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1. Introduction
The Louvre Disaster Model will be an AgentSheets model that models the situation in the following story:

The Louvre Museum, located in France, is one of the world’s most-visited museums, having attracted the most international tourists in 2010. The art museum attracts more visitors as it increases its number of showcases. As the tourist population continues to increase, the curator adds an extra showcase for every 50  (may need to decrease the number) tourists. The tourists are able to venture around each other; a floor agent can only by occupied by one tourist agent. However, there is limited space within the museum. Eventually the museum will reach carrying capacity and movement will slow to a complete stop (the tourists will be unable to move due to a lack of space).

2. Subject Matter Experts Agreement List
	Name
	Title/Role
	Mandatory
Reviewer (Y/N)
	Approved

	Apprentice:
	Developer
	Y
	

	Supervisor:
	Supervisor
	Y
	

	Mentor:
	Mentor
	Y
	


3. Requirements
a. Agents which exhibit the following behaviors:

i.   Agent 1: tourists

1. Behavior 1: walk around the room(s) toward artwork or doorway

2. Move toward scent of artwork

ii.  Agent 2: walls

1. Behavior 1: block tourists from moving through certain places

iii.  Agent 3: floor

1. Behavior 1: gets walked on by the tourists

iv.  Agent 4: artwork/showcases (randomly placed on walls)

1. Behavior 1: give off scent to attract tourists

v.  Agent 5: Curator

1. Behavior 1: keeps track of the number of tourists
b. Create walls that will form rooms, leave space for a doorway so tourists can walk through  (make at least 4 rooms, they don’t have to be uniform)

c. Start with random number of tourists and gradually increase the number by a reasonable amount. The programmer will choose the starting number. A random amount of people will be added every time step. Eventually the number will get so large that the people can no longer move

d. At the start, make it so that the tourists can only occupy one room. It will remain that way until the number of people reaches 50 or more (may need to make the number smaller). Tourists can then enter one more room when there are another 50 people (may need to make the number smaller). Continue this until all the rooms are open and the museum is full. The tourists and the curator must be able to communicate so that the curator can keep track of the number of tourists in the room(s). The opening of new rooms show the increase of showcases.

4. Timeline
The project is due by 6/28/13.

5. Desired Behavior / Components

 
Tourists: walking
a. Move about in the direction of the art pieces or a doorway

b. Walk on the floor
Walls: block tourists

a. Forms a solid structure that tourists can’t go through (directs traffic flow)

b. Separates the floor into different rooms

Floor: walked on by tourists

a. Lies on the ground and is walked on

b. Set between the walls

Artwork/Showcases: attracts the tourists

a. Positioned on the walls

b. Draws tourists closer to “look” at art

Curator: Tracks the number of tourists

a. Counts number of tourists

6. Conclusion
The goal of this activity is to understand how to design an AgentSheets model based on a story. 
