
children who felt that they had not helped Tom still felt that Tom had listened to them.
Engagement with MIXER
Just over two thirds of children (67 %) would have liked to meet another group of
characters, a positive result showing an interest in meeting different groups of children
with probably different rule sets. Only 8.3 % of children would have liked MIXER to
have lasted ‘for a shorter amount of time,’ with the majority (52.3 %) stated that they
would have liked MIXER to have lasted for a ‘longer amount of time.’ This is a
positive finding indicating that children were engaged with the MIXER software and
enjoyed the interaction.

Fig. 11 The association between children wanting to be friends with Tom, and whether they felt that they had
helped Tom during the Werewolves games
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Only 8.3 % of children identified that they disliked MIXER, whilst just under 90 %
of children stated that would want to use MIXER again, (89.9 %, n=98). This is a
positive result demonstrating that children enjoyed MIXER and were engaged with it,
which is essential for learning outcomes to be achieved.
Near Transfer of Learning Outcomes for Cognitive Goals Narrative Comprehension
Narrative comprehension of the scenario and conflict was assessed through fact-based
questions. The majority of children answered the true/false fact questions correctly: e.g.
94.5 % knew that there wasn’t a clown in the MIXER camp; 93.6 % correctly identified
there was a character called Jorden; and 88.1 % selected ‘true’ that Tom met the yellow
team first. In the Roving Reporter, 78 % of children correctly reported that Tom had
played werewolves twice. 74.3 % correctly identified that Tom hadn’t known how to
play when they first met him.
Children were more positive about the yellow team explanation of the rules, with the
majority of children believing that the yellow (in-group) team (80.7 %, n=88,) had
explained the rules of the game the best. The majority of children stated that Tom
preferred the ‘yellow’ team rules (82.6 %, n=90), leaving 17.4 % (n=19) believing that
Tom preferred the ‘red’ rules (out-group). This is an expected result as the yellow team
provided their explanation in a non-confrontational situation, prior to the game beginning. In contrast, the red team rules were explained after the game was played.
Significant time was spent on ensuring that Tom (and the child) understood the yellow
team rules, with a clear walkthrough of the rules.
Learning about Intercultural Conflict and Resolution
The aim of MIXER is for children to understand, learn and accept that different cultures have
different rules and that this is not “cheating” but difference. From a learning perspective, the
desired outcome is that children identify that neither team is cheating. However, the results
do not suggest that this learning outcome was fully met. Figure 12 shows only 28.4 % of
children felt that neither team had cheated (n=31). The largest percentage was for the
red team (out-group) cheating, and the yellows (in-group) not cheating (46.8 %, n=51).
These results indicate that nearly 50 % of children demonstrated a preference for the in-group
and are suggestive of children not fully appreciating the concept of ‘cultural difference’.

50

Percentage

40
30

Which teams were
cheating?

20
10
0

Red &
Red
Yellow
Neither
Yellow
cheating,
cheating,
cheating
cheating Yellow not Red not
Fig. 12 The percentage of children who felt that the red, yellow, both or no teams cheated
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Near Transfer of Learning Outcomes for Behavioural Goals Perceptions of Tom
More positive attitudes and perceptions towards Tom (e.g. ratings of Tom having fun,
helping Tom) were taken as evidence to suggest that children were aware of the
different cultural scenarios at play in the game between the Red and Yellow teams,
and understood the advise they had provided Tom with.
Table 4, below, illustrates children’s perceptions of Tom (had fun, knew what he was
doing, good at game) in relation to whether children wanted to be friends with Tom,
had helped Tom and had been listened to. Children who wanted to be friends with Tom
also felt that Tom had fun (88.7 %), [X2 (1, 109)=4.07, p=.04, Cramer’s V=.19]. Just
over two thirds of children who wanted to be friends with Tom also felt that Tom knew
what he was doing, whilst 58 % of children who did not want to be friends believed that
Tom was confused during the game, [X2 (1, 109)=6.44, p=.01, Cramer’s V=.25].
Children who felt that they had helped Tom also believed that Tom had fun during the
game (86.5 %), [X2 (1, 109)=5.15, p=.02, Cramer’s V=.22]. Children who said they
had helped Tom were also more likely to believe that Tom knew what he was doing
(62.5 %), [X2 (1, 109)=4.76, p=.03, Cramer’s V=.21]. Children who believed that they
had helped Tom during the game were more likely to think that Tom was good at the
game (83.3 %), [X2 (1, 109)=6.18, p=.01, Cramer’s V=.24]. Finally, children who felt
listened to were more likely to believe that Tom had fun during the game (87.4 %). [X2
(1, 109)=8.09, p=.004, Cramer’s V=.27].
Near Transfer of Learning Outcomes: CDF Results
Children’s narratives from the Classroom Discussion Forums reflected and reinforced
the findings from the EEQ data. Children reported their experience of using MIXER as
“great”, “good” and “OK” and said that it wasn’t like games that they normally play.
During the discussion of the MIXER story the children were able to recall details such
as the name of the game played by the characters in MIXER, “Werewolves”, and
identify that the two teams of characters did not play the game with the same rules.
During a discussion of the rules a lot of children expressed that “The red team cheated”,
“The red team played it wrong”, “The red teams rules weren’t fair because if you made

