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· Agent behavior: How do the agents behave/work?
· Patches currently serve as locations where agents will have unique properties that change dynamically as the model runs. 
· Will be a defined area on the map where patches engage in social behavior thus influencing their participation in Greek life. 
· Turtles will have a unique baseline perspective on Greek life, SES status, and social interaction value. These properties will go on to affect their decision to join Greek culture or not. 
· Turtles who engage in Greek rush will turn the same colors whilst those who do not will remain randomly colored	
· What has changed?
· [bookmark: _GoBack]Turtle procedures have been drawn out and thought of, and the creation / interaction of turtles will depend on the patches of where they are spawn. From this, the probabilistic interactions will be drawn out.									
· System behavior: How does the overall system behave/work?
· The system entails patches and turtles that interact together. As go is hit, turtles will interact with each other and patches. As time progresses, turtles will form links, develop social interaction values, and these variables linked with their initial variables will influence their overall decision to engage in Greek life. 
· What has changed?
· The system will still behave as aforementioned, and I am currently working on implementing the necessary functions for agents. 
· Rationale for agent rules: Why did you give the agents these rules?
· The rules for behavior were assigned because I think that location in respect to fraternity quads have an effect on participation as well as student interaction. By having turtles interact with each other, and patches, both phenomena can be captured. 
· What has changed?
· Came into problems here :: Office hours with Elham will hopefully help clarify. 
· Difficulty in deciding which procedures should be defined first, and using them to integrate sub-procedures that ultimately define a turtles engagement and social score for IFC engagement. 
· Model output: Have you developed new measures for the output? Do you think your model currently provides a good description of the system’s behavior? Why or why not?
· The Model output will be the individuals engaged in Greek culture, individuals who abstained, and the times at which engagement peeked/leveled off. 
· What has changed?
· The output should remain the same but is subject to change given the correct implementation of turtle and patch interaction. 
· Questions: What questions do you have about your model?
· How can I implement the notion of social pressure within the capabilities of Netlogo?
· How can I implement the turtle procedures to be dynamic and what is the best way for them to interact/link. 
· What factors will influence engagement the most?
· What has changed?
· What is the correct/most efficient way to assign turtles specific traits and subsequent probabilities for interaction?
· (much difficulty in delineating this/ coding this)
· Which parts should I implement alone and which should I code to include sub procedures? (example. Effect of location on people being more social or not?)
· Next steps: Briefly list your next steps for improving the model.
· Implement turtle algorithms and traits and have the model run smoothly. 
· Currently have the setup, and am looking to draw out the most efficient way to implement the turtle behavior. 
· Looking to have this by next week. 
· What has changed?
· Working to implement the aforementioned by EOW. 
· Model Analysis: What conclusions can you draw from the model’s output?
· None at the moment. Perhaps that there will be an effect on engagement given social pressure and convenience/predisposition. 
· What has changed?
· NSTR
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