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Dream Walker’s Guide


I shall be your guide to dreams!


Dreams are at once the most intimate thing in our lives, and the most remarkable thing in our lives; but they are also the most mysterious, and least understood thing in our lives. When you go to sleep tonight, the chances are that at some stage you will have a sleep-dream. But what exactly is a sleep-dream; how is it created; what is its purpose -what does it do: what is its fundamental nature? This ‘Dream Walker’s guide’ aims to provide clear answers to these questions. I shall be your guide to dreams!


What is a dream walker?


This book is a Dream walker’s Guide. So, what is a dream walker? A dream walker is quite simply, that locus and focus of your anthropocentric being, an immaterial body-form which walks about in the ‘landscape’ of your dreams, observing and acting upon things. The dream walker has many names: the ‘dream homunculus’, the ‘shooter’, the ‘soul or spirit’, even rather ambiguously -the ‘self’; but we shall mostly refer to it as the dream walker -truly the most romantic of names!


Virtual dreams & Spiritual dreams.


Ok, so we sleep-dream; but what really happens when we sleep-dream? Does our soul depart our sleeping body for distant realms -both real and unreal; to walk in strange, fantastic, even wild and forbidden lands; to see, hear and feel what are often wonderful, exotic and mysterious things; encounter people, perhaps spirits -other souls? Or does our brain create or ‘spin’ a brilliant and colourful dream Virtual World system, and subject our body (a virtual representation of it) to be a walker in that often illusive dreamscape?


Science believes that at least in part the latter is the case; that our brain creates VIRTUAL DREAMS, raises a dream realm, inclusive of ‘dream walker’ -to interact with things just as we do in real waking life. In sleep-dreaming the brain is said to raise this extraordinary, vivid, dynamic and often fantastic Virtual World system, to virtually portray our memory system in various ways, as a substitute or surrogate for interacting with the Real World when we are truly awake. The modern scientific approach to dreaming is largely secular; and treats the brain and its dreaming in natural or biological rather than traditional or religious terms.


Science, to its honour, certainly does not discount the possibility that we also have SPIRITUAL DREAMS, that we have a soul -which inhabits our brain, and which departs our sleeping body to walk distant realms; and indeed there are certain kinds of dream experience, both parapsychological and transcendent, which hint at this exciting possibility. It is just that there is a strong secular side to dreaming, Virtual dreaming, which must now be taken into consideration.


There are those scientists, who’s views we must of course respect in this regard, who flatly discount the notion that dreams are in any way spiritual or are indicative of a soul: heaven is a “fairy story for people afraid of the dark”, suggested one eminent scientist recently. But for most scientists, and other workers on dream theory such as myself; any rejection of soul-heaven-God and an afterlife, is thought way too premature; indeed counterproductive in the sense that it gives a false impression of what most of us working in the field actually think. For what both Virtual dreaming and spiritual dreaming strongly suggest, is that our brain and our mind are not one and the same thing -but two different things; and in this simple statement alone, we now have sound reason for considering the spiritual side of things -in a new and much warmer light.


Furthermore, in dreaming, we seem to be dealing with forces and processes going on in the brain, which are so strange, so enigmatic -so wonderful; that it would be shear folly to discount anything at this stage, not least a departing or travelling soul scenario. Ultimately of course it would be most desirable if there were to be a spiritual dream process in situ -we all want it to be true; but, as science correctly points out, we must not just presume it to be true, we must weigh all the arguments -and make our own judgments accordingly.


What do I -your dream guide, believe?


What do I -your dream guide, believe? I believe in both kinds of dreaming, both Virtual & spiritual: I believe that they can both mutually co-exist together. Yes, I fully embrace the biological concept of a Virtual Dream -indeed this book is largely devoted (through the A to Z guide) to explaining the new concept and largely secular language of Virtual Dreaming. But as you will discover when reading this book; I have certainly not given up the proverbial ghost -concerning a spiritual aspect to dreaming. Personal experience, both parapsychological and transcendent; plus insights from a deep working knowledge of the fundamentals of dreaming; give me a healthy respect for the spiritual scenario, and will not allow me to abandon it. Indeed if anything the opposite is true: I strongly suspect that there is something profoundly spiritual going on in the Cosmos; that there is an after-life, soul-heaven-God and so forth; and that dreaming is in some way integral to that extraordinary and wonderful process. But in this sense I feel like the tribal medicine man -or North American Indian, or shaman (spiritual leader), complete with headdress and rattle to hand, who has ‘read the signs’ -and interpreted the dream!


What is the advanced guide to dreams?


So, this book is a ‘Dream Walker’s Guide’: what is a dream walker, and what is this guide? Well, as we have previously described; a dream walker is quite simply, that locus and focus of our anthropocentric being, which walks about in the ‘landscape’ of our dreams, observing and acting upon things. By ‘advanced guide to dreams’ one means that this book explains the new language and concept of dream consciousness at a more progressive or slightly higher level than is to be found in a basic guide. It offers a deeper and more profound range of explanation, which I (your guide) hope will be of use to you in understanding your own dreaming. After all, you and I both dream -indeed we all dream; and in our dreams, you and I are each represented by this quite remarkable phenomenon -the dream walker. But there are two kinds of dream walker: the popular dream walker, the mystical dream walker of the people -the Spiritual dream walker; and the emergent dream walker of science, a secular dream walker -called the Virtual dream walker. A few words now about each:-


The popular dream walker, the spiritual dream walker, or ‘Cartesian inhabitant’ as it is called -because it is said to be a relatively independent entity which inhabits the body/brain (like living in a house, or ‘temple’), has its roots in ancient myths and nearly all religious-minded cultures. A myth which says that at night, when we fall to sleep -and dream, our soul or spirit rises up and departs our body, and walks a strange and mysterious land or realm in search of special or unusual knowledge, for glimpses of the future -or of the past, for spiritual and ancestral encounter, and to experience wondrous things. The myth of the spiritual dream walker features in nearly all religions -and in their base teaching: of soul-heaven-God, and an after-life. The concept that at night when we sleep-dream, we -or our soul or spirit, transcends into some otherworldly realm, fuses with this mystical and religion-based aspect of dreaming; a diffuse area with no set boundary between the earthly and the heavenly, and a criss-cross of strange lands between.