Table 4 Associations between wanting to be friends with Tom, feeling they had helped Tom and feelings that
Tom listened and children’s perceptions of Tom’s game performance
Tom had Tom
Tom knew
Tom confused Tom good Tom poor
fun (%) bored (%) what doing (%) (%)
at game (%) at game (%)
11.3

67.6**

32.4

84.5

Don’t want to be friends 73.7

Yes want to be friends

88.7*

26.3

42.1

57.9

71.1

15.5
28.9

Yes helped Tom

86.5*

13.5

62.5*

37.5

83.3**

16.7

No didn’t help

61.5

38.5

30.8

69.2

53.8

46.2

Yes listened to

87.4**

12.6

62.1

37.9

82.1

17.9

Not listened to

57.1

42.9

35.7

64.3

64.3

35.7

* p<.05, ** p<.01
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a wrong guess and people didn’t think the same as you, you were out. That’s not fair.”
When chatting about Tom and the gameplay all children recognised that Tom became
upset at the red team, the children gave responses such as “The red team cheated”, “He
(Tom) felt like the odd one out because he didn’t know the rules” and “Nobody told
him the new rules on purpose” demonstrating that children were aware of the conflict
situation. On asking how the game with the red team ended, the children explained that
Tom misunderstood the red team rules but that the conflict was resolved following an
explanation of the red team rules, “The red team were ok by the end but at first I
thought they were mean”.
The CDF results show that the children engaged with and understood the MIXER
application and its narrative. Children demonstrated empathy towards Tom and an
understanding of the cause and resolution of the conflict. This learning only occurred
with the inclusion of the classroom discussion forum, where the lessons of MIXER
were discussed and reinforced by teacher led discussions.
Far Transfer of Learning Outcomes for Emotional Goals Bryant’s Empathy Index
Results
Higher scores are indicative of higher empathy levels. The mean baseline (T1) empathy
score for children was M=6.39 (SD: 1.81), and M=6.34 (SD: 1.70) at post-test (T2). A
repeated measures ANOVA with time (T1 and T2) as the repeated factor, and condition
(MIXER vs. Control) as the between measures factor was calculated to examine the
effects of Bryant’s empathy scores after interacting with the MIXER software. The
effects of gender were controlled for as a covariate. No significant main effect of time
or condition was found, and there was no significant interaction effect. Figure 13 below
illustrates that children’s empathy scores in the control condition slightly decreased
over time (T1: M=7.14, SE=.39; T2: M=6.68, SE=.37), whilst children’s scores in the
MIXER condition remained constant (T1: M=6.24, SE=.19; T2: M=6.30, SE=.18),
suggesting that the MIXER software did not result in increased empathy among
children.

Mean Bryant's empathy score

9
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4

Mixer

3
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1
0
Time 1

Time 2

Fig. 13 Children’s mean Bryant empathy score pre-post- test for the MIXER and control condition
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Far Transfer of Learning Outcomes for Cognitive and Behavioural Goals CQS Results
Children’s CQS baseline scores ranged from 5 to 25, with a mean score of 13.34 (SD:
4.91), and a mean post-test score of 16.78 (SD: 6.05). This illustrates that children’s
CQS scores were higher after interacting with the MIXER software. A Repeated
ANOVA was carried out to determine whether there were any significant differences
in CQS scores between the MIXER and control condition at baseline (T1) and post-test
(T2). A significant interaction effect between time and condition was found, F (1,
120)=16.02, p<.001, ηp2=.19. Figure 14 illustrates that children’s CQS scores increased after the MIXER interaction (T1: M=14.39, SE=.46; T2: M=18.74, SE=.42)
whilst they decreased in the control condition (T1: M=10.13, SE=.94; T2: M=8.13,
SE=.86).

