Evolution Simulation Pseudocode

Evolving

Use the end values to create the new average

Have a completely random variance added at a low chance

Arrays

Creature Arrays

Output materials-related to inputs and what is needed by the organism

Color-This as a set of light frequencies radiated by the organism

Colors detected by creature-Range of light frequencies detected by the organism

Environment Arrays

Creature that can exist in this environment.

Radiation-The Types and levels of radiation that exist in this area.

Materials-Materials that are found in this area. This is a local variable for each environment cell.

Micro Environments- These are the locations of individual materials in a given environment area

Priority Queues

Creature Priority Queues

Input materials-Based on what is needed by the organism, when it last had each input, preferences, and distance to input.

Environment Priority Queues

Variables

Creature Variables

Average Body Temperature-This may be predominantly based on the temperature of the environment in many organisms

Max Average Creature Size- this affects what environment the creature can exist in

Start Creature Size-could be the same as Max Creature Size

Variance in Max Creature Size

Max Average Natural Lifespan

Identifier-This is what identifies an organism to other organisms. Independent from other variables since some organisms can fake out others.

Environment Variables

Type-This is just an int that determines what the environment contains

Chance of a drastic change in the environment

Equations

Creature Equations

Bell curve of Mutation Rate-The X-Axis would be the mutation variance the Y axis would be the rate of this mutation variance

Cohesion Rate-This is the likelihood that a cell or pseudo cell will “stick to” (remain next to) another cell or pseudo cell.

Rate of diffusion of materials throughout the cell(s)

Rate of active transport through out tissues (and up) and within some cells possibly.

Environment Equations

Size- Size of the terrain area (this could be an irregular shape)

Classes

Creature Classes

Molecule/Material-Inputs for organisms

Organism-Composed of organ systems

Organ System-Composed of organs

Organ-Composed of Tissues

Tissue-Composed of Cells

Cell-Everything is built up from this. Changes in individual cells affect what they are part of.

Organelle-Even more basic than a Cell. These can live inside a cell or an organism but aren't active outside of this environment. Pseudo-Cells can become Organelles if they are not harmful and produce something that the cell needs. These can also be spontaneously created at a small chance related to the mutation rate.

Pseudo-Cell- This is basically a bacteria of some sort. Not very complex. A Pseudo Cell can become a Cell if it has a certain number of Organelles

Virus-Radically alter the functions of a cell when they enter it.

Cell System-Can't survive on it's own multiple of these make up a cell.

Environment Classes

Environment-Life Forms can be environments. Non life forms can be environments.

Brain Storm Storage


A larger component is made up of smaller ones. These smaller ones pass on their requirements to the larger organism. They also put their outputs into the “environment” that is the larger organism.

First instant death if requirements are not met then maybe later change that to reflect strain on the organism.

A Cell is also made up of smaller units called Cell Systems.

Cells can contain Organelles (think Mitochondria) that are less complex and only have a couple of inputs and outputs. They can only exist in an environment that supplies  their input requirements.

Some Organelles affect the cell variables like movement rate.