This book is a guide -a guide to the key concepts and language of dreaming. However, it is not a book which features as much about the spiritual side of dreams -or of dream walking the lands of religion and myth, as I would wish; though I do touch on many of these issues, particularly those concerning Life-after-death. There is not as much as I would wish of this book deployed to the spiritual side of things; not least because these are delicate issues in life, profoundly important to many people -including myself; too important to be treated lightly or as a side-show to the scientific business at hand. Moreover, they are issues which I have yet to fully explore, and come to terms with, and to integrate into the conceptual scheme of things; and so, beyond more than a courtesy window of mention, I have largely put them aside, perhaps to be tackled later -given the grace of God.


Understanding the Virtual Dream


walker -the secular dream walker.


The Virtual dream walker, the dream walker of science, is a largely secular affair, in that it treats dreams and its contents (inclusive of a dream walker) strictly within a natural biological framework of explanation. This is not to say that there is no spiritual aspect to dreaming and to the dream walker, indeed far from it; it is just that there is also a biological side to dreaming within which dreams can and need to be explained in a secular context.


The virtual dream walker is a radically different entity from the traditional spiritual one, but is no less mysterious. In the VIRTUAL WORLD THEORY of dreaming, the very latest physical theory of dreaming, the brain is said to raise a dream Virtual World system, primarily to virtually portray the current state of the Real World about us -to superficially model our body and its interactions (observation/action) with surrounding objects (food, enemies etc.) in our local environment. This picture -or ‘representation’ as it is called, is a kind of subjective map giving the location and superficial character of objects in the Real (external) World about us -relative to our own material body. This map is then used rather like a car satellite navigation system, to direct and guide our survival behaviour in the Real World. A dream Virtual World being raised to represent the Real World -as above, is referred to as a ‘Working dream’; and is our main form or type of dreaming.


The dream Virtual World system is also being raised to modify the above Real World navigational process, by virtually representing our MEMORY system in various ways: to give us our visual imaginings, auditory thoughts, and of course -our sleep dreams. A dream Virtual World system being raised to virtually portray our memory, is referred to as a ‘Resting Dream’ -for reasons which will be explained later.


One of the great problems of dreaming, from the scientific point of view, is to understand what a dream -including the dream-walker, actually is in physical/nervous terms, and how it is being raised, created (or ‘spun’) by the brain? This is often referred to as the ‘Hard Problem’ of dreaming: hard because the dream Virtual World system doesn’t identify with the material brain itself, or with its electrochemical processing mechanism. The brain must be doing something to raise the dream Virtual World, but what? The emerging view is that dreams are the result of a spectacular ‘Quantum Neuro Dynamic’ process in the brain; in which fields of special forces -called qualia, are being raised by the cerebral cortex, forces which subsequently react -in a kind of ‘Big Bang’, to create the colourful and kaleidoscopic dream Virtual World system!


Understanding the new technical


language and theory of dreams


The DREAM WALKER’S GUIDE is a modern perspective on dreams: the book explains the key concepts, and the language of dreams, as it is currently being understood and investigated; an understanding and investigation which is in itself far from over -indeed may never be over!


The Dream Walker’s Guide is a sequel to my previous book The Brilliant Virtual World of our dreams (May 2011); and is meant to explain some of the new language and theory of ‘Virtual dreaming’ -introduced and developed in that book. The language and theory of Virtual dreaming can be a little difficult to fathom in places -if not incomprehensible to some; and indeed this is generally the case also of today’s rapidly evolving scientific world, where new ideas and new vocabularies to explain those ideas, are being born evey day. A dictionary of words and of the key terms and concepts employed in a particular field of enquiry, does not in itself guarantee ease of comprehension in that particular field of enquiry -though it should to some useful degree if the author of that dictionary has done a reasonable job.


Nevertheless this said, the advanced A to Z guide to dreams is meant for all levels and kinds of reader, and has something for all aspects of interest and angles of curiosity. It is for those who’s main interest lies in such as the new Quantum Neuro Dynamic theory of dreaming, as well as for those whose main interest is perhaps in the psychological/psychoanalytical basis and ‘interpretation’ of dreams; or indeed for those who’s main interest lies somewhat more transcendentally -in say the traditional popular foklore ‘meaning’ of dreams as possible portends of the future!


We are all dream walkers -dream walking through this transient life between birth and death: and I hope that this guide gives you (my fellow dream walker), some kind of greater picture of understanding concerning what it means to be a ‘dream walker’ -along that great mystical path through life!





Terence Paul Fagan.




Part-1


Introduction to dreams.





•  What is a dream?


This book is in the main about ‘Virtual dreaming’ -the latest scientific theory of what dreams are, and why we dream. The new school of thought on dreams -the new concept of dreaming, embraces the radical notion that dreams, and consciousness, are actually one and the same thing; in that dreams are now said to be the configuration in space-time which consciousness takes. That configuration is in the form of a VIRTUAL WORLD object ~ observer/actor system of interaction. Thus, when we are conscious, we are dreaming; and when we are dreaming, we are conscious: the dream Virtual World system and the state of conscious, are to be identified as being one and the same thing. Dream consciousness can therefore be defined, in the new scheme of things, as this vivid dream Virtual World system, or VIRTUAL DREAM, which is being created or raised by the brain to represent the Real World and/or our memory system.


Dream consciousness is a colourful and dynamic Virtual World system being created by the brain primarily to represent the Real World (the ‘external world’) about us. The dream Virtual World system -or virtual dream, can also be raised to represent our store of memories in various ways, to give us our thoughts, visual imaginings, and our sleep-dreams. There are two basic kinds of dream consciousness -or ‘virtual dreaming’:-


WORKING DREAMS are a virtual dream, a dream Virtual World system, which is being raised by the brain to represent the current state of object ~ observer/actor interaction between our own material body and other material objects in the Real World about us. In the visual working dream, for example, a dream Virtual World system of coloured object ~ observer interaction, is being raised by the brain to represent the current state of light wave interaction between a material object (say, a rose) and our retinal eyes, to give us a visual conscious experience or colourful ‘mental picture’ of the object; we see a rose -we observe a red-rose! Working dreams are called so primarily because our retinal eyes, the eyes of our real material body, need to be working and to be actively engaged in the receiving and processing of light from objects, if we are to get a colourful mental picture of those objects; that is, our retinal eyes need to be open and to be actively engaging with objects in the Real World.


RESTING DREAMS are a virtual dream, a dream Virtual World system, which is being raised by the brain to represent our memory! That is, Resting Dreams don’t function to represent the current state of the Real World as our Working Dreams do, they function instead to represent our store of memories in various ways; to give us our thoughts, imaginings, and our sleep-dreams. What are memories? Memories are nervous equivalents of previous Virtual Dreams, which have been retained by the brain and stored in our memory domain: they are the historical database relative to which our thoughts, visual imaginings and our sleep dreams, are constructed in the dream Virtual World. Resting Dreams are called so chiefly because our retinal eyes are at relative rest with regard to the dream: they need not be working or be actively engaged in receiving and processing light from objects in the Real World; they can be closed for example. Our retinal eyes are relatively superfluous to the Resting dream visual process.