MESSY Results
Children’s baseline Messy scores ranged from 43–75 showing relatively high social
interaction skills, with a mean Messy baseline (T1) score of 59.73 (SD: 7.08) and a
mean post-test (T2) score of 59.99 (SD: 8.83). A repeated measures ANOVA with time
as the repeated factor and condition as the between measures factor was carried out on
baseline and post-test Messy scores. No significant main effects of time or condition
emerged, and there was no significant interaction effect between time and condition.
Figure 15 illustrates that children’s Messy scores remained constant in the MIXER
condition (T1: M=60.06, SE=.72; T2: M=60.92, SE=.87), whilst they slightly decreased
in the control condition (T1: M=58.24, SE=1.55; T2: M=56.43, SE=1.87). This suggests
that the MIXER software had no impact on children’s social interaction scores.
Results Summary
The MIXER Evaluation sought to address and meet the emotional, cognitive and
behavioural learning goals for both near and far-transfer learning. Table 5 outlines

Mean CQS score
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Fig. 14 Children’s mean CQS scores pre-post- test for the MIXER and control condition
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Fig. 15 Children’s mean Messy scores at pre-post- test for the MIXER and control condition

evidence demonstrated by the children during the MIXER evaluation for each of these
learning goals.

Discussion
MIXER provides experiential learning placing the child in the role of Tom’s invisible
friend. Tom was a successful character, with nearly two-thirds of the children wanting
to be friends with him. Children liked Tom, found him fun and had positive opinions
about his game playing activity and experience. For children to accept a character as
their friend within their moral circle and in-group highlights the potential of using
virtual characters to experience empathic cultural relationships.
MIXER contributed to near transfer across all of the learning goals. Children cared
about Tom and empathized with him, providing advice based on their understanding of
his engagement with the Red and Yellow teams. This contributes to the emotional
learning goal, with children able to recognise their emotions when dealing with the
unknown behaviours of another group, and to provide advice based on their interpretation to Tom. Those children who wanted to be friends with Tom were more likely to
feel that he listened to them and that they had helped him.
Children had high levels of narrative comprehension and engagement with the
MIXER scenario. Results suggest that children met the cognitive learning outcome,
able to start learning the specific practices and values of another group, engaging with
Tom in playing Werewolves with different groups of children. The rules of the
Werewolf game are presented to the children in two ways in MIXER. Children readily
identified and accepted the conflict situation and understood why Tom was upset and
angry with the red team. They understood that Tom was a member of the yellow ‘ingroup’ and felt that these rules were the best.
The behavioural learning goal of MIXER supporting children in being fully present
in attending to others verbal and non-verbal messages was met. Children attended to the
characters, understanding their behaviours and engaging with them. The VLE and

Some evidence – Ability to comprehend the ‘rule-change’ between the red YES – Children’s CQS scores were higher at post-test
after the MIXER interaction. Provides some
and yellow teams demonstrated by some children. But, nearly 50 % of
evidence that children had started to learn
children did not appreciate the ‘cultural differences’ of the ‘yellow’ team
conceptually about the values and attitudes of the
rules just being different and not cheating.
MIXER characters.
YES - High levels of comprehension as children understood the events and
progression through the game of Werewolves.
YES - Children understood the MIXER application and its narrative.

YES – Children who wanted to be friends with Tom also felt that they had YES – children’s CQS and MESSY scores were
higher after interacting with the MIXER software
helped Tom and that Tom had listened to them.
at post-test (T2). This suggests children started to
YES – Children who believed they had helped Tom believed Tom knew
adapt and modify their behaviour/facial
what he was doing, felt that Tom was good at Werewolves.
expressions/vocalisations to the novel MIXER
YES – Positive association between children believing Tom had listened
scenarios.
to them and Tom having fun in Werewolves.

Cognitive goal Start learning the specific
practices and values of
that group.

Behaviour goal Being fully present in
attending to others verbal
and non-verbal messages.

