Summary
The purpose of this model is to investigate the effect of individual bias and other related factors on organizational objectivity. The model is constructed using Netlogo 5, based on the model of exploration and exploitation. The model of exploration and exploitation simulates knowledge diffusion within the organization through a process similar to Genetic Algorithm, and focuses on the balance of exploring novel knowledge and exploiting known knowledge. This model introduces individual bias as an information filtering mechanism to Miller et al.’s (2006) exploration and exploitation model. This model focuses on two questions: First, whether reducing individual bias can maximize organizational objectivity? Second, whether there exists means, such as increasing organization size, that help improve organizational objectivity in the presence of individual bias? 

The Model
This model introduces individual bias as an information filtering mechanism to Miller et al.'s (2006) model of exploration and exploitation, while Miller et al.’s(2006) model is extension of March’s(1991) classic simulation model of exploration and exploitation by adding interpersonal learning.
Both March(1991) and Miller et al.’s(2006) presume that there is a reality, which can be represented by a binary vector [1,-1]D. Individuals and the organizational code hold beliefs about the reality. The beliefs is represented as a vector [0,1,-1]D. If a belief has a value of 0, it means the absence of belief about the reality. Otherwise, the match between beliefs and the reality measures the accuracy of the beliefs. Thus, individuals or the organization may learn from each other by copy their beliefs randomly. The learning probability thus reflects the effectiveness of socialization to the organization norm or to other individuals. March(1991) focuses on the learning process between individuals and the organization, while Miller et al.(2006) also consider the learning process among individuals. The model of exploration and exploitation simulates central processes of knowledge diffusion within the organization, and helps investigate effects of many factors on organizational knowledge, such as size, task complexity, learning effectiveness, turnover, and environmental turbulence. 
This model includes the key features of Miller et al.(2006), and introduces a bias vector[0,1]D to each individual. A value of 1 in the bias vector means the knowledge (i.e. belief about the reality) on that dimension is filtered out by bias, while a value of 0 means the absence of bias. This bias is similar to the bias called the sin of commission or omission by Kerr et al.(1996). Thus, the proportion of the bias reflects the degree of the individual bias.
This model then enables the researcher to incorporate individual bias and other important factors within the organization to investigate the means to avoid negative effect of individual bias and improve organizational objectivity. 
By the way, the objectivity is measured as the proportion of beliefs that match the reality minus the proportion of the beliefs that do not match the reality. Organizational objectivity is the objectivity of the organizational code.
Initialize the reality, the organization and the communicating network
Initialize the individuals
The organization learns from knowledgeable individuals
The individuals learns from the organization code
The individuals learn from the neighborhood or learn by distant search
The reality vector changes randomly to reflect environmental turbulence
The individuals is initialized randomly to reflect turnover

Figure 1 The model procedure

Table 1 Parameter overview
	Parameter
	Description
	Default setting

	S
	The population size of the organization
	100

	D
	Task complexity
	30

	POL (%)
	Probability of the organization copying each dominant belief of the individuals who is more objective than the organization.
	50

	PLO (%)
	Probability of the individuals copying each belief of the organization code.
	50

	PIL (%)
	Probability of the individuals copying each belief of another knowledgeable individual. The individuals select the knowledgeable individual firstly by identifying her neighbor who is more objective than herself and her other three neighbors. If there is no such neighbor, then they select four individuals randomly and identify the one who is more objective than herself and the other three. If still they cannot find the knowledgeable individual, they stay the same.
	50

	PT (%)
	Probability of the value of each dimension of the reality vector changing to the opposite value.
	0

	PR (%)
	Probability of each individual being initialized.
	0

	PB (%)
	Proportion of the beliefs being filtered of each individual.
	[0-50]



Simulation execution
[bookmark: _GoBack]The model is constructed using Netlogo 5.0. Systematic simulation experiments with different sets of parameter specifications were carried out. Each experiment was iterated 100 times, and each time with 200 rounds. We recorded the organizational objectivity at the last round. The results are based on averaging the 100 iterations. In each experiment, we specify PB and one of the other parameters.
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