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Neural controller inputs:

0to7: Sensor 0 to 7 proximity values

8: Sensor 0 - 1
9: Sensor 1 -2
10: Sensor2 -3
11: Sensor 3 -4
12: Sensor4 -5
13: Sensor 6 -7

Inputs 8 to 13 are the edge detectors
(see text for explanation)
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sumweights =0
i=0 rulecount 1
sumweights = sumweights + rule[i]:weight

i=0 scriptsize 1
try =0
lineadded =
try < maxtries lineadded
j=0
sum =0
selected= 1
fraction = (sumweights)
selected <0
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active =0
i=0 rulecount 1
rule[i]:activated
active = active +1

active <=0 active > = rulecount

nonactive = rulecount active

adjustment = (Fitness)
compensation = (active adiustment=nonactive )
remainder = active adjustment nonactive compensation

i=0 rulecount 1
rule[i]:activated
rule[i]:weight = rule[i]:weight + adjustment

rule[i]:weight = rule[i]:weight + compensation

rule[i]:weight < minweight
remainder = remainder + (rule[i]:weight minweight)
rule[i]:weight = minweight

rule[i]:weight > maxweight
remainder = remainder + (rule[i]l:weight maxweight)
rule[i]:weight = maxweight

i=0
remainder > 0
rule[i]:weight <= maxweight 1
rule[i]:weight = rule[i]:weight + 1
remainder = remainder 1

i=(i+1) rulecount
remainder < 0
rule[i]:weight > = minweight +1
rule[i]:weight = rule[i]:weight 1

remainder = remainder +1

i=(i+1) rulecount
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0.3.2: Chromatic Orb hits Blue ‘wizard B. Saving throw failz (1 < ﬂ
12). Blue 'Wizard B receives 3 points of damage

0.3.3: Blindness hits Red Fighter B. 5 aving throw fails [11 < 14).
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