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1. If any square, occupied or not, has exactly three of its nearest neighbors occupied, it will be occupied at the next time period.
2. If any occupied squared has exactly two of its neighbors occupied, it will be occupied in the next time period.

3. For all other situations the square will not be occupied at the next time period.

= life at any location is a result of its own as well as its neighbors’ life during the previous generation. Specifically, too dense
a population of surrounding neighbors (more than three) or too sparse a neighboring population (less than two) at any time

period will not allow life for the next generation.
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http://www.math.com/students/wonders/life/life.html
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Because of their ability to produce rich collective behaviors through the interactions of simple cells, cellular automata have proven

a powerful tools for studying the mathematics of the emergence of life from simple, in—animated components. Artificial Life is

defined as /ife made by human efforts rather than by nature.
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Try your simulation www.math.com/students/wonders/life/life.html

Boids http://www.vergenet.net/~conrad/boids/

37h9] simple rules

1.

2.
3.

Boids try to fly towards the centre of mass of neighbouring boids.

time 3

Boids try to keep a small distance away from other objects (including other boids).

Boids try to match velocity with near boids.

Pseudo code

http://www.vergenet.net/~conrad/boids/pseudocode.html
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Lane formation in a street (http://www.trafficforum.org/somsstuff/pedapplets/Corridor.html)

Oscillating Pedestrian streams at a bottleneck (http://www.trafficforum.org/somsstuff/pedapplets/Door.html)

Pedestrians interacting at a crossing (http://www.trafficforum.org/somsstuff/pedapplets/Crossing.html)

o
55 ANadolA (http://www.traffic-simulation.de)

FROA F9 A e F5 A (htp://www.panics.org)

ZAA|RE W82 http://www.soms.ethz.ch/research/Videosll
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