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At Sandia Na onal Labs, Agent Based Modeling (ABMs) allows for scien sts to explore how poli cal, technological, or natural events shi social behavior in ways that impact na onal security. Severe challenges exist in crea ng
these models due to problems in alloca ng high-volumes of data from the real-world to inform and validate these models.
Massively Mul player Online Games (MMOGs) have recently emerged as a tractable way to acquire data on
social phenomena, because these virtual environments are able to capture a great amount of data and at high-fidelity,
o en tracking the ac ons of many individuals at a me resolu on of seconds. As well, the social structures expressed in
MMOGs may reflect those employed in the real-world, leading to mirroring behaviors that make MMOGs an a rac ve
data source.
In this talk, I will provide an overview of recents results from studies on a two year MMOG dataset. I will talk
about how we can predict membership in groups based on public informa on (such as interac on in public domains). I
will also highlight work (in collabora on with Prof. Gita Sukthankar and Hamid Alvari at UCF) to apply community detecon techniques to this data.
Finally, I will go on a slight tangent and describe a model of a tude diﬀusion that incorporates mul ple a tude
that interact through cogni ve consistency. In this model, we can study the impact of "agenda se ng", where media
sources influence the saliency of certain topics. I show that agenda se ng can decrease diﬀusion in a variety of social
network topologies.
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Dr. Kiran Lakkaraju is a Senior Member of the Technical Staﬀ with a background in ar ficial intelligence, muliagents systems and computa onal social science. He holds a M.S. and Ph.D. in Computer Science from the University of
Illinois. Kiran¹s primary research interests lie in developing computa onal models of behavior change in society such as
the crea on and propaga on of linguis c behavior within a popula on. More recently he has focused on developing
models that explore the link between social structure (social networks, roles/hierarchy) and cogni ve structure (how
concepts are interrelated, cogni ve consistency, confirma on bias) with respect to problems of informa on disseminaon and a tude change. A cri cal issue in making models useful is valida on - how well the model corresponds to
reality.
To this end, he has been studying how to run large, online, experiments on a tude and behavior change using
exis ng crowdsourcing tools (such as Amazon Mechanical Turk) and how to derive relevant knowledge from Massively
Mul player Online Games.

