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The Setup:
The model is initialized by creating a network that represents people and their social connections. Then a certain number of turtles are given an initial belief.

A belief is represented as a list of three numbers from 1 to 255, so that the turtles can display their belief as their color.

Agent Behavior
At each tick if I’m a turtle:
	-If I don’t yet have a belief, I don’t do anything.

	-If I do have a belief, I pick a random link neighbor. 
		-If the link-neighbor doesn’t have a belief yet, I share mine.
		-If the link-neighbor does have a belief, we average our beliefs using a			weighted average.
			-Each turtle has stubbornness from 0 to 1. When averaging
my belief, I weight my belief with my stubbornness
my neighbor’s belief with (1 – my stubbornness). My neighbor does the same with its stubbornness.
-A random amount of noise is added to the belief whenever it is transmitted.
-After we exchange beliefs, I check to see if I can tolerate our difference in opinion. (Each turtle has a tolerance). If not, I break our tie. My neighbor does the same
-I hatch a new turtle with a certain probability
- I age, and if I reach my life-span, I die


System Behavior
The system behavior varies greatly depending on a lot of different parameters.
I have added some features to this version of the model:
	Agents age and die
	Agents reproduce and pass their beliefs on to offspring
	Agents break ties with other agents who’s beliefs are too different
	Agents can form new random ties.

These features leave a lot of parameter space to explore, so I need to spend time doing that.

Based on the tinkering I’ve already done, it seems that making links with random people increases the homogeneity of the belief across the population. This makes sense since more people are interacting and sharing their beliefs with others.

Allowing agents to break ties with agents that are too different sometimes results in completely isolated agents.



Rationale For Agent Rules
I think it is clear that groups of people in a social network tend to synchronize beliefs. In the real world this is probably partly due to homophily and partly due to influencing each other. Regardless, social groups tend to hold relatively homogeneous beliefs.

Different people are more or less easily influenced by the opinions of others. This is why it makes sense for agents to have different stubbornness values. 

The noise in belief transmission is meant to model beliefs getting garbled when they are passed on, and also that people’s memories and beliefs change over time even when they aren’t influenced by others. However the mechanism of adding noise every time an agent interacts might be too large of an abstraction.

People don’t stay friends with others that are too different from them. This is why turtles destroy the links with turtles that are too different.

People meet new people. So, turtles can form random new links.

People reproduce, and the beliefs of their children are generally pretty similar to their own. So, turtles can reproduce, and they pass on their own beliefs with some noise.
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Next Steps
Improve the metrics I am using to measure turtle disagreement. Currently the disagreement appears much higher when the belief value is low than when it is high.

It might make sense to base the stubbornness of people on something, rather than just assigning them randomly. For example, if a person witnessed an event first hand, they would have a very high stubbornness. Also, stubbornness values might be dynamic and vary based time passing, or on some network metric.

I think it would make sense for agents to only average beliefs with agents that are within a certain degree of similarity with each other. 
I want to develop a new network building algorithm that is more realistic for a real world social network. 

I want to work on the rules by which agents can form new links. It would make sense for agents to form links with friends of friends with a higher probability than with random other agents.  

Right now I have a global limit on the number of links any turtle can have. It might make sense to make this a turtle property since different people have different numbers of close friends. 

The reproduction mechanism is very crude. I think it could be improved while still staying simple.

All the new features may be unnecessary, so I want to examine whether I can get rid of some.

Try to find some sort of reference pattern to compare against. 
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