Solution Code For Primary Consumer
Setting and Adjusting Number of Consumers and Speed Movement
[image: Screenshot of a Scratch programming script designed to simulate consumer behavior with clones moving randomly on screen. The script includes blocks for setting and cloning a starting number of consumers, randomizing movement direction, and controlling movement speed.]
Code blocks that say:
1. When green flag clicked 
Note: this sets the starting number of consumers. Change the number to adjust the starting number of voles!
2. Hide
3. Set: Number of Consumers to Starting Number of Consumers
4. Repeat: Starting Number of Consumers. Create Clone of: Myself.
Then another set of code blocks that say:
1. When I start as a clone.
Note: this causes the voles to walk around the screen. Changes the number of steps to speed them up/slow them down!
2. Point in direction: Pick random 1 to 360
3. Forever
4. Move 3 steps
5. If on edge, bounce
Setting Lifespan, Reproduction, Predator/Prey Behavior
[image: Screenshot of a block-based coding script for a simulation involving clones representing consumers and foxes. Script includes conditional statements for clones to reproduce or be eaten, with comments explaining effects on consumer population, lifespan, and interaction with foxes.]
Set of code blocks that say:
1. When I start as a clone
2. Show
3. Go to: random position
4. Forever
5. If touching fox then change number of consumers by -1 delete this clone
Note: This causes the voles to be eaten by foxes!
6. If touching color (shows a brown swatch) then change Number of Consumers by 1 create clone of myself wait 1 seconds.
Note: This causes the voles to reproduce! Make sure the color matches the color of your consumer and that it is unique to the simulator!
Another set of code blocks that say:
1. When I start as a clone
2. Wait 20 seconds
3. Change Number of Consumers by -1
4. Delete this clone
Note: This causes the voles to die after some number of seconds. Change the number to change the lifespan of the voles.

Interaction with Humans
[image: Screenshot of a Scratch programming script controlling vole population dynamics in a simulation. Script uses orange and blue blocks to detect collisions with a "Person" sprite, decrease "Number of Consumers" variable by one, and delete the clone, with a yellow comment explaining this simulates voles being "killed" by humans.]
Set of code blocks that say:
1. When I start as a clone
2. Forever
3. If touching Person then change Number of Consumers by -1
4. Delete this clone
Note: This causes the voles to be “killed” by humans
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