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Cognitive Beings

Artificial Intelligence

EXPERION: a slice of the life of a cognitive being
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CONTENT: components of experions

Lukas is hungry Katheryn wants to paint

His experion contents: Her experion contents:

- table - table

- apples - apples

- hungry sensation - wish to paint

- rel. between apple & hungry - rel. between colors & wish
- other non-expressible - other non-expressible
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MEANING: particularity of each experion

one experion

meaning: velocity meaning: action/reaction
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ACTION SELECTION: activation and combination of relevant past experions

Frevious relevant experions

Action selected

Current experion

INTELLIGENCE: capacity to discriminate and manipulate contents for action selection
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Conclusion: intelligence is reduced to live revisiting life

(More info at www.ouroboros.org/experion J




