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(1) begin

(2)  select an initial solution i € S;
(3)  select an initial temperature T;
(4)  while stopping criterion not true
(5) count = 0;

(6) equilibrate( );

(7 choose a neighbor j & N(i);
®) & = () - f(i);

(9) if & < 0 then

(10) i=j

(11) else if random[0, 1) < exp(- &6/T) then
(12) i=j

(13) end if

(14) count = count + 1;

(15) reduce temperature T;

(16) end while

(17) end
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Fig 1. Simulated Annealing Algorithm
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