ﬁ EasyChair Preprint

Ne 7334

Out of the Box Artificial Intelligence (OBAl):
the Beginning of a New Era in Artificial
Intelligence

Satish Gajawada and Hassan Mustafa

EasyChair preprints are intended for rapid
dissemination of research results and are
integrated with the rest of EasyChair.

January 14, 2022



Out of the Box Artificial Intelligence (OBAI): The Beginning
of a New Era in Artificial Intelligence

Satish Gajawada’, Hassan M. H. Mustafa®

IT Roorkee Alumnus

2Banha University

Isatish.gajawada.iit@gmail.com; 2prof.dr.hassanmoustafa@gmail.com

ARTICLE INFO

Keywords:

Out of the Box

Artificial Intelligence

Out of the Box Al

Al

OBAI

Cartoon Algorithms

ACA

Cartoon Popeye Algorithm
Cartoon Chhota Bheem Algorithm
Cartoon Jerry Algorithm
Cartoon Happy Kid Algorithm

ABSTRACT

The main purpose of writing this article is to unify all the OUT OF THE BOX ideas (under
Artificial Intelligence) invented by the corresponding author of this work during the
period (2013-2022) under a single umbrella titled “Out of the BOX Artificial Intelligence
Field (OBAI Field)”. All the OUT OF THE BOX ideas which are proposed under Artificial
Intelligence will come under new field titled OBAI Field which is defined in this work. A
new Artificial Intelligence field titled “Artificial Cartoon Algorithms (ACA)” is invented
in this work. ACA is a sub-field of OBAI field as it is an OUT OF THE BOX idea. Four new
algorithms titled “Artificial Cartoon Popeye Algorithm”, “Artificial Cartoon Chhota
Bheem Algorithm”, “Artificial Cartoon Jerry Algorithm” and “Artificial Cartoon Happy
Kid Algorithm” are designed in this work.




1. Literature Review and Definition
of Out of the Box Artificial
Intelligence

Artificial Human Optimization (Satish
Gajawada & Hassan M. H. Mustafa, 2019a),
Artificial Soul Optimization (Satish Gajawada
& Hassan M. H. Mustafa, 2019b), Artificial
God Optimization (Satish Gajawada & Hassan
M. H. Mustafa, 2020a), Artificial Satisfaction
(Satish Gajawada & Hassan M. H. Mustafa,
2020b), Deep Loving (Satish Gajawada &
Hassan M. H. Mustafa, 2020c), Nature Plus
Plus Inspired Computing (Satish Gajawada &
Hassan M. H. Mustafa, 2020d), Artificial Heart
Neural Networks (Satish Gajawada & Hassan
M. H. Mustafa, 2021a), Artificial Excellence
(Satish Gajawada & Hassan M. H. Mustafa,
2021b),  Stories  Inspired  Optimization
Algorithms (Satish Gajawada & Hassan M. H.
Mustafa, 2021c), Artificial Intelligence Plus
Plus (Al++) (Satish Gajawada & Hassan M. H.
Mustafa, 2021d), Twenty Second Century
Artificial Intelligence (Satish Gajawada &
Hassan M. H. Mustafa, 2021e), Super Artificial
Neural Networks (Satish Gajawada & Hassan
M. H. Mustafa, 2021d), Super Evolutionary
Computing (Satish Gajawada & Hassan M. H.
Mustafa, 2021d), Super Computational
Intelligence (Satish Gajawada & Hassan M. H.
Mustafa, 2021d), The Interesting and Complete
Artificial Intelligence (ICAI) (Satish Gajawada
& Hassan M. H. Mustafa, 2021f) fields are
OUT OF THE BOX ideas under Artificial
Intelligence. Hence all these fields are part of
the new field titled “Out of the Box Artificial
Intelligence (OBAI)”. The new field Artificial
Cartoon Algorithms (ACA) invented in this
work is also the sub-field of OBAI Field.

