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WOLFGANG AMADEUS MOZART

Musikalisches Wiirfelspiel
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Nordjyske og Ritzau lancerer
journalistrobot

28.8.2018 16:17 | Ritzaus Bureau A/S

917 lokale fodboldhold i Nordjylland oplever i august at fa redaktionel
dakning pa nordjyskes narlokale hjemmesider. De 917 fodboldhold har
ikke tidligere faet fast deekning, fordi der bliver spillet for mange kampe
til, at Nordjyske kunne gore det til en sund forretning at skrive
kampreferater om alle hold. Men det er der nu lavet om pa.



Robot Journalism

Can Human Journalism Survive?

Noam Lemelshtrich Latar

Faktisk er robotten gaet i gang i det stille i august maned, hvor den til alle kampe har
skrevet to referater. Et til hjemmeholdet og ét til udeholdet. De to referater skrives

pa baggrund af data fra Ritzau, og indholdet haldes sa i

en nyhedsskabelon) De to

nyheder publiceres derefter pa hver sin lokale side, sa fokus er tilpasset l&sernes
lokale hold.

SEIF VANDT KAMP UDE OVER
BANGSBO FREJA

Det blev til en kneben sejr tirsdag 2-1

STRANDBY: Det er forste sejr for SEIFs U14-drenge i saesonen.

Efter kampen ligger Strandby-Elling-Nielstrup IF nummer 1 med 3 point og
en malscore pa 2-1, mens Bangsbo Freja ligger nummer 3 med 3 point og
en malscore pa 4-3.

Strandby-Elling-Nielstrup IFs naeste kamp er sendag 26. august kl. 14:30 pa
udebane mod Tornby IF.

Bangsbo Freja skal pa banen igen lerdag den 25. august kl. 11:00 pa
hjemmebane mod Team @stvendsyssel.



Robot Journalism

Can Human Journalism Survive?

FACEBOOK NEWS FEED
ALGORITHM

How the News Feed Works

\\:Gw::rla Scientific




05.11.2018 - 19:46 Q

Journalisten

1.500 artikler om dagen. Et portrat pa

LASSO 7 NEWS Sgg i Lasso, eller indtast CVR-nummer PR@V LASSO PROFESSIONAL

1,88 sekunder

AN

/\
Lasso
Professional

Lgsningen til dig, der vil
holde dig opdateret pa
dansk erhvervsliv.

Se den fulde ejerstruktur,
ngglepersoner, alle

nggletal, historik,

SYSTEMATIC A/S, 2 dage siden

personlige lister,

Udskiftning i bestyrelsesmedlemmer i SYSTEMATIC A/S'
bestyrelse

automatiske
notifikationer, og meget

mere..

PR@V GRATIS NU

Nikolaj Holm Bramsen udtreeder af bestyrelsen, og Allan Weinhandler Iversen overtager pladsen

som medlem af bestyrelsenii ...

Seneste regnskaber ‘ P\ FREMH/VET PERSON
C )

TT—— . llse Rohde Jacobsen



Js Tetris 1.19

New Game

Pause

Highscores
About

Statistics:

Level: 2
Score: 2126
Lines: 1
APM: 239
Time: 64
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Boids

Craig Reynolds, “Flocks,
Herds and Scools: A
Distributed Behaviour
Model”,1987.
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Lyden af fodgeengerovergang og trommmer i Pure Data

e SP
< O
v\
C\IT 7 e
@’{ @

| .zip filen trafficSignal.zip findes en mappe med en Pure Data patch
trafficSignal.pd. Aben trafficSignal.pd i Pure Data og tryk pa den
grenne knap. Trommelyde og en Pure Data patch Drums.pd findes |

v B trafficSignal

& AudioOnOff.pd
bell.wav

Zip filen drums.zip.

~ crossing.wav
& PlayFileGUl.pd

% trafficSignal.pd O
Change time between playing a sound i . . .
Start/stop playing sounds 19 msec 5000 msec " trafficSignal.zip
|
g ]
metro 2000

PlayFileGUI crossing.wav

.wav file

dac~



Change time between playing a sound Change time between playing a sound

Start/stop playing sounds 10 msec 1000 msec Start/stop playing sounds 10 msec 1000 msec

D

PlayFileGUI BD_E1.wav PlayFileGUI CongaOp_E3.wav| [PlayFileGUI Log D3.wav PlayFileGUI Timbale G2.wav

N
.wav file @ .wav file @ .wav file @ .wav file

dac~

v 07 drums

- Lyden af fodgcengerovergang og trommer i Pure Data

<
A
VY @

| .zip filen trafficSignal.zip findes en mappe med en Pure Data patch
trafficSignal.pd. Aben trafficSignal.pd i Pure Data og tryk p& den
grenne knap. Trommelyde og en Pure Data patch Drums.pd findes i
zip filen drums.zip.

