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Figure 1.1 How uncertainty varies with coin bias (or probability distribution in
two-paossibility case.
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Figure 1.2 How uncertainty varies with probability distribution in the
many-possibility case.
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Figure 1.4 A field of four cells.
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Figurel.5 The sixteen states of a 4-cell ensemble, each cell capable of oc

one of two states.



5losla  X[1]2 X|o|O X%|1|O 0l0 x|o|lO x|olOo x| |o
05/0l05 .1|.1{05 o0]1]0 1151 0[Ol o 5(0f 0 1{O(o %|O
1 |o5[.1 os{2 4fols a1 1|l0[X X|[5|X X|O[X X|O[X
1 2 3 4 5 6 7 game
L = 8 7 6 5 4 3 -
Coot = 3.2 3 2.8 2.€ 2.3 2 1.6 1
C,=24 28 1.4 1.8 0 1 0 -
R =0.¢ 0.2 14 0.2 2.3 1 1.6 -

organization due to the rule of trinary
states on nine cells with one entry

3.0 - ™~

\Q organization due to rules

of the game of tic-tac-toe

2.0
Complexity \(E,ot
of field in the

mind of the Organization of "O"-player
about-to-move )

a
layer, in bits.
pay 1.0
C‘obs

Organization of "X"-player

about to mov 1 2 3 4 5 6 7 resians
by e "o" e "o e "o" e "o"

Move

Figure 1.6 Move by move complexity of the field facing each player of a
of tic-tac-toe.
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Figure 1.8 How increasing potential and actual entro enerate increasing

organization (shaded) at the leading edge of evolution.
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Figure 1.9 Increasing organization, R, with nucleotide group-le

(from Brooks, Cumming, and LeBlond, 1988)
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Figure 1.10 Increasing complexity and organization of model genes with "evoutionary" time
(n_= gene group length) (from Brooks, Cumming and LeBlond, 1988)
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Figure 1.11 The growth in number of species over evolutionary time
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