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Agent Behavior:
· Turtle-Patch interactions have been eliminated for now as I had previously thought it was required. 
· Social Networks:
· Turtles will connected to social media networks based on the percentages of people belonging to these networks in the real world. 
· Turtles will spread their music to people within their networks based on the outreach of the tool they are using (i.e Facebook, Twitter, etc.).
· People will interact more with other people that share their musical tastes.
· Similar tastes based on Pandora, and geographic origin.
· Methods of promotion will have different effects on the “power” of the spreading.
· Commercials
· Concerts
· Creative ways: “accidental leaks”
· Posters
· Social Media
System Behavior:
· Different methods of social media will have varying effects on how music spreads through a person’s network. The number of social networks a person belongs to will be directly correlated to their ability to spread music. 
·  Top 40 phenomena: The more a song is publicized the more it will spread (irrelevant of the musical abilities of the band). 
· The more people that listen to a song, the more likely the song will be to spread.
Rationale for Agent Rules:
People often listen to what their friends are listening to. This is why popular music spreads faster and faster. I am putting most of the weight in social networks because I believe it is the biggest contributor in the spread of music.
I predict that the promotion techniques will link with social networks, meaning promotions begin with social media. I plan to add weightings to each of the promotion techniques in order to dictate the strength of the “spark” that starts the spread. 
Lastly, I stated that turtles will interact more with other turtles that share their interests. The reason for this is to dictate how well connected people are to other in their social networks. By basing this on Pandora similar music methodology, and geographic similarities I think I can set a value to the chance people will spread music tastes to one another. 
Model Output:
I think that the model is getting closer to accurately simulating the spread of music through various methods. However, whether or not all of the parameters I’ve listed will effect the spread of music still needs to be seen. I think most of the contributing factors to the spread of music have been noted, but still need to determine what intrinsic values to include and how they will change the system. 
Questions:
Would simulating the effect of using different social media outlets to promote music be an interesting design?
I’m thinking about making the patches be the promotion techniques. Whenever a turtle hit a certain promotion type it would spark the spread based on that. Some patches could be posters, radio announcements, twitter posts…). Last version I tried to have the patches change values and it blew up from there. Should I do this or do you think it would be cleaner to not involve the patches?
Next Steps:
As of now, I am pretty confused about where to start. Even though I’ve narrowed my proposal down a lot, I think I need to find a way to connect more of these parameters I’m involving. I need to figure out how to relate all of the agent behaviors with the network connections between turtles. 
My first step is going to be getting the twitter data in and figuring out how to connect these to the turtle’s networks. 
I plan to meet with Bryan either tomorrow or next week in order to finish up what we were talking about and figure out a good place to start.
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