Dreams therefore are a Virtual World system being raised by our brain to represent either the current state of the Real World, and/or to represent our memory store of previous Virtual dreams. But what is this dream Virtual World system in nervous/physical terms, and how is it being created or raised by the brain?


Until recently it was widely assumed that our dreams would identify with the material brain itself and/or with the brain’s electrochemical domain of computational interactions along a network of cellular connections. But it has now emerged that things are not so simple in this regard, in that there is a clear mathematical and physical mismatch between the material brain itself, and the dream Virtual World system that it creates; a mismatch, analogous to the difference between a ‘round-red peg’ and a ‘square-blue hole’, which ostensibly precludes a state of identity between them. They are not one and the same thing -but two different things! Virtual Dreams are made up of exotic compounds of immaterial forces -called qualia, which have been raised by the brain. Visual colours are a type of qualia. The process of dream Virtual world creation by the brain, known informally as dream spinning; is currently thought to involve a process of ‘super-pair’ production, in which the dream is formed out of a reactive cloud of qualia being fielded by the brain. The dream Virtual World object ~ observer/actor system seems to be (physically) an immaterial super pro-Particle ~ anti-Particle system which has been created by the brain, to represent such as the corresponding light wave interaction between material object and retinal eye!


•  The new philosophy/science of virtual dreaming.


It is night, the full moon shines, our body is asleep; yet within our being, we begin to walk the landscape of the Dream Virtual World! The new philosophy/science of Virtual Dreaming deals with the dream Virtual World system being created by the brain, and with such topics as:- What exactly is Virtual Dreaming? What is the difference between ‘Working Dreams’ and ‘Resting dreams’ -our two main kinds of Virtual Dreaming? What is the exact relationship between dreams and consciousness? Do dreams have symbolic meanings? What are dreams in nervous/physical terms? Why do we dream: what is its purpose? How do dreams relate to the Real World, to our memory system, and to our brain? Is there a dream or conscious afterlife? The main concern of the new philosophy/science of Virtual dreaming, however, is chiefly to bring about a consistent theory of dream consciousness; and to understand its general relativity with respect to the Real World about us, to our memory system, and to our brain.


We have two kinds of vision for example: the first kind is our sensory-related sights of things in the Real (external) World about us; and the second kind is that which occurs in the memory-related visions of our sleep-dreams, waking visual imagination, and in our hallucinations. A coloured object ~ observer system is common to both kinds of vision; but whereas in the first kind of vision that coloured object ~observer system appears on the face of it to be one and the same thing as the light interaction between material object and retinal eye, in the second kind of vision there is no light interaction between material object and retinal eye at all -our retinal eyes can be closed shut and be receiving no light!


So, with what does one identify (physically) the coloured object~ observer being raised in (say) our sleep-dreams? And where does this leave us with regard to consistency concerning the physical identity of the coloured object ~ observer system; since in the first instance, it seems to identify with light interaction in the Real World; but in the second instance there is no Real World light interaction involved!? To be consistent, the coloured object ~ observer itself must identify physically with something else -with something going on in the brain, with something other than light interaction in the Real World?! But if this is the case; then why does the coloured object ~ observer system in the first instance (the sensory-related Instance) appear to identify with the light interaction between material object and retinal eye; is this appearance false in some way?


A key concern of the new school of thought on dreaming, therefore, is whether dreams are fundamentally illusory in nature. It turns out that they are, as we suspected them to be; but not in the sense that the Dream Virtual World merely appears to exist -but doesn’t truly exist. For the evidence is decisive, the dream (or conscious) Virtual World does truly exist, and it is being created by the brain -primarily to represent or simulate the Real World! The illusive nature of dreaming, the SUPREME ILLUSION as it is called, is that we often mistake this dream Virtual World being created by the brain to be the Real World itself!


Another major area of interest in the new school of thought on dreaming, is to determine the fundamental physical nature of the virtual dream itself; to determine what the dream Virtual World is made of, and how it is being created or raised by the brain. The Virtual Dream is made up physically of qualia, which are exotic fundamental particles of immaterial force akin to photons, gluons and gravitons; qualia have an enigmatic dimensional composition (a physical ‘flavour’) which we don’t yet understand. They have been nicknamed ‘pixie dust’ because of the seemingly-magical physical properties they carry (visual colour, auditory tone, taste flavour, olfactory scent, pain, touch, heat etc.): they are the exotic birds-of-paradise, the crown jewels, of the brain’s fundamental particle world!


The general theory of the brain’s forces is called ‘Quantum Neuro Dynamics’; and within this general physical scheme of things, is a special theory which attempts to show how our dream Virtual World system is being created and configured by the brain. The latest view, is that dreams are being created Quantum Neuro Dynamically, in a ‘Big Bang’ of fundamental particle physics by the brain!


Other important areas of interest to the new philosophy/science of dream consciousness include:- Transcendental dreaming -dreams which suggest the existence of something beyond the boundaries of our conventional being (such as Near Death Experiences, Out of Body Experiences, prophetic dreaming etc.); also, there is the question of whether there is a conscious life-after-death. And finally, there is the existential issue of what meaning and value and shape do we give to our current dream (or conscious) life.


The word ‘new’ (in the ‘new’ philosophy/science of Virtual Dreaming) is a euphemism for the modern philosophical term: ‘Neo-Representationist, or the new REPRESENTATIONISM. Neo-Representationism is the school of thought which holds to the principle tenet that our acquaintance with the Real World is relative -not absolute, indirect -not direct. We experience the Real (external) World only via a likeness representation of it, the Virtual Dream, being created by our brain. We observe (say) a red rose: but that colourful image isn’t the Real (material) rose itself: it is a Virtual object which has been created by the brain to represent the real object (rose) -and the light it sends to the retinal eye! We experience the real world object, the rose, only by proxy: by way of this colourful image in the geometrical likeness of it, which exists in this brilliant subjective dream Virtual World system being ‘spun’ by the brain.


•  The dream Virtual World represents the Real World.


The main tenet of the new philosophy/science of dreams, is that a colourful dream Virtual World is being created or raised by one’s brain, primarily as a representation of the Real World. The dream Virtual World is also being created, as when sleep-dreaming or imagining or thinking about things, or when hallucinating, to represent our Memory System in various ways; but its principal function is as stated, to represent or portray the Real World -as distinct from our memory. So, let us first take a look at what we mean by the following key terms: ‘Real World’, ‘Virtual World’; ‘presentation’ and ‘representation’.


