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May 19, 2013: Progress Report
So right now I’ve borrowed code from the flocking model to use in my agents to attempt to simulate how people would move towards the counter while pushing each other a bit. The pushier agents move a bit more than the less pushy agents. I also wrote code to plot the average wait time for each agent.
Right now, I’m not happy with the behavior. The average wait time is lower when there are pushier agents, this may actually be true in real life but the way everyone acts is also off. I’ve decided that having the agents use flocking rules is the wrong way to go and that treating them like colliding balls would be a more accurate description.
[bookmark: _GoBack]My questions for the model remain unchanged and will still focus on how pushy people affect the average wait time of everyone when compared to situations where everyone is more civil.
