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Building Social Simulation with Modeling Language

NozoMU AOYAMA,™ YOSHIAKI MATSUZAWA,t2 TAKASHI IBAt?
and HAJIME OHIWA 14

In this paper, we propose a visual modeling language, a modeling process, and tools
for building social simulation with modeling language. A modeler can develop the pro-
grams of social simulation with “Unified Modeling Language” (UML) and “Action Block Lan-
guage” (ABL), which is proposed as visual modeling language for describing the agent’s ac-
tions. Therefore, we do not have to take care of the implementation, because the tools will
translate from models, which is described with modeling language, to the program codes. In
this paper, we experimented the performance of the proposed language and tools, applying
them to an existing model “Format Competition of Video Cassette Recorder”. As a result,
the performance of the proposed language and tools is justified in the application.
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Fig. 1 Proposed building process and the level of
abstraction

Information

*

%

Entity Relation Channel

e Sy e

end
Goods Agent

*

—| Behavior

*

Space —— World |—— Clock

02 PlatBox 0000000000 (0000 3 00)
Fig. 2 Class diagram of PlatBox Foundation Model
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Fig. 3 An Example of The Detailed Action
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Fig. 5 Development Process Overview
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