The REAL WORLD is the realm of Universal material bodies and their energetic interactions; a realm which includes our own material body, and its interactions with surrounding material bodies. The key most subset of the Real World, that subset which we are especially interested in, is the ‘sensory domain’ of nervously-related interaction between our own real or material body as observer/actor, and other real material bodies (food, mate, predators, rocks, trees, water pools etc) -collectively referred to as objects. We observe objects, see and hear them; and we act on (or in relation to) those objects, walk towards them or handle them etc. We are especially interested in this sensory-domain, because it is this system which the brain subsequently represents in the dream Virtual World system as the conscious-domain of object ~ observer/interaction.


The dream VIRTUAL WORLD is a corresponding realm of object ~ observer/actor interaction being raised by the brain, comprised of special immaterial particles of force (visual colours and auditory tones -collectively called qualia), which have been configured in the geometric image of the sensory-domain of the Real World; such that a virtual object represents a real object, and the virtual observer/actor represents the real observer/actor. This set of virtual object ~ observer/actor interaction is also referred to as the ‘conscious domain’. The conscious-domain of the Virtual World therefore represents the corresponding ‘sensory-domain’ of the Real World. Both the conscious domain and sensory domain are domains of nervous equivalence: by this one means that the former is the brain’s functional equivalent of the latter!


The sensory-domain of Real World observer/actor ~ object interaction is also referred to as the domain of nervous PRESENTATION.


The conscious-domain of Virtual World observer/actor interaction, is in juxtaposition referred to as the domain of nervous REPRESENTATION: it is the re-presentation of the Real World sensory-domain; a portrayal constructed in the geometric image of it, such that each Virtual World conscious-object portrays a corresponding Real World sensory-object, and the Virtual world conscious-observer/actor portrays the corresponding Real World sensory-observer/ actor.


Working Dreams, which are our main form of dreaming, are dream Virtual World systems being created by the brain to consciously portray the current state of Real World sensory object ~ observer/actor interaction, such that there is symmetry between the Real and Virtual realms, between presentation and representation, between sensory-domain and conscious domain. In the Working dream state, the dream conscious Virtual World object ~ observer/actor system reflects to an accurate degree the corresponding sensory Real World object ~ observer/actor system: it is in effect a mimetic of it.


How do we know that a dream Virtual World conscious object ~ observer/actor system is being created by the brain to represent the Real World sensory-domain of object ~ observer/actor interaction? This question is important because we are normally not aware that there is a difference between the two object ~ observer systems. Our natural perspective -the ‘default perspective’ as it is called, is to see the sensory Domain of the Real World and the conscious-domain of the Virtual World to be one and the same thing. We falsely conflate the dream Virtual World to be absolute with respect to the Real World, when in truth it is RELATIVE; and we subjugate properties of the Virtual World conscious-domain (such as visual colour and auditory tone) to be properties of the Real World sensory-domain, when in truth they are properties of the conscious dream Virtual World system being raised by the brain. This conflation and subjugation of the Virtual World conscious-domain with the Real World sensory-domain gives rise to the deceptive phenomenon of ‘Virtual World Reality’, a supreme illusion -the nature and importance of which we shall discuss later.


We know that a dream Virtual World conscious object ~ observer/actor system is being created by the brain to represent the Real World sensory-domain, because firstly we have the capacity to raise the former independently of the latter -as occurs when sleep-dreaming or imagining or thinking about things; and because there are also several sets of difference between the Real World and Virtual World object ~ observer systems, referred to as RVDs (Real World/Virtual World Differences).


There are at least ten important sets of difference between the Real World, and the Virtual World our brain raises to picture that Real World:-





  1.  Geometric differences.


  2.  Colour differences.


  3.  Motional differences.


  4.  Attention differences.


  5.  Intrusive differences.


  6.  Continuity differences.


  7.  Intersectional & interposition differences


  8.  Relativistic differences.


  9.  Brain-damage & drug-induced differences.


10.  Synaesthesia & other dysfunctional differences.





This array of differences (above) proves ‘beyond all reasonable doubt’ that there are TWO object ~ observer systems involved in the visual process, not just one -as many still believe. They confirm what Virtual World theorists refer to as the 1st Principle of Dream Relativity: that our visual acquaintance with the Real World is relative -not absolute, indirect -not direct; and that this acquaintance comes via this extraordinary Working-Dream Virtual World system of coloured object ~ observer interaction, which is being created or raised by the brain to represent, portray or picture, the current light wave interaction between material object and retinal eye in the Real World.


•  Attending to the Real World: understanding ‘Working Dreams’.


When we are awake and are attending to the Real World -the external world, we will see and hear and feel various objects; that is, we will observe these objects. Walking along the sea shore, for example, we will observe objects: see the sea, sand, sun, coconut palms, conch shells; hear sea-birds calling, waves gently lapping on the shore; feel the soft sand beneath our feet, or feel the warm shore-breeze on our face.


But when attending to the Real World, observing objects in it -as above, a distinction needs to be made between: the Real World object ~ observer interaction; and our subsequent ‘conscious experience’ of it, which is embodied in a vivid and dynamic system of dream Virtual World object ~ observer interaction being raised by our brain to represent, portray or picture, that Real World interaction! We don’t experience the Real World directly, our acquaintance or familiarity with it is not absolute; we experience it indirectly, our acquaintance with it is relative: we experience it by proxy, by virtue of this system of Virtual World portrayal, by way of this conscious ‘picture’ of it which we have inside our head! That Virtual World ‘picture’ we have, inside our head, of the current state of the Real World, is referred to as the WORKING DREAM. Working dreams, therefore, are a virtual portrayal of the current state of the Real World interaction between our own real body (as observer/actor) and other real bodies (objects) which are distributed about us.


There are several ‘modalities’ of Working Dream: vision and audition are our two most important modalities; the others, collectively referred to as feelings, include such as taste, smell, pain, touch and heat.


The key thing to remember about attending to the Real World, is that there are TWO object ~ observer systems involved, not just one! For example:- When we are visually attending to the Real World, seeing it: there is first, a visual light interaction between real-object (sea, sand, sun etc.) and our real-observer (our retinal eyes) in the Real World; and this is followed after a few tenths of a second, by a subsequent visual colour interaction between virtual-object and virtual-observer in the dream Virtual World system being created by our brain. Likewise, when attending to the Real World through auditory experience, hearing it: there is first a sound wave interaction between real-object (calling bird, waves lapping on the shore) and our real-observer (our cochleal-ears) in the Real World; and this is followed shortly by a subsequent auditory tone interaction between virtual-object and virtual-observer in the dream Virtual World system being raised by our brain.