%

7

AudioOnOff.pd
BD_E1.wav
CongaOp_E3.wav
Drums.pd
Log_D3.wav
PlayFileGUl.pd
ReadProbabilities.pd
Timbale_G2.wav

drums.zip



Change time between playing a sound Change time between playing a sound
Start/stop playing sounds 10 msec 1000 msec Start/stop playing sounds 10 msec 1000 msec

D

Probabilities

PlayFileGUI BD_E1.wav PlayFileGUI CongaOp_E3.wav| [PlayFileGUI Log D3.wav PlayFileGUI Timbale G2.wav

N
.wav file @ .wav file @ .wav file @ .wav file

dac~

v drums
- Lyden af fodgeengerovergang og trommer i Pure Data 2
v g qu 299 % AudioOnOff.pd

p—

6,7
gy BD_E1.wav
C V77 ez — =
@7\ @ i ~ CongaOp_E3.wav

| .zip filen trafficSignal.zip findes en mappe med en Pure Data patch & Drums.pd
trafficSignal.pd. Aben trafficSignal.pd i Pure Data og tryk p& den
grenne knap. Trommelyde og en Pure Data patch Drums.pd findes i
zip filen drums.zip. % PlayFileGUl.pd

¢~ ReadProbabilities.pd

~ Timbale_G2.wav

~ Log_D3.wav

i drums.zip
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v [ Skylark
o PlayFile.pd
. Skylark.pd @

Leerkesang i Pure Data _ Skylark.wav
SkylarkEnd1.wav

SkylarkEnd2.wav

| SkylarkEnd3.wav
SkylarkEnd4.wav

15 E s 100 SkylarkEnd5.wav

_ SkylarkMiddle1.wav
| SkylarkMiddle2.wav
_ SkylarkMiddle3.wav
z e i . SkylarkMiddle4.wav
| .zip filen Skylark.zip findes en mappe med en Pure Data patch |3 SkylarkStart].wav
Skylark.pd. Aben Skylark.pd i Pure Data og tryk p& den grenne knap _ Skylarkstart2.wav
f h fd | kelvd _ SkylarkStart3.wav
or at here en af de mange Icerkelyde. | skylarkStart4way
_ SkylarkStart5.wav
i Skylark.zip




Start playing sounds

random 5
g )
select 01234

1=}

ElayFile skylarkStart5 .wa\ﬂ

throw~ audioOut send Middle

1o

ElayFile skylarkStart4.waz

[Fend idaie

s

ElayFile skylarkStart3.waz

throw~ audioOut send Middle

ElayFile skylarkStartZ.wai
K:] throw~ audioOut send Middle

ElayFile skylarkStartl.waz

throw~ audioOut send Middle

receive Middle

select 0123

[PlayFile skylarkMiddle4.wav]

throw~ audioOut send End

ElayFile skylarkMidd1e3.waz

throw~ audioOut send End|

=

ElayFile skylarkMiddleZ.waZ
Q [Send Eng

ElayFile skylarkMiddlel.waz

throw~ audioOut send End|

v [ Skylark

% PlayFile.pd

. Skylark.pd

_ Skylark.wav

| SkylarkEnd1.wav

_ SkylarkEnd2.wav

| SkylarkEnd3.wav

_ SkylarkEnd4.wav

| SkylarkEnd5.wav

_ SkylarkMiddle1.wav

| SkylarkMiddle2.wav

_ SkylarkMiddle3.wav

| SkylarkMiddle4.wav

_ SkylarkStart1.wav

| SkylarkStart2.wav
SkylarkStart3.wav
SkylarkStart4.wav

_ SkylarkStart5.wav

i Skylark.zip

receive End

select 01234

ElayFile skylarkEndS.waz

throw~ audioOut

ElayFile skylarkEnd4.wa£

throw~ audioOut

-

ElayFile skylarkEnd3.waz

throw~ audioOut

ElayFile skylarkEndZ.waz
Q throw~ audioOut

ElayFiLe skylarkEndl.waZ

throw~ audioOut




Lydkulisse

Lyden af et havnemiljg i Pure Data

)

| .zip filen Seaside.zip findes en mappe med en Pure Data patch
Seaside.pd. Aben Seaside.pd i Pure Data og tryk pa den grenne knap
for at here mdger, belger og et tdgehorn.




Start playing sounds

Foreground

AudioOut
Decibel 0..100

Decibel 0..100

L
Background

L
Foreground

Lyden af et havnemiljg i Pure Data

v [ Seaside
AudioOut.pd
- Background.pd

IS
1
B

IS

we

we

B By

o
5

- ExponentialWaiting.pd

foghorn.wav
Foreground.pd
LoopFileGUI.pd

ocean.wav

PlayFile.pd
PlayFileVariableSpeed.pd
PlayFileVariableSpeedGUI.pd
RandomSpacialPosition.pd
RandomSpeed.pd
seagulll.wav

seagull2.wav

seagull3.wav

Seaside.pd

Volume.pd

wind.wav

Seaside.zip



metro 10000

\/ = ElayFile foghorn.wa\Z|

b 5 10 15 20 25 30

wind.wav

l(p 1.0 20 30 40 50 60 7.0 80 9.0 10.0 11.0 12.0 13.0 14.0 15.0 16.0 17.0 18.0 -

ocean.wav

Background

D

2

LoopFileGUI wind.wav

.wav file

P

P

LoopFileGUI ocean.wav

.wav file
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Foreground

/ A
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N

/i
/4

0,29

RandomSpacialPosition

throw~ foregroundR

throw~ foregroundL

Foreground




0,71 0,29

RandomSpacialPosition

throw~ foregroundR| [throw~ foregroundL

O

trigger b b

random 100 random 100

/ 100 / 100
[expr 1.0-$71]

[€.71) [8.29

* 1 * 1

0.312 0.127

2o

|3ut1et~| Futlet~|




PlayFileVariableSpeedGUI seagulll.wav

.wav file

ho 0.10 . 0.20 0.30 . 0.40 . 0.50 . 0.60 . 0.70

Ereg roun?