Be able to recognise emotions YES - Children showed a preference for the characters that they interacted NO – Children’s empathy levels remained constant
the most with, and those that displayed the most narrative.
(for example fear and
between pre-post-test after interacting with MIXER.
anxiety) when dealing with YES - Children wanted to be friends with ‘Tom’ and felt that he had
NO – Messy (social interaction ability) scores were
listened to them, which demonstrates the ability of children to recognise
the strange behaviours of
unchanged between pre-post-test after the MIXER
their different emotions during MIXER towards Tom (in-group)
another group.
interaction.
compared to their emotions towards the ‘yellow’ team (out-group).
YES - Children demonstrated high levels of engagement with the MIXER
software. They thought MIXER was fun, and many children wanted the
interaction to be longer.
YES - Nearly 90 % of children expressed a desire to use the MIXER
software again.

Far transfer learning goal achieved?
(CQS, Bryant’s empathy, Messy)

Emotion goals

Near transfer learning goal achieved?
(EEQ & CDF measurements)

Learning objective

Learning goal

Table 5 Summary of learning goals results

Int J Artif Intell Educ (2015) 25:291–317
313

314

Int J Artif Intell Educ (2015) 25:291–317

characters provided an engaging interactive experience, where children engaged with
the Werewolves game and believed in how the agents were playing that game. Children
also felt that Tom had attended to them, with Tom listening to them and responding to
their advice (e.g. they had helped him). The use of the iPad accentuates children’s levels
of identification and personal engagement with Tom as a friend.
To some degree MIXER did meet the experience learning outcome. The Theory of
Mind, which permitted deception and game mechanics for the agents (e.g. who agents
chose as the suspect so as to minimize their own possibility of being ‘killed’), worked
well. The agent architecture and synthetic culture provided a good way to experience
conflict without needing a ‘real’ culture and offers potential for further experiential
learning within the classroom context. Children successfully interacted with and
completed MIXER, engaging with the narrative experiencing an intercultural conflict
situation and contributing to its resolution. However, the aim to support children in
learning that difference is acceptable and that different groups (cultures) have different
rules (values) was less successfully met, with over 70 % of the children believing that at
least one of the teams were cheating. In an earlier MIXER pilot (Aylett et al. 2014) our
results had highlighted this focus on rule sets and cheating. To support the central
message from MIXER that difference is acceptable, this was explicitly explained
during the classroom discussion sessions (CDF) following the MIXER interaction.
With adult support children readily understood that neither team was cheating and the
importance of communication in resolving conflict. This underlines how essential
debriefing is for bringing home the message that differences in social rules do not
necessarily constitute cheating or ‘bad’ behaviour.
In view of the target group’s age and experience, MIXER does not attempt to create
believable cultural differences between the groups other than the rules sets. In case a
teacher wanted to stretch the learning in that direction, a debriefing could raise such
points, e.g. speaking about different rules of behavior in different families, how you
learn them from your parents, and so forth.
A potential future direction to reduce the focus on cheating would be to develop
multiple rule-sets within MIXER. This would help to reinforce the central learning
goals that different rules are acceptable and that each group, rather than cheating, has a
different set of rules. However, similar to most other software developed for Personal,
Social and Emotional classroom-based learning, our evaluations suggest that the
MIXER software needs to be integrated and delivered as a whole learning experience.
This would incorporate the experiential learning of MIXER reinforced by teacher-led
classroom discussion, providing both didactic and experiential culture-general learning
with the message of the experience reinforced by teaching.
Additionally, in terms of lessons learned, one factor that stood out was the need for
the MIXER experience to be part of a longer intervention. An optimal solution would
involve the MIXER interaction and follow up discussion to be repeated and blended
with additional didactic learning experiences. We feel that this would yield better
learning outcomes in classroom situation.
With the far transfer results, children’s cultural abilities, as provided through the
CQS scores were higher at post-test after the MIXER interaction. This suggests that
children had started to learn conceptually about the values and attitudes of the MIXER
characters and were aware of cultural differences. Children’s social abilities, as measured through the MESSY were only slightly higher at post-test compared to the
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control condition after interacting with the MIXER software. This tentatively suggests
that children had started to adapt and modify their behaviour/facial expressions/
vocalisations. Repeated evaluations with more exposures would be required in order
to confirm any significant changes. Although there was no change with Bryant’s
Empathy Index, with children’s empathy levels remaining constant after interacting
with MIXER, the near transfer results highlight that children were empathically
engaging with Tom.