The Working Dream state is fundamentally illusory, in that we are not normally aware that there are actually two object ~ observer systems involved in the process of attending to the Real World. We tend to psychologically conflate the Virtual World with the Real World; and to subjugate properties of the Virtual World (such as visual colour and auditory tone) to be the properties of the Real World. This Supreme illusion of Virtual World Reality as it is called, is a however, a natural ‘default perspective’; caused chiefly by our lack of awareness or knowledge concerning the many subtle differences (Real world/Virtual world Differences -or RVDs) that exist or can occur between the two object ~ observer systems. In the absence of knowledge or awareness concerning those differences, we are rather like the bird who thinks he is seeing a stick, when in truth he sees an insect which looks like a stick!


When attending to the Real World, via this working dream state being raised or created by the brain, we are not just observing objects in it (object ~→~ observer); we are also on occasion acting upon certain of those objects, (object ~←~ actor), through such action-modalities as walking, handling, talking etc., in relation to those objects. Just as when in observing the Real World, a distinction needs to be made between the Real World system of object ~ observer interaction, and the Virtual World system of object ~ observer interaction our brain creates to portray it; so too in behavioural interaction, in acting upon objects in the Real World, a distinction needs to be made between the Real World system of object ~ actor interaction, and our portrayal of it in terms of a system of Virtual World object ~ actor interaction being raised by our brain. Just as there are two object ~ observer systems involved in the process of attending to or engaging with the Real world; so too, there are two object ~ actor systems involved: the Real World object ~ actor system, and its Virtual World portrayal -the Virtual World object ~ actor system!


One of the most remarkable features of the dream Virtual World system, is the DREAM WALKER. The dream walker is the observer/actor which lies counter positioned with respect to the object (or array of objects) in the Virtual World; it is that which ‘observes’ objects and ‘acts’ upon objects, in the dream Virtual World system. It is our virtual body -it exists in the brain’s Virtual World system, where it functions to represent or portray our real body -which exists in the Real (external) world. The dream walker is sometimes referred to as the ‘dream homunculus’ -the dream human-like form, the entity which manifests in our dreams to represent our real material body. The dream walker is also sometimes referred to as the ‘shooter’: because it resembles the 1st person shooter present in video-gaming, which functions to represent the host (the gamer) himself or herself in the game.


The Virtual dream walker, however, is not quite what it seems; in that it is NOT a separate brain inhabitant -with a brain of its own! It is a virtual puppet of the brain, which functions to superficially represent such as: light reception by the retinal eye, or sound reception by our cochleal ears; and the transmission of action by (say) our hands or feet. It is a virtual puppet or homunculus which is being created by our brain to represent observation and action by our own material body (which houses the brain itself); and it is the brain which pulls the dream walker’s strings!


Just as there is this ‘Supreme Illusion -of Virtual World Reality’, which we spoke of earlier, by which we falsely conflate and subjugate the Virtual World object -the virtual object, to be the real object itself; so too do we tend to psychologically conflate and subjugate the Virtual World observer/actor (the dream walker) -our virtual body, to be our real body. This default perspective, which arises because we are not normally aware of the differences between our real-body and virtual-body, gives us what is known as the ‘Pinocchio effect’: the false belief that our Virtual body is our Real body, that it is an independent entity, with a material composition (and brain) of its own, and with no ‘strings’ attached; when in truth it is a superficial brain-dependent entity, with an immaterial (virtual) composition, and with strings attached -it dances to the brain’s tune!


So, what is the purpose, the function, of the Working dream? Why does the brain create this extraordinary Virtual World system of object ~ observer/actor interaction to portray or represent the corresponding Real world object ~ observer/actor interaction? The Working Dream is in effect a map: it is the brain’s subjective map of current external world reality; which portrays the position and superficial character of objects in our local environment, relative to our own body; and portrays our body’s interactions (observations/actions) with those objects.


The purpose of this ‘map’ is basically to direct and guide our lives (in biological terms -our ‘survival behaviour’) in the Real World. The Working Dream functions like the modern satellite navigation system which we have in our car to direct and guide us through city streets to get us to some place we want to get to. The brain harnesses this Virtual Dream to direct and guide our very survival behaviour in the Real World. Our behaviour in the Real World is therefore ‘virtually guided’, in that it is driven primarily with respect to this Virtual Dream process of Real World representation or portrayal being raised by the brain!


•  The dream Virtual World also represents our memory -to give us our thoughts & imaginings -& our sleep-dreams!


Although the main function of virtual dreaming is to represent the current state of our bodily interactions with material objects in the Real (external) World about us, through the ‘Working Dream’. Visual Working Dreams for example consist of a Virtual World coloured object ~ observer interaction being raised by the brain, which functions to portray the current Real World light interaction between various material objects and our retinal eyes. Working Dreams are, however, not our only form of dreaming. The dream Virtual World object ~ observer/actor system can also be raised to represent our memory system, through the ‘Resting Dream’. Thus, whereas Working Dreams represent the Real World, Resting Dreams represent our memory system.


What is MEMORY? A memory is the equivalent of a Virtual Dream, the equivalent of (say) seeing the colourful image of a bird, the equivalent of hearing the pleasing tones of that bird sing; an equivalent which has been created and stored in our memory system -or memory Domain of nervous equivalence. Thus there are two versions of the colourful singing bird in our mind: the original version, the Virtual World version -or conscious version; and the latter’s equivalent, the memory version which has been subsequently created and stored in our memory domain. What do we mean by an equivalent? Well, in this case two things:-


Firstly, that the memory version (M) is the nervous equal of the conscious version (C): thus C = M. The memory version and the conscious version are functionally paired, such that in the absence of the latter, the former can stand-in or be a substitute for the latter; the memory version represents the conscious version in the latter’s absence.


Secondly, that the memory version and the conscious version are not identical in the same way that (say) a square equals a square or a circle equals a circle; but equal in the mathematical sense that a given number (say) 7, represents the square (7 = square), and a different number (say) 12, represents the circle (12 = circle). Memories are in arithmetical format, whereas the conscious version is in geometrical format: both memories and Virtual Dreams function to represent the Real World and each other, but in different mathematical (functional) ways.


