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of human life than any technology yet created. However, our ability

to create novel lifeforms is currently limited to varying existing

organisms or bioengineering organoids in vitro. Here we show a

scalable pipeline for creating functional novel lifeforms: Al methods

automatically design diverse candidate lifeforms in silico to perform

some desired function, and transferable designs are then created Anatomy Behavior
using a cell-based construction toolkit to realize living systems with R
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http://www.youtube.com/watch?v=98gaozxQNuA
http://www.youtube.com/watch?v=4_zLBJcqaqU
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* Goals

— Develop cross platform GPU
accelerated tools for the design of
computer designed organisms.
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* Timeframe
— 03 August 2021
— 31 August 2021
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* What | hope to learn

— Learn to develop GPU accelerated

software which can run on either
AMD or NVIDIA GPUs.
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* Porting Voxcraft
— AMD ROCm does not support:

* Dynamic Parallelism
* Device side memory allocation
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* New Phototaxis Simulator

— Investigate the mechanics of how
Xenobots respond to light stimuli

— Control Xenobot locomotion via
light:

- e.g. navigate through maze
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e Goals for Next Month

— Compile Phototaxis simulator for
NVIDIA V100 GPUs.

— Benchmark relative performance
of the simulator on AMD Radeon
Instinct MI50 and NVIDIA V100
GPUs. J
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* Help needed (if any
— None needed
— Open to advice + feedback

A scalable pipeline for designing
reconfigurable organisms
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