Articles (A. Ahmadi-Javid, 2011, Ahmadi
SA, 2017; Burman, R. et al,, 2017; Dai C. et al.,
2007; Da-Zheng Feng et al., 2015; Devika P. D
et al, 2015; Edris Fattahi et al., 2018; Eita M.A.
et al., 2010; Esmaeil Atashpaz-Gargari et al.,
2007; Feng, X. et al., 2015; Hamid Reza Kamali
et al, 2015, Hao Liu et al, 2014
Kaur, Rishemjit et al., 2013; L. M. Zhang et al.,
2009; Mingyi Zhang et al., 2013; Muhammad
Rizwan Tanweer et al., 2014; M. R. Tanweer et
al.,, 2014; M.R. Tanweer et al.,, 2015a; M.R.

Tanweer et al., 2015b; Prakasha S et al., 2013;
Ruo-Li Tang et al., 2015; R.V.Rao et al., 2011;
Satish Gajawada et al., 2019a; Singh M.K. et al,,
2013; Sridhar N et al, 2014, Wang L. et al,
2014; Xu Y. et al, 2010) belong to Artificial
Human Optimization field. Hence all these
articles come under OBALI field.

2. Artificial Cartoon Algorithms

All  Artificial Intelligence algorithms
inspired from Cartoons will belong to new
field titled “Artificial Cartoon Algorithms
(ACA)”. Fig. 1. shows cartoon character
“Popeye”. Fig. 2. shows cartoon character
“Chhota Bheem”. Fig. 3. shows cartoon
character “Jerry”. Fig. 4. shows cartoon
character “Happy Kid”. Four ACA algorithms
shown in Fig. 5., Fig. 6., Fig. 7. and Fig. 8.
belong to new field “OBAI” which is created
in this work.

Fig. 1. Popeye (with Spinach)



Fig. 2. Chhota Bheem (with Laddu)

Fig. 3. Jerry (with Cheese)
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Fig. 4. Happy Kid

3.  Artificial Cartoon Popeye
Algorithm

All Artificial Popeyes are initialized in line
number one. In line number two, iteration
count is set to zero. Local best and global best
of all Artificial Popeyes are identified in line
numbers three and four respectively. Based on
random number generated and
PopeyeSpinachProbability in line number 6,
the Popeye is classified as “Popeye with
Spinach” or “Popeye without Spinach”.
“Popeye with Spinach” eats Spinach and
hence he can move in search space irrespective
of anything. Based on random number
generated and
HelpOfPopeyeWithSpinachProbability in line
number 10, “Popeye without Spinach” either
receives help from “Popeye with Spinach” or
not. In line numbers 11 and 12, “Popeye
without Spinach” moves in search space and
updates position and velocity as he receives
help from “Popeye with Spinach”. On the
other hand, “Popeye without Spinach” is
halted and doesn’t do anything if he doesn’t
receive help from “Popeye with Spinach”. This
process is repeated for all the Artificial
Popeyes in the population. Then the iteration
count is incremented by one in line number 18
and the control goes to next generation. This
process continues until termination condition
reached is true.



1) All Artificial Popeyes are initialized

2) Iterations count is set to zero

3) Identify local best of all Artificial Popeyes
4) Identify global best of all Artificial Popeyes
5) for each particle i do

6) if ( generate_random_number (0,1) < PopeyeSpinachProbability ) then // Spinach

7) Update Velocity of Popeye with Spinach

8) Update Position of Popeye with Spinach

9) else // Popeye without Spinach

10) if (random(0,1) < HelpOfPopeyeWithSpinachProbability) then // with help
11) Update Velocity of Popeye without Spinach

12) Update Position of Popeye without Spinach

13) else // Popeye (without Spinach) without help does nothing
14)

15) end if

16) end if

17) end for

18) generations (iterations) = generations (iterations) + 1

19) while ( termination_condition not reached is true)

