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Things currently implemented in the model (update): 
	Agents: Humans now can fight zombies in groups if they are linked and have the proper aggression levels. Humans also get more aggressive if they are hungry or if they are fighting a zombie in a group. This is used to simulate group dynamics in a fighting situation, and general human crankiness if they do not have sustenance.  The links between humans die if a human turns into a zombie or dies.  Nothing has changed in zombie behavior. 
	Patches:  The food patches are now scattered on three quadrants of the grid and also have varying densities. This makes the spread of resources a bit more diverse and interesting instead of having all the patches on the screen represent food supply. 
Questions I have: 
	I don’t have any at the moment. 
Next steps: 
	All I think I have left to do besides tweaking the model here and there is to conduct analysis based on what I’ve read about and seen in pop-culture and with group behaviors.  
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