Conclusion
Synthetic cultures and characters provide an alternative approach to providing experiential learning about intercultural conflict and difference. MIXER characters acted and
played in believable ways engaging the children with the narrative. Children
empathised with the friend character, Tom, with many feeling that they had helped
him and that he had listened to them. MIXER contributed to the children’s intercultural
learning, with children experiencing emotional, behavioural and cognitive learning,
supporting both near and far transfer. To achieve such learning, MIXER must be
integrated into a whole learning experience, incorporating the experiential learning of
MIXER reinforced by teacher-led classroom discussion to reinforce the key learning
goals that difference is acceptable.
Acknowledgments This work was partially supported by European Community (EC) funded by the project
eCute (ICT-5-4.2257666). The authors are solely responsible for the content of this publication. It does not
represent the opinion of the EC, which is not responsible for any use that might be made of data appearing
therein.

References
Ang, S., Van Dyne, L., Koh, C., Ng, K. Y., Templer, K. J., Tay, C., & Chandrasekar, N. A. (2007). Cultural
intelligence: Its measurement and effects on cultural judgment and decision making, cultural adaptation
and task performance. Management and Organization Review, 3(3), 335–371.
Aylett, R., Enz, S., Hall, L., Lim, M., Paiva, A., Schneider, W.,Vannini, N., & Zoll, C. (2010). ORIENT: The
intercultural empathy through virtual role-play. Cases on transnational learning and technologically
enabled environments, (pp. 65–88).
Aylett, R., Lim, M. Y., Hall, L., Endrass, B., Tazzyman, S., Ritter, C., & Kappas, A. (2014). Werewolves,
cheats and cultural sensitivity. In 13th International Conference on Autonomous Agents and Multiagent
Systems (AAMAS 2014) Paris, France: International Foundation for Autonomous Agents and Multiagent
Systems (pp. 1085–1092).
Aylett, R., Louchart, S., Dias, J., Paiva, A., Vala, M., Woods, S., & Hall, L. (2006). Unscripted narrative for
affectively driven characters. IEEE Computer Graphics and Applications, 26(3), 42–52.
Aylett, R., Paiva, A., Vannini, N., Enz, S., Andre, E., & Hall, L. (2009). But that was in another country:
agents and intercultural empathy. In 8th International Conference on Autonomous Agents and MultiAgent
Systems (AAMAS 2009), Budapest, Hungary: International Foundation for Autonomous Agents and
Multiagent Systems (pp. 329–336).
Aylett, R. S., Louchart, S., Dias, J., Paiva, A., & Vala, M. (2005). FearNot! - an experiment in emergent
narrative. In T. Panayiotopoulos, J. Gratch, R. Aylett, D. Ballin, P. Olivier, & T. Rist (Eds.), Proceedings
of the fifth international conference on intelligent virtual agents (pp. 305–316). Berlin: Springer. doi:10.
1007/11550617_26.

