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~ Communicating

Evaluating
Persuading
Leading
Deciding
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Disagreeing
Scheduling

@ WARGAMING GOC 2019



Communication

Evaluating

Persuading

Low Context

Direct Negative
Feedback

Principles First

USA

=

CHINA

([1F#

o

High Context

Indirect Negative
Feedback

Applications First

GOC 2019

@ WARGAMING



Communication
(Low Context)

Evaluating

(Direct Negative
Feedback)

Persuading
(Principles First)

Leading
(Egalitarian)
Deciding
(Consentual)

Trusting
(Task-Based)

Disagreeing
(Confrontational)

Scheduling
(Linear-Time)

USA  AUSTRALIA

UK ARGENTINA  ITALY RUSSIA CHINA

£ = <> PN High Context
= \@; <> ‘ D— O
@ ‘ p PN Indirect Negative
\-f X_/ Feedback
p S g Asians have a
‘ b &3~ Applications = pom
- — First - holistic approach
k=4 o~ to persuassion
el QEE" Hierarchical
X _/ =
< > Top-D
—_— —_— op-Down
\ 4 48)»
———-@éi ‘Q‘ Relationship-Based
‘ D Avoids
s Confrontation
L s Flexible Time

@ WARGAMING GOC 2019



USA  AUSTRALIA UK ARGENTINA  ITALY RUSSIA CHINA

Communication High Context
(Low Context)
. Evaluat.ing Indirect Negative
(Dlr&tgei?)tlvi) Feedback
eedbac
Persuadi . Applications (s Asianshavea
i1 ci e @} : (’w holistic approach
(Principles First) —  First o )
to persuassion
(Eg all"if:;iil;;lg) Hierarchical
Deciding Top-Down
(Consentual)
Trusting (B : .
(Task-Based) {{ — Relationship-Based
Disagreeing Avoids
(Confrontational) Confrontation

Scheduling
(Linear-Time)

{ﬂv Flexible Time

@ WARGAMING GOC 2019



Communication

Evaluating

Persuading

Low Context

Direct Negative
Feedback

Principles First

Leading

Egalitarian

Deciding

Consentual

Trusting

Disagreeing

Task-Based

Confrontational

Scheduling

Linear-Time

AUSTRALIA

RUSSIA

High Context

Indirect Negative

Feedback

Applications
First

Hierarchical

|

Top-Down

Relationship-Based

Avoids

Confrontation

Flexible Time

@ WARGAMING GOC 2019



THE

!\ = CULTURE

— S e ——— o -
v —
wheiher 1o 0 SUUAG #1 4 i I Dasion o oty o4 ¢ sestanrurt i Dogung
; mmnicating oivetd (weres 1y Bhe groet chalenge of the plabal powsemy
F - Dow Mryet shaws piw e 19 G0t 1 right in U vy bengiiiond ool
O3 DEANRLOVE o4 endery of e Thnbers 30
7 — ™~

@ WARGAMING GOC 2019







The Culture Map
https://www.erinmeyer.com/

Sapiens
https://www. ynharar| com/book/sapiens/

Hiroshi Ishiguro’s robots
http://www.geminoid.jp/en/projects.htm]
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