What purpose does the memory of a Virtual dream serve; what is its function? That purpose, that function is twofold:-


Firstly, memories can be RECALLED back again at any time into the Virtual World system, to give us a memory-related or memory based Virtual dream experience, such as occurs in our auditory thought, visual imagination, and in our sleep-dream experiences. Our Resting Dreams (thoughts, imaginings and sleep-dreams) consist of these recalled memories. Memories can be recalled in whole or in part, just as they were. But they can also be recalled ‘spliced and re-combined’ or geometrically transformed into novelties or collages -new Virtual World experiences made from combining elements from different memories and through geometrically transforming those elements into new configurations.


Secondly, a memory can be used as the basis for RECOGNITION. Recognition is the non-intrusive process of identifying someone or something or event to have been experienced before (positive-recognition or familiarity) or not to have experienced before (negative-recognition or unfamiliarity). It arises through a comparison being made between the current manifest contents of the dream Virtual World, and our latent store of memories (previous experiences) concerning those manifest contents; and purposes to guide us into appropriate behaviours concerning those things, people and events, based on that past experience. Recognition is often a complex mix of familiarity and unfamiliarity, based on past experience: there are things we are familiar with, or not familiar with; and there are things which we are part familiar with, and part not-familiar with. Thus, for example:- Over here is our house -we are familiar with it and its contents, we positively recognize it as being our house, the place where we live; whereas over there is someone else’s house -we are largely unfamiliar with its contents, we negatively recognize it as being not our house -not the place we live; but at the same time we also recognize as being a house, the place where someone else lives, and so on. And our behaviour, such as which house we enter, will be appropriated accordingly: if we want to rest, or see our partner and kids, we move over here and enter our house; whereas if we want to perhaps greet the new neighbours, we move over there and knock on the door of their house.


The functional relationship between the dream Virtual World and our memory system is embodied in the 3rd Principle of Dream Relativity; which says that our memory-related Virtual World experiences (such as our private thoughts, visual imaginings, and sleep-dreams), that is our ‘Resting Dream’ states, are not memories themselves as such; but have been constructed in the dream Virtual World relative to memory, such that they represent or portray that memory, either actively -through recall, or passively -through recognition.


Just as the 1st Principle of Dream Relativity explains that there are two domains of nervous equivalence involved in the Working Dream, in (say) seeing the Real World: the latent domain of real light interaction between material object and retinal eye, and the corresponding manifest domain of virtual interaction between coloured object and observer in the dream Virtual World; and that the latter represents or portrays the former. So too the 4th Principle explains that there are two domains of nervous equivalence involved in such as the visual Resting Dream: the manifest domain of virtual interaction between coloured object and observer in the dream virtual world, and the corresponding latent domain of visual memory relative to which that manifest content was constructed; and that in this case the former represents or portrays the latter.


The dream Virtual World system -or conscious domain, the virtual dream per se, represents or portrays both the Real World and our memory domain, either alternatively or simultaneously; that is, the dream Virtual World system is the ‘common corresponding domain’ as it is called: it is common to both Working dreams (which function to represent the Real World) and to Resting Dreams (which function represent our memory system). Both Working Dreams and Resting Dreams consist of this Virtual dream of manifest content, which is representing or portraying a corresponding domain of latent content; the dream Virtual World is common to both types of dreaming: what differs is the corresponding domain of latent content (Real World on the one hand, our memory system on the other) that our dream Virtual World system has been constructed to represent or portray.


The role of the brain as the ‘common corresponding domain’ forms the basis of the 6th Principle of Dream Relativity. In alternative representation the dream Virtual World switches from representing the Real World to representing memory, or vice versa. And in simultaneous representation the dream Virtual World represents both at the same time: one part is functioning to represent our Memory System, and the complementary part is functioning to represent something in the Real World; as for example, when one sees the Real World portrayal of a rock, but visually imagines (say) a mermaid to be sat on the rock; or in another example, one hears relative to Real World sounds, a bird singing a delightful melody of tones, and at the same time one also thinks (relative to memory) the linguistic word ‘nightingale’ or ‘song thrush’ or whatever.


•  Thinking and imagining are just special kinds of dreaming.


Most people associate the word ‘dream’ exclusively with the nocturnal sleep-dream; that is they associate and identify all dreaming as such, as that which occasionally occurs while we are asleep. But there is of course much more to dreaming than meets the sleeping night-eye; there are different kinds of dreaming, and most dreaming is actually not sleep-dreaming. Our main kind of dreaming, or primary form of dreaming, is the Working Dream; which occurs while we are awake and attending to the Real (external) World, and which functions to represent or virtually portray that Real World -just as it is. Our other main kind of dreaming, our secondary form of dreaming, is the Resting Dream; which functions as explained in the previous section, to represent or virtually portray our memory system in various ways. There are three main kinds of Resting Dream: auditory thinking, visual imagining, and sleep-dreaming. Sleep-dreams function basically as a substitute or surrogate for the Working Dream, whilst our body is asleep; whereas thinking and imagining are a special kind of dreaming which typically occurs in conjunction with Working Dreams and sleep-dreams: special because they frequently involve the use of language and symbols. Thinking and imagining are often referred to as the twin ‘cognitive states’ -or as cognitive dreams. So, let us look now at the first of these twin cognitive states -thinking.


THINKING:- Thought is a type of virtual dream which functions to represent or portray our auditory memory system. Thoughts are a virtual World system of tone object ~ observer interaction (tones are to auditory experience what colours are to visual experience), which have been raised into the dream Virtual World system to represent or virtually portray our auditory memories in various ways. Thoughts represent our auditory memories: but what are auditory memories, and what do we mean by saying that our thoughts virtually represent those auditory memories? Well, there are basically five stages involved in the full auditory process:-


Stage-1. An object makes a Real World SENSORY SOUND (a bird sings, a clock ticks, a person speaks etc.). There is a process of sensory sound object ~ observer interaction, involving the initial transmission of sound waves by the object -called the ‘pro-sound’, and the subsequent reception of those sound waves by the observer -called the ‘anti-sound’.


Stage-2. An electrochemical equivalent of the RW sensory sound is then raised in the cochleal ear; and this is then relayed along the auditory nerve to the auditory cortex of the brain.


