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Country of Cross Culture: Interaction Design and Generation of 
Artificial Atmosphere in A Cross Cultural Game 
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KAZUKI KOBAYASHI†3 TAKAHIRO TANAKA†4 MASAHIDE YUASA†5 

KATSUMI NITTA†6 
 

In this paper we develop a cross cultural tutoring system for education which provide a cross cultural experience. The purpose of 
the research is to design of interaction between human and life-like agents for the system. It can be expected to provide an education 
effect for a communication problem of young people of recent years. In the paper, we introduce the developed system named as 
country of cross culture and discuss how the generated artificial cross culture give effect to human. 
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Figure 1 Appearance of Playing BARNGA 
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Figure 2 Trade on BARNGA 
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 3 Country of Cross Culture  
Figure 3 Appearance of Country of Cross Culture. 
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Figure 4 A Life-like Agent on Country of Cross Culture. 
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 5 MMDAgent  
Figure 5 Scenario of MMDAgent. 

 
 6 MMDSocket 

Figure 6 Developed MMDSocket. 
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Figure 7 Experimental Setup. 
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 8 Country of Cross Culture  

Figure 8 Appearance of Experiment in Country of Cross 
Culture. 
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Table 1 Gesture of Agents for Each Country. 
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Figure 9 Impression of Agents (Laugh to Anger). 
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Figure 10  Impression of Agents (Laugh to Sleep). 
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Figure 11  Impression of Agents (Anger to Laugh). 
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Figure 12  Impression of Agents (Anger to Sleep). 
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Figure 13  Impression of Agents (Sleep to Laugh). 
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Figure 14  Impression of Agents (Sleep to Anger). 
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Figure 15 Impression of Each Country. 
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 16 BARNGA 1 2  
Figure 16 Impression of game1 and game2 in BARNGA. 

 17  
Figure 17  Impression of Agents (Laugh, Anger and Sleep). 
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