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Main Progress
1. Cleared the idea of model
2. Define agent rules
3. Implemented model rules
About model idea
This model concentrates on the wealth distribution and career distribution(or the say the relationship of workers, policies and thieves) under different polices. Two basic parameters of polices are tax rate and police pay. The model wants to answer the question that what polices can leads to a stable society. (stable is defined previously as the individuals won't die out finally). 
Agent Behavior
If I am patch:
I have a chance to represent a permanent job. And the salary of jobs obey normal distribution(or Gaussian distribution). 
If I am any kind of individual and I run out of money, I will die. If I have money I need to pay living expense. 
If I am worker:
--If I have stable job, I will work there, get money and pay tax. Otherwise I will search jobs. 
--Note when I search job, if the job is occupied by others I will keep searching. 
Rules to switch role:
--If my income is lower than lower than half of average income, I have chance to change jobs, I also have chance to change to police or thief whichever has higher income.
If I am policeman
--If there is a thief around me, I will punish him by taking half of his wealth.
--I walk around each tick trying to catch thief.
--I get money from worker's tax constantly as income
Rules to switch role:
--If my income is lower than lower than half of average income, I have chance to change to worker or thief whichever has higher income.
If I am a thief
--If there is worker around me I will grab half of his wealth.
-- I walk around each tick trying to grab money from worker.
Rules to switch role:
--If my income is lower than lower than half of average income, I have chance to change to worker or police whichever has higher income.

System Behavior
When everyone dies, the system stops. If the society is stable, we can watch the wealth growth in different parameters.  For now, the parameters are: The policies(tax rate, police pay, living expense) and the probability of changing roles.
Rationale for agent rules
Here is the explanation of two main changes. 
First is adding the rules people changing career. 
Due to my research of why people change career, there are multiple reasons: 
1. The downsizing or the restructuring of an organization (54%).
2. New challenges or opportunities that arise (30%).
3. Poor or ineffective leadership (25%).
4. Having a poor relationship with a manager(s) (22%).
5. For the improvement of a better work/life balance (21%).
6. Contributions are not being recognized (21%).
7. For better compensation and benefits (18%),
8. For better alignment with personal and organizational values (17%).
9. Personal strengths and capabilities are not a good fit with an organization (16%).
10. The financial instability of an organization (13%).
11. An organization relocated (12%).
The reason can be divided by three groups: psychology reason, social reason and economical reason. Regarding all psychology and social reasons, we can simply simulate those by a random chance. By economical reasons, my idea is: If someone find other career has higher income, he has a chance take that career. This chance simulate something like they have ability to do the job, or they change career successfully. 
The second is about patches. Based on the discussion between Bryan and I, my models concentrates on modern society. So that patches had better represent permanent jobs rather than different kind of recourse. So I cancel "gold". Also, everyone has different income, normally the wealth distribution obeys Gaussian distribution. So I set the job salary based on Gaussian distribution. 
Next steps
In next iteration I will exam my model and implement extensions. The potential extensions are adding economics parameters to control the model nearer to real world. Or adding hutnet to control the characters manually. Or adding java API. 


