Revised Final Project Proposal – Jackie Ng
EECS 472 
1. Big picture: What is the phenomenon you’d like to model?
· I would like to study the impact of team composition on the development of affect and team cohesion among four members on a NASA space mission to Mars 
· This model will be tested using collected data from four women who spent 30 days together (24 hours a day) on a simulated mission to Mars 
· They only had physical contact with each other and virtual contact with mission control during this time
2. Rationale: Why is this an interesting phenomenon to model?
· This is an interesting phenomenon to model because it can provide NASA with parameters and attributes to look for when selecting a team for future missions. For instance, we hope to understand what collections of personalities, demographic backgrounds, among other factors should be considered when selecting a team of astronauts to send to space in the future
· This model can be a “recommender system” that suggests individuals with specific traits who will be more likely to be a good fit or match with one another 
3. Why is this a good fit for using ABM?
· I think this is a good fit for ABM because it provides insight into how individual differences, surface level and deep level differences (e.g. differences that are immediately obvious upon meeting others, such as race or gender vs. differences that are more subtle, such as expertise), homophily, among other processes can impact affect at the dyadic level and team level (e.g. Among any two members on the team and the team as a whole)
4. Do you have a driving question formulated? If so, state it here.
· How do individual differences impact first impressions, and how are these impressions shaped and refined from prolonged interactions (e.g. through shared experiences and shared activities) to impact team affect and cohesion? 
· More specifically, I intend to capture individual differences using “Big 5 Personality” measures, which will impact whether individuals express traits and if these traits are perceived by others
5. Do you have a reference pattern in mind? If yes, describe it here.
· This isn't a reference pattern, per se, but there is data from four women who were part of a NASA simulation to Mars 
· We can use our model to predict how their actual interactions with each other predicted team affect and compare those to transcripts and questionnaires of their actual feelings 
6. What are the agents of your model? What are the turtle agents? What are the patch agents? Are there link agents?
· The agents will be the four astronauts on the space mission 
· The link agents will be the affect ties (positive or negative) that exist between the four agents 
· Since we have four agents, there is a total of 12 directed affect ties between the agents 
· I have not thought about what the patch agents should be but one possibility could be a random “situational event” that throws agents off their scheduled activities and interactions with each other
· I think that the patch agents should represent “situational events” that take precedence over the agents’ scheduled activities and tasks with each other 
7. What properties will the agents have?
· The agents will have different personalities, determined by the big 5 scale items, which will affect how initial impressions are formed and how their traits are expressed and perceived by others 
· The agents will have individual differences (e.g. surface level differences, such as gender, race and ethnicity) that will change the relative strength of affect ties due to homophily 
· We should also incorporate some movement into the model. For instance, agents working on the same task should move in the same direction 
· We can indicate whether agents are currently operating the same task by the thickness of their ties to one another 
8. What are the agent behaviors? How will agents interact?
· [bookmark: _GoBack]Agents will engage in scheduled activities with each other of either solo, 2 person, 3 person or 4 person activities. These interactions, along with their duration, will impact their affect towards each other. I think one way to do this would be to incorporate a probability distribution that explains or determines the probability that a trait will be expressed and expressed based on the duration of the activity. Another factor to possibly incorporate would be the intensity of a particular interactive task. However, this may make the model too complicated and dependent on too many parameters 
· Affect will change different according to whether an activity leads to a change in positive affect or negative affect towards another individual or individuals 
9. What are the core parameters of the model that will be exposed in the interface?
· Homophily – on/off switch 
· Intensity or magnitude with which positive or negative affective ties change
· Personality measures for each individual on the Big 5 personality scale (e.g., openness, conscientiousness, extraversion, agreeableness and neuroticism). I am not sure if the data exists (or can be extracted in time), but it would be interesting to use the agents’ actual scores on the Big 5 personality scale as inputs into the model 
· How likely each member “expresses” their different traits and how likely others are to “perceive” these expressions
· The probabilities that individuals will engage in team-based (i.e., 2, 3 or 4-person) activities or individual activities 
10. Can you sketch a time step of your model?
· At each tick, agents engage in activities for a duration of time (they can either engage in individual, dyadic, triadic or team (four-person) level
· During each activity, individuals will interact and reveal certain traits about themselves. Personalities will influence whether specific traits are expressed and whether these traits are express different features about themselves, which may be are perceived by others
· At the end of the activity, individuals will change the amount of positive or negative affect they have towards the other person, which becomes the baseline for their next interaction

11. What are the measures you will collect?
· Average affect for an individual
· Average team level affect
· Difference/similarity in affect of reciprocated ties
· Degree of change in affect from initial expressions (e.g., at tick 0) to end of simulation
12. Extra component for EECS 472: I would like to incorporate data into this model from the actual simulated mission to see how well we are able to “replicate” their affect towards each other both during and by the end of simulation.  


