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Laboratorium Neurokognitywne
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Nasze neurokognitywne laboratorium.
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Duch W. (2023), Atrtificial intelligence and the limits of the humanities.
Er(r)go47 (2/2023) Humanities.
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Pomieszczenie przeznaczone do treninggomieszczenie przygotowawcze

SYSTEM DO WSPOMAGANIA ROZWOJU
PERCEPCY|NO-POZNAWCZEGO \ (/ A _p
NIEMOWLAT | MALYCH DZIECI 7 il |
Zgtoszenie do UP RP nr P.411648 '\ ‘;f )! ‘

|
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WYOBRAZ SOBIE! URZADZENIA PerKog |

Ta pierwszy system o tak wszechstronnym zastosowanit

zadoniem jest moniforowanie rozweju zdolnosci percepcyjno:

wczesna diagnostyka | zapobleganie nieprawidtowosciom razwaju

Urzgdzenia mogo, miec postac:

@ zintegrowana,

@ modutowa,

Moga, by¢ realizowane za pomoca opregramowanio na komputerze Lub

m (Laptopie, tablecie. smartfonie | innychl, potaczonym

torami, bozami danych | generatorami wzorcdw ofaz '
ca. stanowiacymi funkcjonalna catod¢ jako konfiguracio

Koanitywne, tozeczka i kojce. stymulujace rozwsj |
ke jaja mu osingnac petny potencjat

uniknaé problemow ze stuchem, wymowa, czytaniem;
postrzegac-widziec | stysze¢-subtelne roznice:

L J Uczyc sie bez wysitku dowolnego jezyka:

. miec doskonaty stuch muzyczny;

L rozwinat ciekawost | ched eksploracy $wiata, pamiet
robocza, | zdolnosci do kojarzenia obserwacii i faktow;

J rozwinat mofywacje i che¢ do nauki

/@)

NARODOWE CENTRUM NAUK
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8 April 17418, 2021

during the

Spring School 2021*
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"BRANIC ond Spnng School 2021 are pact of g.tec’s Teaching Pan 2021
with mare then 160 hours of anfine courses and leclures

/

1. PLACE WINNER

"NeuroBeat"
BCl application

Team members: Alicja Wicher, Joanna Maria
Zalewska, Weronika Sojka, Ivo John Krystian
Derezinski, Krzystof Totlpa, Lukasz Furman,
Slawomir Duda

IMPROVING HUMAN DAILY LIFE FUNCTIONING -
2 el 27,5 2%} :

MAY 2021 //
ONLINE

.

L

working 24h

1.Create a team consisting of 3-5 people.
2.Fill in the Registration Form (available on Facebook event).

DO YOU HAVE ANY QUESTIONS?

Write an e-mail:
NEUROTECHTOR@GCMAIL.COM

Neurotechnology Scientific Club
Center for Modern Interdisciplinary Technologies
at Nicolaus Copernicus University in Torun
Wilenska 4 Street
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Sztuczna inteligencja
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Kogni
Nauki kognitywne

Biohybrydy

Bio Nano:Fizyka
Kwantowa
nle_ S :3(} Egzaflopowe&omputery
' 108 ¢ 10°t op/sek
kognitywne

Karty graficzne GPU, TPU

Info

Informatyka, inteligencja obliczeniowa/sztuczna,
uczenie maszynowe, sieci neuronowe


https://www.youtube.com/watch?time_continue=98&v=V1D4FPNnoig
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https://robotics-transformer-x.github.io/
https://aiartists.org/ai-generated-art-tools
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na badania.

The biggest 10 companies in Nasdaq by market capitalization, collectively spent ~$222

Billion on R&D in 2022

Company

amazon

Alphabet
) Meta

& Apple
Microsoft

NVIDIA.

ASML
T=SLA

R&D Spend, TTM Dec 31, 2022*

$39.5B

$35.3B

$27.7B

$26.6B

. $7.3B

@ BROADCOM' || s+

R&D Spend, % of Revenue

14%

14%

30%
7%
13%
27%
4%
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Sztuczna Inteligencja
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Cyfrowi tubylcy I Imigranci
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individual objects, like koala bears and motorcycles,
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Projektowanie zabawek




Projekty architektoniczne

The Future of Sustainable Architecture:
Leveraging Al to Build a Greener World
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Nadchodzi Meta, okulary XR,
soczewki kontaktowe XR,
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http://lnco.epfl.ch/realism
https://ai.gov.ae/publications/

VR + EEG, BCI| + Al
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Spreading@ctivationnetworks,
AASOA NRBI OK2RI
aktywacji, transformacji.

Duch et al.Towards
Understanding of Natural
Language: Neurocognitive
Inspirations.

LNCS 4668, 9§362, 2007

GPT = Generative
Pretrained Transformer.
WE{1 RITAIOL

Howtransformerswork
Financial Times wisual
storytelling.
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https://ig.ft.com/generative-ai/
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Vehicles and Brands, Companies Objects, Material and y .
Clothing Sports and Recreation Cooking and Food
: ] il N - .

D oo
D\

Q: What sort of vehicle uses Q: When was the soft drink Q: What is the material used Q: What is the sports position Q: What is the name of the
this item? company shown first created? to make the vessels in this of the man in the orange shirt? object used to eat this food?
A: firetruck A: 1898 picture? A: goalie A: chopsticks

A: copper

Geography, History, Al :
\SigtioEa and Eultire People and Everyday Life Plants and Animals
] ’ . 3 8" 9 -;‘7,.;" v

'-.

% SR
Q: What days might | most Q: Is this photo from the 50's Q: What phylum does this Q: How many chromosomes Q: What is the warmest outdoor
commonly go to this building? or the 90's? animal belong to? do these creatures have? temperature at which this kind
A: Sunday A: 50’s A: chordate, chordata of weather can happen?
A: 32 degrees
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