316

Int J Artif Intell Educ (2015) 25:291–317

Baron-Cohen, S. (1995). Mindblindness: An essay on autism and theory of mind. Cambridge: MIT Press.
Bennett, M. J. (1986a). Towards ethnorelativism: A developmental model of intercultural sensitivity. In R. M.
Paige (Ed.), Education for the intercultural experience (2nd ed., pp. 21–72). Yarmouth: Intercultural
Press.
Bennett, M. J. (1986b). A developmental approach to training for intercultural sensitivity. International
Journal of Intercultural Relations, 10(2), 179–196.
Bryant, B. (1982). An index of empathy for children and adolescents. Child Development, 53(2), 413–425.
Dias, J., Mascarenhas, S., & Paiva, A. (2011). Fatima modular: Towards an agent architecture with a generic
appraisal framework. In proceedings of the international workshop on standards for emotion modeling.
Dias, J., & Paiva, A. (2005). Feeling and reasoning: A computational model for emotional characters. In C.
Bento, A. Cardoso, & G. Dias (Eds.), Progress in artificial intelligence (pp. 127–140). Berlin: Springer.
doi:10.1007/11595014_13.
Endrass, B., Hall, L., Hume, C., Tazzyman, S., Andre, E., & Aylett, R. (2014). Engaging with virtual
characters using a pictorial interaction language. In CHI’14 extended abstracts on human factors in
computing systems (pp. 531–534). New York: ACM Press.
Endrass, B., Rehm, M., & André, E. (2011). Planning small talk behavior with cultural influences for
multiagent systems. Computer Speech & Language, 25(2), 158–174.
Ferreira, N., Mascarenhas, S., Paiva, A., Di Tosto, G., Dignum, F., McBreen, J., Degens, N., Hofstede, G.J.,
Andrighetto, G., & Conte, R. (2013). An agent model for the appraisal of normative events based in ingroup and out-group relations. In AAAI’2013, (1220–1226).
Fowler, S. M., & Blohm, J. M. (2004). An analysis of methods for intercultural training. In D. Landis, J. M.
Bennett, & M. J. Bennett (Eds.), Handbook of intercultural training (3rd ed., pp. 37–84). Sage
Publications: Thousand Oaks.
Gudykunst, W. B., Guzley, R. M., & Hammer, M. R. (1996). Designing intercultural training. In D. Landis &
R. S. Bhagat (Eds.), Handbook of intercultural training (2nd ed., pp. 61–80). Sage Publications:
Thousand Oaks.
Hall, L., & Hume, C. (2011). Why numbers, invites and visits are not enough: Evaluating the user experience
in social eco-systems. In SOTICS 2011, the first international conference on social eco-informatics, (pp.
8–13).
Hall, L., Jones, S., Aylett, R., Hall, M., Tazzyman, S., Paiva, A., & Humphries, L. (2013). Serious game
evaluation as a metagame. Journal of Interactive Technology and Smart Education, 10(2), 130–146.
Hall, L., Woods, S., & Aylett, R. (2006). FEARNOT! Involving children in the design of a virtual learning
environment. Journal of Artificial Intelligence and Education: Special Issue on Learner Centred Methods
for Designing Intelligent Learning Environments, 16(4), 237–251.
Helgason, D. (2014). UNITY. Unity technologies.
Hofstede, G., Hofstede, G. J., & Minkov, M. (2010). Cultures and organizations: Software of the mind (3rd
ed.). New York: McGraw-Hill.
Hofstede, G. J., Pedersen, P. B., & Hofstede, G. (2002). Exploring culture: Exercises, stories and synthetic
cultures. Management. Yarmouth: Intercultural Press.
Hofstede, G. J., Jonker, C., & Verwaart, T. (2009). A multi-agent model of deceit and trust in intercultural
trade. In N. Nguyen, R. Kowalczyk, & S.-M. Chen (Eds.), Computational collective intelligence,
semantic web, social networks and multiagent systems (pp. 205–216). Berlin: Springer.
Johnson, W. L., & Valente, A. (2009). Tactical language and culture training systems: Using AI to teach
foreign languages and cultures. AI Magazine, 30(2), 72–83. doi:10.1609/aimag.v30i2.2240.
Kanfer, F. H. (1979). Self-management strategies and tactics. In P. Goldstein & F. H. Kanfer (Eds.),
Maximising treatment gains: Transfer enhancement in psychotherapy (pp. 195–224). New York:
Academic Press.
Kirchschlaeger, P., Rinaldi, S., Brugger, F., & Mitrovic, T. (2012). Teaching respect for all: Mapping of
existing materials and practices in cooperation with universities and research centres. Lucerne: Centre of
Human Rights Education (ZMRB).
Krosnick, J. A., Narayan, S., & Smith, W. R. (1996). Satisficing in surveys: Initial evidence. In M. T.
Braverman & J. K. Slater (Eds.), Advances in survey research (pp. 29–44). San Francisco: Jossey-Bass.
Lim, M. Y., Dias, J., Aylett, R., & Paiva, A. (2012). Creating adaptive affective autonomous NPCs.
Autonomous Agents and Multi-Agent Systems, 24(2), 287–311. doi:10.1007/s10458-010-9161-2.
Mahler, S. (2012). Culture as comfort: The many things you already know [but might not realise] about
culture. Pearson Publishing.
Mascarenhas, S., Dias, J., Afonso, N., Enz, S., Inesc-id, A. P., Prof, A., & Silva, C. (2009). Using rituals to
express cultural differences in synthetic categories and subject descriptors. In Proc. of 8th Int. Conf. on