Fig. 5. Artificial Cartoon Popeye Algorithm

4. Artificial Cartoon Chhota Bheem
Algorithm

All Artificial Chhota Bheems are initialized
in line number one. In line number two,
iteration count is set to zero. Local best and
global best of all Artificial Chhota Bheems are
identified in line numbers three and four
respectively. Based on random number
generated and ChhotaBheemLadduProbability
in line number 6, the Artificial Chhota Bheem
is classified as “Chhota Bheem with Laddu” or
“Chhota Bheem without Laddu”. “Chhota
Bheem with Laddu” eats Laddu and hence he
can move in search space irrespective of
anything. Based on random number generated
and

1) All Artificial Chhota Bheems are initialized
2) Iterations count is set to zero

HelpOfChhotaBheemWithLadduProbability in
line number 10, “Chhota Bheem without
Laddu” either receives help from “Chhota
Bheem with Laddu” or not. In line numbers 11
and 12, “Chhota Bheem without Laddu”
moves in search space and updates position
and velocity as he receives help from “Chhota
Bheem with Laddu”. On the other hand,
“Chhota Bheem without Laddu” is halted and
doesn’t do anything if he doesn’t receive help
from “Chhota Bheem with Laddu”. This
process is repeated for all the Artificial Chhota
Bheems in the population. Then the iteration
count is incremented by one in line number 18
and the control goes to next generation. This
process continues until termination condition
reached is true.

3) Identify local best of all Artificial Chhota Bheems

4) Identify global best of all Artificial Chhota Bheems

5) for each particleido

6) if ( generate_random_number (0,1) < ChhotaBheemLadduProbability ) then
7) Update Velocity of Chhota Bheem with Laddu

8) Update Position of Chhota Bheem with Laddu

9) else // Chhota Bheem without Laddu



10) if (random(0,1) < HelpOfChhotaBheemWithLadduProbability) then
11) Update Velocity of Chhota Bheem without Laddu

12) Update Position of Chotta Bheem without Laddu

13) else // Chhota Bheem (without Laddu) without help does nothing

14)

15) end if
16) end if

17) end for

18) generations (iterations) = generations (iterations) + 1

19) while ( termination_condition not reached is true)

Fig. 6. Artificial Cartoon Chhota Bheem Algorithm

5. Artificial Cartoon Jerry Algorithm

All Artificial Jerrys are initialized in line
number one. In line number two, iteration
count is set to zero. Local best and global best
of all Artificial Jerrys are identified in line
numbers three and four respectively. Based on
random number generated and
JerryCheeseProbability in line number 6, the
Jerry is classified as “Jerry with Cheese” or
“Jerry without Cheese”. “Jerry with Cheese”
eats Cheese and hence he can move in search
space irrespective of anything. Based on
random number generated and
HelpOfJerryWithCheeseProbability in line

1) All Artificial Jerrys are initialized

2) Iterations count is set to zero

3) Identify local best of all Artificial Jerrys
4) Identify global best of all Artificial Jerrys
5) for each particlei do

number 10, “Jerry without Cheese” either
receives help from “Jerry with Cheese” or not.
In line numbers 11 and 12, “Jerry without
Cheese” moves in search space and updates
position and velocity as he receives help from
“Jerry with Cheese”. On the other hand, “Jerry
without Cheese” is halted and doesn’t do
anything if he doesn’t receive help from “Jerry
with Cheese”. This process is repeated for all
the Artificial Jerrys in the population. Then the
iteration count is incremented by one in line
number 18 and the control goes to next
generation. This process continues until
termination condition reached is true.

