 Louvre Disaster High Level Design (HLD) Document

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 tourists. The tourists are able to venture around each other; a floor agent can only be 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 Name
	Developer
	Y
	

	Supervisor Name
	Supervisor
	Y
	

	Mentor Name
	Mentor
	Y
	


3. Requirements

· Characters needed:

Tourists, Floor of Museum, Showcases, Counter

Start model with

240 people

7 showcases (4 floor showcases, 3 wall showcases)

1 curator


Carrying Capacity starts off at 10,000 people



After each day( a time set of about 11) a 3 tourists will be added

If tourist can not find an open showcase in the time set of 5 then they will 
leave

· Tourists - group of five people. 

*1 tourist = 5 people (scale can be created to show)

-Tourist stay at one showcase for a time set of 6 secs then move to next stronger showcase (stronger showcases give off a higher interest percentage)

-Interest percentage is a rate given to the agent in its behavior 

- Tourist are to be drawn to higher showcases when first entering the museum

- Floor of Museum - what the tourist walk on and what the showcases are on and may be any color

- Showcases - groups of pictures that attracts tourist

*8 tourists can view 1 showcase that is in the middle of the museum at a time

*6 tourists can view 1 showcase that is against a wall at a time

- Showcases gain interest percentage the longer it has been in the museum

-Showcases have a different percentage of interest to tourists roaming the museum. Showcase pieces in the middle have a stronger interest percentage to draw in tourist than a showcase up against the wall. The further the showcase form the middle of the museum, the lower the interest percentage.

- When giving showcases’ behavior give the first depiction, a higher interest percentage than the second showcase depiction

-Showcases have two depictions, the first is a normal showcase and the second is a new and added showcase due to population

- New showcases will change to have the same interest percentage as the older ones after a chosen time set by you

Curator- keeps track of the population in the museum and when to add showcases in order to attract new tourists to view showcases

· Tourist behaviors – move on random to different showcases, represents 5 total people


-Floor of museum – holds tourist and showcases

- Showcases- does not move around there are depiction 2 of showcases and one is added with increase of 50 people

- Curator- keeps record of the number of people in the museum and tells when to add new showcase
· Has to be a counter in the museum in order for enough showcases to be present and added

-Has to be new showcases to be viewed by new tourist in order to increase population

- Has to be a museum floor for the tourist to walk on and for the showcases to stay on

a. An AgentSheets model showing the interactions of agents which exhibit the following behaviors:

i. Tourists

1. Move to showcases that have higher interest percentages
2.  Surround a showcase and if carrying capacity of showcase is reached, move on

3. Stop moving when carrying capacity of museum is reached

ii. Floor of Museum

1.  Cover all of museum

2. Hold tourists and showcases

iii.  Older Showcases

     1.  Pictures of art that attract tourist


     2. Start with interest percentage of 75% 
iv. Newer Showcases
1. Pictures that are added after an increase of 50 people
2. Start with interest percentage of 25%
v.  Curator
1. Counts number of people in museum constantly
2. Adds showcases after increase of 50 people
3. Adds 2 tourist for every new exhibit

4. Must communicate with showcases and tourists
b. A graph showing the increase of population of tourists and showcases

c. Users should be able to change how many people will be added, carrying capacity, and carrying capacity of showcases

4. Timeline

Your project is due by June 28, 2013

5. Desired Behavior / Components

i.  
Tourists

1. Move on random on the floor of the museum
2. 1 tourists = 5 people
3.  Surround a showcase and if carrying capacity of showcase is reached, move on to a new showcase
4. Stop moving when carrying capacity of museum is reached
5. 2 tourist are added for every one new showcase
ii. Floor of Museum

1.  Cover all of museum

2. Holds tourists and showcases 

3. Doesn’t move
iii.  Older Showcases

     1.  Pictures of art that attract tourist


     2. Can only hold 4 tourists


     3. Don’t move
iv. Newer Showcases
1. Pictures that are added after an increase of 50 people
2. Can only hold 3 tourist

3. Don’t move
v.  Counter

1. Counts number of people in museum constantly
2. Adds showcases after increase of 50 people
3. Adds 2 tourist for every new exhibit

4. Gives graph information to show increase in population in museum

6. Conclusion

The goal of this activity is to evaluate your modeling skills with AgentSheets. By using this story to create a model you will use tools like time set the counter and graphs to view specific properties changes. You will also see how to have interest percentages at different exhibits increase and decrease.