Int J Artif Intell Educ (2015) 25:291–317

317

Autonomous Agents and Multiagent Systems (AAMAS 2009), Budapest, Hungary, International
Foundation for Autonomous Agents and Multiagent Systems (pp. 305–312).
Matson, J. L., Neal, D., Fodstad, J. C., Hess, J. A., Mahan, S., & Rivet, T. T. (2010). Reliability and validity of
the Matson Evaluation of Social Skills with Youngsters. Behavior Modification, 34(6), 539–558. doi:10.
1177/0145445510384844.
McDonald, D. P., McGuire, G., Johnston, J., Selmeski, B., & Abbe, A. (2008). Developing and managing
cross-cultural competence within the Department of Defense: Recommendations for learning and
assessment. Washington DC: DEOMI.
Mullavey-O’Byrne, C. (1997). Empathy in cross-cultural communication. In K. Cushner & R. W. Brislin
(Eds.), Improving intercultural interactions: Modules for cross-cultural training programs (Vol. 2).,
Thousand Oaks, CA: Sage Publications, 205–220.
Paiva, A., Dias, J., Sobral, D., Aylett, R., Woods, S., Hall, L., & Zoll, C. (2005). Learning by feeling: Evoking
empathy with synthetic characters. Applied Artificial Intelligence, 19(3–4), 235–266. doi:10.1080/
08839510590910165.
Pizarro, D. A., Detweiler-Bedell, B., & Bloom, P. (2006). The creativity of everyday moral reasoning. In
Creativity and reason in cognitive development (pp. 81–98). Cambridge: Cambridge University Press.
Rehm, M., Bee, N., Endrass, B., Wissner, M., & André, E. (2007). Too close for comfort?: Adapting to the
user’s cultural background. In Proceedings of the International Workshop on Human-centered
Multimedia (pp. 85–94). New York: ACM. doi:10.1145/1290128.1290142.
Shirts, R. G. (1995). Beyond ethnocentrism: promoting cross-cultural understanding with BaFa BaFa. In S. M.
Fowler & M. G. Mumford (Eds.), Intercultural sourcebook: Cross-cultural training methods (Vol. 1, pp.
93–100). Boston: Intercultural Press.
Singer, P. (1981). The expanding circle. Oxford: Clarendon Press.
Solomon, S., van Lent, M., Core, M., Carpenter, P., & Rosenberg, M. (2008). A language for modeling
cultural norms, biases and stereotypes for human behavior Models. In proceedings of the 17th Behavior
Representation in Modeling & Simulation (BRIMS) conference.
Spitzberg, B. H., & Changnon, G. (2009). Conceptualizing intercultural competence. In D. K. Deardorff (Ed.),
The SAGE handbook of intercultural competence (pp. 2–52). Thousand Oaks: Sage.
Swiderska, A., Krumhuber, E., Kappas, A., Degens, N., & Hofstede, G. J. (2011). D2.1 Preliminary cultural
learning interdisciplinary framework. Retrieved from http://ecute.eu/wp-content/uploads/downloads/
2012/08/D2.1Preliminary-cultural-learning-interdisciplinary-framework.pdf
Thiagarajan, S. (2006). Barnga: A simulation game on cultural clashes (25th Anniv.). London: Intercultural
Press.
Ting-Toomey, S. (2004). Translating conflict face-negotiation theory into practice. In D. Landis, J. M. Bennett,
& M. J. Bennett (Eds.), Handbook of intercultural training (3rd ed., pp. 217–264). Sage Publications:
Thousand Oaks.
Ting-Toomey, S. (2009). Intercultural conflict competence as a facet of intercultural competence development:
multiple conceptual approaches. In D. K. Deardorff (Ed.), The SAGE handbook of intercultural competence (pp. 100–120). Thousand Oaks: Sage.
UNESCO. (2011). A new cultural policy agenda for development and mutual understanding. Key arguments
for a strong commitment to cultural diversity and intercultural dialogue. Paris: UNESCO.
Wu, P., & Miller, C. (2010). Interactive phrasebook - embedding human social dynamics in language training.
In Social Computing (SocialCom), 2010 IEEE second international conference (pp. 636–640). doi:10.
1109/SocialCom.2010.182.

