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Simulation; 4.3.1 Agent Simulation; 4.3.2 Agent-Based Simulation
4.3.3 Agent-Supported Simulation

The only book to present the synergy between modeling and
simulation, systems engineering, and agent technologies expands the
notion of agent-based simulation to also deal with agent simulation
and agent-supported simulation. Accessible to both practitioners and
managers, it systematically addresses designing and building agent
systems from a systems engineering perspective.
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Interactive Composition empowers readers with all of the practical skills
and insights they need to compose and perform electronic popular
music in a variety of popular styles. The book begins by introducing all
of the tools involved in creating interactive compositions through the
software Ableton Live and Max for Live. The following chapters then put
the tools to use by both describing particular musical styles and also
teaching readers how to compose and perform within these styles

using the software. As readers progresses through the book, they will
learn to use the software to facilitate



