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	This is the first upload of my project, and so far I’ve just been working on the creation of the model. The setup button creates and “island” of green patches surrounded by “water”. Resources (gold, food, and wood), are generated randomly on the map, and differentiated by different colors. You are also given a town center (in a random location), which is colored brown. Turtles are created at the town center (the number is based on the population slider), and they are split into three different roles: farmers, woodcutters, and miners. Depending on their role, they collect different resources. You also start with a certain amount of resources (which is to make testing and debugging easier).

	When the model is run, the turtles begin to wander randomly. When any turtle runs into a resource patch, it alerts the turtles that collect that resource to go to that patch. Once they get their, they gather 10 units of that resource, and take it back to the town center, repeating this until the patch is out of resources (it starts with 100 total resources). You are able to create certain things with these resources; at this point you can create a builder, temple, barracks, swordsman (which doesn’t work right now), and any type of worker turtle. If you try to create something without enough resources, you get an error message in the console line. Creating a builder allows you to create the other buildings, and when you create the other buildings, the builder goes there and builds them (at a random location close to your town center). So far the buildings don’t do anything, but that is going to be part of my next step.

	As for next steps, I’m going to allow the user to create more things (especially from buildings built). I expect this to take a while since I want to create a high level of variety, but after that I plan on either introducing a computer interaction on the island, or creating a second island that has a computer run civilization, and allowing interaction with that. The latter is my goal, and I plan on going in that direction unless I find it to be too difficult (which I don’t expect).

	So far I haven't decided on what outputs I’m planning to look at, or what phenomena I intend to look for, since I’ve been mostly focusing on building the model itself. I expect that as I add features, opportunity for phenomena to emerge will come along with that, especially once I implement the computer run civilization.
