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Abstract: In this paper, we introduce social adaptive agents in Simulation Game of cross-cultural

experience. Developing social adaptive agents, we have analyzed the learning of implicit rule that

is one of the social skills used when humans adapt to the society. We confirmed that humans have

acquired a implicit rule by appropriately doing "Notice” and ”Behavior”. We designed the agent

which has three social adjustment stages by ”Notice” and ”Behavior”, and tries adapting in each

stage.
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