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Escape! Code Your Way Out of a Paper Bag |

let's Begin

Your Mission! Find a Way Out
How o Help (he Tuartle Escape
Let's Save the Turtle

e 1t Work?

Ower Lo You

Deeide! Find the Paper Bag : :
Your Mission: Learn [rom Data
How to Grow a Deelclon Trog

Let's Find That Paper Bag

Did [t Work?

Over to You

Boom! Create a Genetic Algorithm |
Your Mission: Flre Canmonballs
How to Breed Solutions

Let's Fire Some Cannans

[id I Work?

Over to You

Swarm! Build a Nature-Inspired Swarm
Your Mission: Crowd Contraol

How te Form a Swarm

Lazt"s Make a Swarm

Did [t Work?

Ower Lo You

Colonize! Discover Pathways
Your Mission: Lay Pheromones
How ta Create Pathways

Let's March Some Ants
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Did It Work?
Orver 1o You

Diffuse! Employ a Stochastic Model
Your Mission: Make Small Random Steps
Iow to Cause Diffusion

Let's [Mifuse Some Parlicles

Did It Work?

Orver o You

Buzz! Converge on One Solution .
Your Mission: Beskesping

How to Feod the Bees

Let's Make Some Bees Swarm

i 1t Work?

Over Lo You

Alivel Create Artificial Life . .
Your Missicn: Make Cells Come Alive
[ 1o Create Ariificial Life

Let’s Make Cellular Autcimata

Did It Work?

ver o You

Dream! Explore CA with GA . .
Your Mission: Find the Best

How 10 Explore a CA

Let's Mind the Best Starung Row
3id 1L Work'?

et (o Yiou

Dptimize! Find the Best . &

Your Mission: Move Tariles

Howr 10 Get g Tuartle inle a Paper Bag
Let's Find the Bottom of the Bag

Ddid It Work?

Extension to More Dimensions

et to You

Bibliography . ; i -
Index . .

a3
uy

99
Lo
109
111
119
125

127
125
131
133
143

45

147
149
152
154
1}
141

163

&7
159
L&l
L85

187
L5&
LBG
193
1498
205
205

207
209



	scan0020.pdf (p.1)
	scan0021.pdf (p.2)
	scan0022.pdf (p.3)