6) if ( generate_random_number (0,1) < JerryCheeseProbability ) then // Cheese

7) Update Velocity of Jerry with Cheese

8) Update Position of Jerry with Cheese

9) else // Jerry without Cheese

10) if (random(0,1) < HelpOfJerryWithCheeseProbability) then // with help
11) Update Velocity of Jerry without Cheese

12) Update Position of Jerry without Cheese

13) else // Jerry (without Cheese) without help does nothing
14)

15) end if

16) end if

17) end for

18) generations (iterations) = generations (iterations) + 1

19) while ( termination_condition not reached is true)

Fig. 7. Artificial Cartoon Jerry Algorithm



6. Artificial Cartoon Happy Kid
Algorithm

All Happy Kids are initialized in line
number one. In line number two, iteration
count is set to zero. Local best and global best
of all Happy Kids are identified in line
numbers three and four respectively. Based on
generated and
HappyKidBananaProbability in line number 6,
the Happy Kid is classified as “Happy Kid
with Banana” or “Happy Kid without

random number

Banana”. “Happy Kid with Banana” eats
Banana and hence he can move in search space
irrespective of anything. Based on random
number generated and

1) All Artificial Happy Kids are initialized
2) Iterations count is set to zero

3) Identify local best of all Happy Kids

4) Identify global best of all Happy Kids
5) for each particlei do

HelpOfHappyKidWithBananaProbability — in
line number 10, “Happy Kid without Banana”
either receives help from “Happy Kid with
Banana” or not. In line numbers 11 and 12,
“Happy Kid without Banana” moves in search
space and updates position and velocity as he
receives help from “Happy Kid with Banana”.
On the other hand, “Happy Kid without
Banana” is halted and doesn’t do anything if
he doesn’t receive help from “Happy Kid with
Banana”. This process is repeated for all the
Artificial Happy Kids in the population. Then
the iteration count is incremented by one in
line number 18 and the control goes to next
generation. This process continues until
termination condition reached is true.

6) if ( generate_random_number (0,1) < HappyKidBananaProbability ) then // Banana

7) Update Velocity of Happy Kid with Banana

8) Update Position of Happy Kid with Banana

9) else // Happy Kid without Banana

10) if (random(0,1) < HelpOfHappyKidWithBananaProbability) then // with help
11) Update Velocity of Happy Kid without Banana

12) Update Position of Happy Kid without Banana

13) else // Happy Kid (without Banana) without help does nothing
14)

15) end if

16) end if

17) end for

18) generations (iterations) = generations (iterations) + 1

19) while ( termination_condition not reached is true)

Fig. 8. Artificial Cartoon Happy Kid Algorithm

7. Opportunities in Out of the Box
Artificial Intelligence Field

According to us, there is no end to the list
of the opportunities in “Out of the Box
Artificial Intelligence (OBAI)” field. Some of
them are listed below:

1) International Institute of OBAI, Germany
2) Indian Institute of OBAI, India

3) IBM OBALI Research Labs, Switzerland

4) Google OBAI Research Labs, USA

5) B.Tech, OBAI at IIT Mumbai

6) M.Tech, OBAI at University of Texas

7) PhD, OBAI at University of Australia

8) PostDoc, OBAI at Harvard University

9) International Conference on OBA]
Singapore

10) International Journal on OBAI, United
Kingdom

11) Out of the Box Artificial Intelligence — A
New Course on Coursera



12) Seminar on OBAI, Africa
13) Book on OBAI, Elsevier Publishers

8. Conclusions

A new field titled “Out of the Box
Artificial Intelligence (OBAI)” is invented in
this work. The main point to be noted from
this work is that the Artificial Intelligence
Algorithms can take inspiration from anything
and anywhere. The inspiration can come from
cartoons like “Popeye”, “Chhota Bheem”,
“Jerry” and “Happy Kid” too. Another
important point is that in this work Particle
Swarm Optimization algorithm is modified by
adding the concepts of ACA field and four
new algorithms titled “Artificial Cartoon
Popeye Algorithm”, “Artificial ~Cartoon
Chhota Bheem Algorithm”, “Artificial Cartoon
Jerry Algorithm” and “Artificial Cartoon
Happy Kid Algorithm” are created. This is
done for the sake of simplicity. The ideal
method is to create “Artificial Cartoon
Algorithms” from scratch.
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