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Example: Stopping a car

driver see brake

-
SD =RD +BD

SD <OD
RD=v*RT
BD=wv2/a

What is the minimum RT 1n town?
(v <50km/h; OD > 10m, a=14)

Environment
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In cognitive systems
In vivo In silico

Individual behavior
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Group coordination
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Self-organization in robotic swarms
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