Stage-3. The auditory cortex of the brain then raises -through a process of Quantum Neuro Dynamics, a Virtual World CONSCIOUS TONE, which is a virtual portrayal of the original sensory sound (a bird sings, a clock ticks, a person speaks etc.); a process of conscious tone object ~ observer interaction, in which the ‘pro-tone’ represents the initial sensory ‘pro-sound’ and the ‘anti-tone’ represents the subsequent ‘anti-sound’. The term ‘auditory conscious experience’ identifies with this system of VW conscious tone object ~ observer interaction. And the term ‘auditory Working Dream’ is an auditory conscious experience which has been raised via Stages 1-3 (as above) to represent the current state of the Real World sensory sound object ~ observer interaction. Tones are a form of qualia: exotic compounds of immaterial force, perhaps made up from combining different bits of the four natural immaterial forces (photons, gluons; gravitons, anti-gravitons).


Stage-4. A nervous equivalent* of the conscious tone object ~ observer system of interaction, is then raised in the brain’s Memory-Domain; an equivalent of the singing bird, clicking clock, speaking person etc.; such that this mnemonic equivalent of the auditory conscious experience -or AUDITORY MEMORY of the experience, can covertly (or latently) represent the auditory experience, that is it can be used as the hidden database for the subsequent reconstruction (in the Virtual World) of that auditory conscious experience.


Stage-5. Once a memory has been formed, that auditory memory can then be used for both recall and recognition purposes. In auditory recall from memory, a Virtual World system of conscious tone object ~ observer interaction is raised to represent or portray our auditory memory of singing bird, ticking, clock, speaking person etc.; and this memory-related (as distinct from sensory-related) auditory experience is referred to as the THOUGHT. Thoughts, therefore, are auditory conscious experiences which virtually represent or portray memory -as distinct from representing the Real World. Thoughts are a form of auditory Resting Dream. Resting Dreams are constructed to Virtually Represent Memory, not the current state of Real World sound wave interaction; and as such, the process does not involve Stages 1 & 2 (above). The Cochleal ear -which processes sensory sound, is at relative rest with respect to that process. In thinking, we consciously hear once again the singing bird, ticking clock, and speaking person; but this time we hear it relative to memory, NOT relative to Real World sensory sound. The thought can and does represent Real World Sound, but only via or through our memory of it!


LINGUISTIC THINKING (verbal words, sentences; statements):- When thinking, we raise -in the dream Virtual World, a conscious system of toned object ~ observer interaction, an auditory ‘conscious experience’ of (say) a singing bird, or a ticking clock, or someone speaking. This Thought virtually represents (via memory) the Real World sound interaction between object (singing bird etc.) and observer (our two cochleal ears), as described previously. But there are two main kinds of thinking: ordinary or non-verbal thinking, and verbal or linguistic thinking.


In ordinary non-verbal thinking, we simply raise in the dream Virtual World -relative to memory, the auditory conscious experience of (say) a singing bird, ticking clock, wind in the trees etc; we hear the bird singing its tuneful melody, in the form of this subjective toned object ~ observer system being created (spun) by the brain. This thought represents the original Real World sound interaction between singing bird and our cochleal ears; but it does this via memory -through this historical database of previous auditory experience stored in memory.


In verbal or linguistic thinking, thoughts are raised (as above) to represent the singing bird, ticking clock, wind in the trees etc.; but they do so equivalently, symbolically, through a chain of words. The conscious experience of hearing (say) the singing bird -that tuneful melody, is referred to as the meaning -that which the words ‘singing bird’ function to represent: there is an equivalent functional relationship between the words and their meaning, WORDS [image: images] MEANING.


We think linguistically, through this system of words and their meanings; but why? We do so for three main reasons:- Firstly thought words are ‘cross modal’: they can symbolically represent not just auditory sound/tones, but can also represent visual light/colours, as well as other modalities of experience such as taste, smell, pain, touch and heat. Secondly, words are often more economic and energy-efficient form of portraying the world, than is the meaning; that is, by recalling words rather than their meanings, by using language, we can often more effectively portray the world. Thirdly, words are more socially communicable (through speech and in writing) than are the meanings which they portray. When we think, we effectively portray the World to ourselves -through this subjective stream of words occurring in the auditory dream Virtual World being raised inside our head: we think to or for our self. But when we speak or write, our main purpose is to communicate ‘pictures’ to others: we do so by speaking and/or writing words to them. The listener or reader of those words, must know (through education -having learned the relevant pairing or equation) the meaning of those words, so that he or she can make the correct translation between (say) the words ‘singing bird’ and the melodious meaning of those words.


IMAGINING:- Imagining (visual imagination) is to vision what thought is to audition: it is a type of virtual dream, but a dream which functions to represent our visual memory system, rather than our auditory memory system as in thinking. Imaginings are a Virtual World system of colour object ~ observer interaction (colours are to visual experience what tones are to auditory experience), which have been raised into the dream Virtual World system to represent or virtually portray our visual memories in various ways. Imaginings -visual imaginations represent our visual memories: but what are visual memories, and what do we mean by saying that our imaginings virtually represent those visual memories? Well, there are basically five stages involved in the full visual process, as there was with the auditory process previously discussed:-


Stage-1. An object in the Real World (a bird, clock, person etc.) emits or reflects Real World SENSORY LIGHT (light which is of a wavelength which can be sensed by our photoreceptors) There is a process of sensory light object ~ observer interaction, involving the initial transmission of light waves by the object -called the ‘pro-light’, and the subsequent reception of those light waves by the observer -called the ‘anti-light’.


Stage-2. An electrochemical equivalent of the RW sensory light interaction is then raised in the retinal eye; and this is then relayed along the optic nerve to the visual cortex of the brain.


Stage-3. The visual cortex of the brain then raises -through a process of Quantum Neuro Dynamics, a Virtual World CONSCIOUS COLOUR system, which is a virtual portrayal of the original sensory light interaction (between bird and our retinal eyes); a process of conscious colour object ~ observer interaction, in which the ‘pro-colour represents the initial sensory ‘pro-light’ and the ‘anti-colour’ represents the subsequent ‘anti-light’. The term ‘visual conscious experience’ identifies with this system of VW conscious colour object ~ observer interaction.


And the term ‘visual Working Dream’ is a visual conscious experience which has been raised via Stages 1-3 (as above) to represent the current state of the Real World sensory light object ~ observer interaction. Like auditory tones, visual colours are a type of qualia: exotic compounds of immaterial force, perhaps made up from combining different elements of the four natural immaterial forces (photons, gluons; gravitons, anti-gravitons).


Stage-4. A nervous equivalent of the conscious colour object ~ observer system of interaction, is then raised in the brain’s Memory-Domain; an equivalent of the visual experience (of seeing the bird, seeing the clock, seeing the person etc.); such that this mnemonic equivalent of the visual conscious experience -or VISUAL MEMORY of the experience, can covertly (or latently) represent the visual experience, that is it can be used as the hidden database for the subsequent reconstruction (in the Virtual World) of that visual conscious experience.


