Final Project Progress Report – Yash Siddhartha

Note: I’m sure I’m far behind the rest of class, but I finished with 3 classes yesterday, so will put all my time in from now to get this done. Thanks for all the help! 
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Agent behavior:

1) Agents evaluate the content against their own preset characteristics and behaviors – behaviors initially randomly assigned but then changed to fit the characteristics
2) Agents then choose/decide to share the content based on how the content matches to these characteristics. Currently, if the humor of the video matches the agent’s predisposition to humor, then the video gets +1 and similarly for sadness and anger. This is then totted up to a score out of 1.4 (since humor is more important than the other two- relative weighting) and compared against a threshold value (0.6 to allow for sharing –needs tuning). I’m not particularly convinced by this approach but need to give it some more thought.  
3) Agents tend to be friends/connected with other agents with similar tastes/characteristics – homophily. Once I randomly assign agents with emotional responses, I make sure that agents that are linked together have reasonably similar emotional responses (variance ~ 0.3 on a scale of 0 to 1 at worst)
 


System behavior: How does the overall system behave/work?

Currently, the content is introduced at random nodes by the creator. Sometimes, if it is content that is intended to go viral, it is advertised and marketed, in which case more people see it right off the bat (variable: campaignlevel) and in successive waves (variable: rounds)

Then, these initial people watch the video and decide whether or not to pass it along to people in their network. If they choose to do so, it is based on the attributes in the content. (sometimes purposely put there to induce virality) 

Further, the process is repeated by those who were exposed to the content. Agents who view content again are slightly more likely to share each time they see it (up to a certain point only though).            
                                                     

Rationale for agent rules: Research outlined in the proposal. The research effectively states that humor is present in at least 60% of videos that have gone viral. Sadness makes content slightly less likely to go viral. Awe, anger and utility of content make content more likely to go viral. 
Repetition is also a way to get content to go viral. (Read: “Friday”) Multiple exposures also make this more likely. 

Homphily is a pretty clear pattern in social networks. People of a type tend to congregate together. 


Model output: Do you think your model currently provides a good description of the system’s behavior? Why or why not?

Currently, the model is still incomplete. I haven’t plotted results. 

I think there is some cause for concern though. The setup itself is a big part of how the model behaves for a particular content, which makes sense to some extent, but I’m a little worried that I won’t get the behavior patterns I want as a result. 

Questions: What questions do you have about your model?
1) Better way to decide if agents share based on parameters set forth. More intuitive, I think. Currently it just seems arbitrary, but maybe that is the best way? 
Next steps: Briefly list your next steps for improving the model.
1) Need to add time lags. Sometimes, people will just share a video instantaneously, but most of the time there’s a lag and even if someone does share instantly, you might not watch instantly – needs to be incorporated. I think this is especially important based on what it looks like
2) Need to account for enthusiasm level of posts. More enthusiastic “shares” likely to garner more attention from friends
3) Include data capture and compare to trends observed for real-life virality. 
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