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Creating New Tools for Thinking

— Modeling and Simulating Societies as Complex Systems —

Takashi IBAT

1 Faculty of Policy Management, Keio University

E-mail: fiba@sfc.keio.ac.jp

Abstract This paper presents a new tools for thinking for simulating economies and societies as complex systems.
In a broad sense, in this paper, the complex system means that the system has the components where each component
changes the internal states by mutually interacting with the other components. In addition, in a strict sense, the
complex system means that the rules of each component behavior are changed dynamically over time. There is no
satisfactory scheme for modeling and simulating the complex systems, although the complex system model has been
highly demanded in social sciences. We introduce an agent-based modeling for social sciences in order to model and
simulate the complex system where the model framework, modeling process, modeling tools, and simulation platform

are proposed.

Key words complex systems, simulation, multi-agent model, object-orientation, metaphor
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