\l/

RandomSpeed
1.11

PlayFileVariableSpeedGUI seagulll.wav

.wav file

k»o ) 0.10 . 0.20 . 0.30 . 0.40 . 0.50 . 0.60 .

0.70 )

ﬁﬁlﬂ\(\p\nnf\nmﬂlplr\ A
'VUVUVVUVUUUV 7

Ereg rouncgj

inlet Start

0 |
random 40

/ 100| |0

OTs

|

(o
oo

+

1.11

outlet

Tilfeeldigt tal imellem
0.80g 1.2



E481 .05 | tig

Ereg roun?




O O

ExponentialWaiting

mean time in msec .
RandomSpeed 8481 ' 95 ] tld

|
1

X_, X,a
- -

Foreground




O O

ExponentialWaiting

mean time in msec

RandomSpeed 5481 . 05 ]

t

d

N

inlet Start inlet Stop 4000

mean time in mse

Mean waiting time in msec




O O

ExponentialWaiting

mean time in msec

RandomSpeed E481 " 05 ] tid

e i 2 ——
/' /

inlet Stop

inlet Start

mean time in mse

random 100

Mean waiting time in msec

expr -$f2*log(1-$f1)]

I9210.34 |-meanTime*ln(1-random)

Mean waiting time in msec




Exponential distribution
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Geiger—Miiller counter

Uses

Inventor

A "two-piece" bench type Geiger—Mudiller counter
with end-window detector

Other names

Related items

Geiger counter
Particle detector

Hans Geiger
Walther Miller

Geiger—Miiller tube




Exponential distribution

Tid i sekunder
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Exponential distribution

From Wikipedia, the free encyclopedia M Time between 911 calls during peak hours {minutes)
Exponential distribution

Exponential 0.03 \
Probability density function 0.025 K |
16 T T T T . - \ |
1.4 A=0.5 | \
Soomsf || |
1.2t — =1 A\
1.0 A=L15 | 0.01 |
; 0.8 . 0.005 |
0.6f | D D
a 50 100 150 00
0.4 Data
0.2t
0.0




Exponential distribution

From Wikipedia, the free encyclopedia M Time between 911 calls during peak hours (minutes)
Exponential distribution

Exponential uw\
Probability density function 0.025 x |
16 T T T T . - \ |
1.4 A=0.5 | z \
Comsf || h |
1.2f — =1 A\
1.0 A=L5 1 0.01 |
§ 0.8 . 0.005 |
0.6 | D D
a 50 100 150 200
0.4 Data
0.2+
0.0 0

Probability density function |[edit]

The probability density function (pdf) of an exponential
distribution is

Ae M > 0,

ﬂ“M:{o z < 0.



Exponential distribution

Antal partikler per sekund A = 0.9

(0.5) = = (1.5)

Prev at cendre A.

gennemsnit 1,1 sekunder



Exponential distribution
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Exponential distribution

From Wikipedia, the free encyclopedia

Exponential
Probability density function

1.6 1 1 l ]
A=0.5 |

—_— =1
A=1.5

=
N B
| T

Probability density function |[edit]

The probability density function (pdf) of an exponential
distribution is

Ae M > 0,

f(x;’\):{o z < 0.

Cumulative distribution function

1.0 T

T I

The cumulative distribution function is given by

F(z;)\) = {

1 — e—)\:zz
0

7= 0,
<0




Exponential distribution

r /
0.8}
0.6

0.4f

0.2f

080 0.5 1.0 1.5

r=F(z;\)=1—e*
eller udtrykt ved x:

z=—In(l-—r)/\

Cumulative distribution function

The cumulative distribution function is given by

l—e ™ z£>0
Fz; \) = =%
(232) {0 z <0



Exponential distribution

Antal partikler per sekund A = 1 Antal partikler indtil nu 115
Gennemsnitligt antal partikler per sekund 1.039

z=—In(l—7r)/A

(0.5) (1.5)

Y
] S S ———
F
r=F(z;))=1—e 0.75 |
eller udtrykt ved x: 0.50
0.25

z=—-In(l—71)/A




Exponential distribution

1.0 : : :
r /
random 100
0.8
Mean waiting time in msec
0.6 4000

expr -$f2*log(1-$f1)]

0.4} I9210.34 |-meanTime*1n(1-random)

0.2f

080 0.5 1.0 1.5

r=F(z;\)=1—e*
eller udtrykt ved x:

z=—In(l-—r)/\



Lydkulisse







