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Things currently implemented in the model: 
	Right now I have humans and zombies very basically implemented in the model. You can set the number of humans you want to appear in the model and infect some of them with the zombie virus.  Humans will link together if their affability levels are equal to each other in order to represent that they’d get along and form a group, and the humans avoid the zombies.  These actions will be beneficial for when cooperation is needed to fight zombies or gather resources.  All of the humans get infected as well (but this is a bit buggy still). 
Questions I have:  
When looking at the spread of infection in my model, I noticed that the humans tend to not be infected for a while and then all get infected really quickly, and I can’t totally tell why this is happening. Because of this, humans don’t die naturally either. 
Next Steps: 
	By next week, I hope to have most of the human traits implemented so that they’d be able to form groups and fight zombies properly. This would entail creating situations in which humans and zombies fight, and where humans actively run away from zombies instead of just avoiding them.  I plan on implementing children and inheritance of traits after I implement patch properties. 
	I am also currently researching different frames of reference for my model by trying to find different portrayals of a zombie apocalypse in the media to help with coming up with constraints and parameters for my evolutionary model. 
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