Stage-5. Once a visual memory has been formed, that visual memory can (as with auditory memories) then be used for both recall and recognition purposes. In recall from visual memory, a Virtual World system of conscious colour object ~ observer interaction is raised to represent or portray our visual memory of bird, clock, person etc.; and this memory-related (as distinct from sensory-related) visual experience is referred to as the IMAGINING -or imagination. Imaginings, therefore, are visual conscious experiences which virtually represent or portray visual memory -as distinct from representing light interaction in the Real World. Imaginings are a form of Resting Dream. Resting Dreams are constructed to Virtual Represent Memory, not the current state of Real World sound wave interaction; and as such, the process does not involve Stages 1 & 2 (above). The Retinal eye -which processes sensory light, is at relative rest with respect to that process. In imagining, we consciously see once again the bird, clock, person etc; but this time we see them relative to visual memory, NOT relative to Real World sensory light. Imagining can and does represent the Real World, but only via or through our memory of it!


SYMBOLIC IMAGINING:- There are two main kinds of imagining: non-symbolic imagining, and symbolic imagining.


In ordinary or non-symbolic imagining, we simply raise in the dream Virtual World -relative to memory, the visual conscious experience of (say) a bird, clock, person etc; we see the bird, in the form of this subjective coloured object ~ observer system being created (spun) by the brain. This visual imagining represents the original Real World light interaction between bird and our retinal eyes ears; but it does this via memory -through this historical database of previous visual experience stored in memory.


In verbal or linguistic thinking, thoughts are raised to represent the singing bird, ticking clock, wind in the trees etc.; but they do so equivalently, symbolically, through a chain of words. The words are not in the likeness of that which they represent -the meaning; they are just functionally paired with the meaning, and are the equivalent of that meaning. In symbolic or iconic imagining there is a similar process: a coloured icon or a visual symbol represents something, is paired functionally with a meaning; such that in the absence of that meaning, the visual symbol or icon can be a stand-in or substitute for that meaning. We use visual symbols and icons for similar reasons as we use thoughts: because they are often a more efficient or economic means of portrayal than is the meaning itself with which they are functionally paired, and because they are often more communicable (in iconic or symbolic form) to others. The two main areas of the use of visual symbols, are of course in writing and in mathematics. Writing is the visual portrayal of auditory words, the words in turn have a meaning (as described previously). In mathematics we use visual icons to represent arithmetical quantities and operations, as well as to represent geometrical features.


•  Sleep-dreaming -an illusive form of ‘Resting Dream’.


Sleep is a predominantly non-conscious state of being, a period of usually between 5 and 8 hours, during which our real (material) body lies at rest. By ‘non-conscious’ state of being, one means that a dream Virtual World system is not being raised, created (or spun) by the brain. It is thought that sleep originally evolved as a response to the dark of night, when our capacity to see things (food, enemies etc.) is at a relative minimum due to the lack of direct sunlight.


When, during sleep, our brain does raise a dream Virtual World, we enter into a vivid and colourful realm, which is in effect a mimic of the Real World we experience whilst awake; indeed, for the most part we are unaware that it is not the Real (external World) itself which we are experiencing in the sleep-dream.


For most people, sleep-dreaming is ‘dreaming’ per se, in that they are not aware of any other kind of dreaming. Our cognitive dream states (thinking and imagining) are not normally thought of as being dream states as such; even though, like sleep-dreaming itself, they are different kinds of ‘resting dream’; that is, they are all resting dream states. Resting dreams function to virtually portray our memory system in various ways; that is, our thoughts, imaginings and sleep dreams represent memory -our store of previous or past Virtual Dreams states.


Resting Dream states, such as sleep-dreaming, are not actually our main form of dreaming: our main form of dreaming is as already described, the ‘Working Dream’, which functions to virtually portray the current state of our body’s interactions (observation/action) with surrounding objects in the real (external) World about us. Sleep-dreaming enters the scene as a substitute or surrogate for the Working Dream state, which occurs while our real body is asleep.


What do we mean when we say that our sleep-dreaming is a ‘substitute or surrogate’ for the Working dream? We mean that it role-plays as a working dream, has the pretension of being a Working dream. A true Working Dream, virtually portrays the current state of our waking Real World interactions with other objects, so that we may be ‘virtually guided’ by what we are seeing, hearing, feeling in relation to those objects, into an appropriate ‘survival’ behaviour (walking, handling, speaking etc.). A sleep-dream pretends to be the Real World; and we proceed to interact with the sleep-dream Virtual World just as if it were the Real World itself we were experiencing.


Of course the question arises as to why do we sleep-dream? Why, when our body lies at rest, do we need to enter into a sleep-dream Virtual World scenario? Sleep-dreams are costly to raise -in terms of our body’s energy supply; they cost almost as much as the waking state Working Dream itself, and in the harsh real world of survival, such energy is usually at a premium -not to be wasted. So sleep-dreaming must have survival value: it must ‘pay its way’ in some fashion. There are currently two main lines of thinking on this issue:- The first is that sleep-dreams function mainly to regulate and maintain and fine-tune our Working Dream capacity, over a period of time (sleep) when our real body is not actively engaging with the Real (external) World. And the second line of thinking is that sleep-dreams are important perhaps in the fixing and reorganization of memories, and in the representing of our ‘Unconscious’ (a subset of memory which has been censored, repressed, inhibited, or conveniently forgotten -often as a self-protective measure).


The idea that sleep-dreams function mainly to regulate, exercise, maintain, fine-tune the nervous ‘hardware and software’ behind the raising of the waking Working Dream object ~ observer/actor system of interaction, over a period of time (sleep) when the real Working dream is ‘off line’, has some sway because many different kinds of animal (dogs, cats etc.) dream whilst asleep. Which suggests that the prime reason for sleep-dreaming is in itself pretty basic, and doesn’t therefore necessarily involve any profound or deep or meaningful or symbolic cognitive process. More it is a kind of ‘hamster’s treadmill’ process, which keeps the general Working Dream capacity balanced and in full functioning order, so that it is ready and primed to engage with the Real World when the host awakes from slumber. Sleep-dreams also tend to be story-like, relatively trivial, of no more overt value or consequence to the host than (say) reading a novel or watching a play or film: entertaining, captivating -for a reason. But it seems that any kind of storyline will do -so long as it keeps the processes behind the Working Dream capacity in readiness, in symphony, prepared for true Real World Engagement when it arises.
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