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Logic gates in kinematic virtual environment
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Each individual piece of artificial life (ALife) is usually controlled by the AI, which is programmed by the
scientist. Therefore, we couldn’t say the piece lives completely in the virtual environment. We propose ALife which
works within the kinematic virtual environment including the program itself. As a first step of it, logical units
in the kinematic environment are implemented using Unity, a game constructing tool with kinematic engine. A
ring oscillator works faster than the previous one which was made by PhysX, a lower-level kinematic engine. A
comparison of the speed of a simple particle-collision calculation between Unity and CUDA, a lowest-level engine
with graphics processing unit, showed that CUDA is much faster than Unity for simple calculation. Also a simpler
NAND gate is proposed to build complicated logical units easier.
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