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Memory is a universal function of organized matter. What is the
mathematics of memory? How does memory affect the space-time
behaviour of spatially extended systems? Does memory increase
complexity? This book provides answers to these questions. It focuses
on the study of spatially extended systems, i.e., cellular automata and
other related discrete complex systems. Thus, arrays of locally
connected finite state machines, or cells, update their states
simultaneously, in discrete time, by the same transition rule. The
classical dynamics in these systems is Markovian: only the actual
configurati
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Touch and gestural devices have been hailed as next evolutionary step
in human-computer interaction. As software companies struggle to
catch up with one another in terms of developing the next great touch-
based interface, designers are charged with the daunting task of
keeping up with the advances in new technology and this new aspect to
user experience design. Product and interaction designers, developers
and managers are already well versed in Ul design, but touch-based
interfaces have added a new level of complexity. They need quick
references and real-world examples in order to m



