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TABLE 2. RELATION BETWEEN DEMAND CURVE AND SELLING DAY.

Demand Curve (2z=) 3 2 2.5 3 3.5 (1 + .5 (Selling Day))

Selling Day 1 2 3 4 5 . ..
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Noté that it is possible for a player to go deeply in debt during
a p by selling goods for net income of less than his total costs,
and not be penalized until the end of the trip because all costs are
not deducted until he returns home. This was done because the ped-
dlers operate in the same fashion: they take goods out orn credit and
expect to pay for them at the end of the trip with revenue from their
sales. Thus in the prc,-am, as in the rea]ity, the true "hour of
reckoning” com__ at the end of the trip when the revenut from the sale
of goods are compared with the actor's amassed debts.

At rare intervals the player experiences good or bad luck. The
consequences can rai _* from gaining or losing a mule, a small amount

* capital, or a re tively large a _unt of capital. If the player
}uns out of money at any point where deductions are made from his
capital, the program checks to see if | 1is able to raise cash by
selling a mule. If he only owns one mule, or if the income from
selling his other ..iles is not sufficient to cover his debts, he is
informed that he is out of business, and the game ends.

Bi ‘ing a computer or telecommunications line failure, a player
can play indefinitely until he decides to end the game or fails be-
cause he has lost his capital. It can take a few hours to play for
a year of game-time, but when a year does pass the program compares
the playt st 11th with the amount he had at the beginning of the

year and gives him the result of the comparison.

Thn Camébnnd ~L 2L - N ~am

The =2cond com] ient of realism in a simulation is the actual

values given to' the parameters. For cxar, e, mules will be overloaded













































My second pur| e in writing thc program was to prepare the way
fc  the  _astruction of a model of peddling that will use simple de-
cision rules, such as brOfit maximi: :ion, income sat- “icing, risk
..n jzation, or some combination of these, and will prodi : a sample
of behavior comparable to wi . I observed in the field. ..is research
is now taking place. ‘

The prc _am 1is ava11ablé on paper tape and on IBM selectric mau-
~netic cart to anyor w._ - interested. Paper tapes will be sent
free, and ¢i Is sent to the author will be sent | :k with tt program
r« rded on them. Anyone interested is invited to correspond with the

“author.
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TABLE 1. SIMULATION OF SALES PER DAY. AVERAGE OF 1000 EXAMPLES.

Average! '
Sales Markup Demand Curve
17.57 35.46 2.8
(11.69) (2.85) (.8)

Figures in parent! s are standard deviations (SD).
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1ABLE 2. RELATION B..~EEN DEMAND CURVE AND SELLING DAY.

Deme..lCL..e (z=) 3 2 2.5 3 3.5 (1+ .5 (Sellina Day))
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