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Abstract

In establishing a methodology for mapping neuron activity and memory within mice onto a 3-dimensional
graphic, Tsien (2007) has suggested, by inference, the possibility of mapping human thought onto a 3-D
interpretative grid. This paper will set forth a 3-D interpretative model for mapping ‘rules of thumbs’ for
thought and decision within humans. That model will be referred to as the Thought Dynamo Decision
Model (TDD Model).

The TDD Model includes three overlapping 3-D grids that represent thought from the perspectives of
intellect, emotions and imagined outcomes. The continuums of the logic of intellect are power-powerless,
good-evil and accuracy-intuitive. The logic of emotion has three continuums: trust-fear, honor-shame,
freedom-bonding. And the imagined outcomes continuums are thriving-surviving, desired identity-
undesired identity, and meaningful-meaningless. The intersection of each grid forms a central tendency.
For the logic of intellect the central tendency is space; for the logic of emotion the central tendency is
jealousy; and the central tendency of imagined outcomes is creative harmony. Thus the overlap of central
tendencies becomes a creative harmony of jealous space.

A five step process of decision is posited: plot, associate, adjust, solidify and employ. Connectivity
between thoughts and decision is apparent. Thoughts are required to make decisions and decisions are
made within thinking. The dynamics of thought and decision are geometrically modeled by assigning
weights to inputs, strength to associations, dynamically accounting for adjustments and solidifications
over time, and projecting rules of thumb in decision making onto (3) 3-D axes.

This model of thought and decision involves emotionality across cultural differences. The significant
obstacle of diverse emotionality in positing a culture-general model of thought and decision is addressed
by examining the Japanese construct of “amae”.

The TDD Model can be used to shape research agenda. The research outcomes can be descriptive,

predictive and prescriptive in nature.
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Introduction

Decisions are influenced by rational, emotional and imaginative thoughts. Various decision models have
influenced the construction of the thought and decision model within this paper. That model will be
referred to as the Thought Dynamo Decision Model (TDD model). Aspects of the Expected Utility
Model, Prospect Model, Self-Regulation Model, and Reciprocal Causal Model are found within the TDD
model.

The Expected Utility Theory (Fishburn, 1970) focuses on what action should be taken in a particular
situation — what is the best choice. That determination of “should” or “best” is based firmly upon
rationally exploring relevant data and options with some anticipation of an expected (imagined) outcome.
Prospect theory (Tversky and Kahneman, 1974) addresses heuristics principles, rules of thumb which
people employ to shorten the decision process. These rules of thumb can cause decision bias as well. The
influence of a person’s emotionality within prospect theory has been explored by Kuula and Salminen
(1996). Byrnes (1988) put forth a self-regulation model of decision making. This model suggests people
make decisions as an adaptive process in order to attain their own goals. At every juncture where a goal is
blocked, people adapt (self-regulate) their decisions in order to attain their goals. Reciprocal causal
models are based on the idea that feedback from decisions impacts the basic harmony of a system and that
diversity, not homogeneity, provides more harmony (Maruyama, 1987).

A consideration regarding decision models is the concept of a super-logic premise. This premise suggests
that across cultures there is only one right way to logic, all other ways are inferior to super-logic.
Maruyama (1987) critiques super-logic and posits that the theory of super-logic is “tautological rather
than logical” (p.87).

The TDD model will employ aspects of these theories while formulating a model that has descriptive,
predictive and prescriptive value. This model posits a culture-general construct and thus implicitly
accounting for logics across cultures.

In order to establish a geometric model of thought and decision, three types of space must be delineated —
physical space, neural space and interpretative space (see figure 1).

Physical space is that space perceived by the mind to be external to the human mind but containing all
else including neural space within the brain. Physical space can be perceived through sensory input by the
mind. This interconnectivity of physical and mental space allows for the philosophical dialogue of a
possible real-illusion paradoxical relationship.

Neural space is primarily within the brain. MRI brain research employs mapping techniques to identify
areas of the brain that are engaged during specific mental activities. Those mental activities imply an
interpretative space.

Interpretative space allows sensory input to be mapped and continuously processed (with varying

weights) within a nature-culture schema that can be modeled on (3) 3-D overlapping axes. It is
interpretative space that this paper will address.
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Figure 1: Types of Space

The creator of the smart mouse, Tsien (2007), within the fields of pharmacology and biomedical
engineering, has suggested a means for mapping sensory input onto an interpretative space within mice.
By inference, similar axes of interpretative space can be conceptualized for humans. The key would be to
identify the axes that are most viable for human thought. It is those axes that are posited later in this

paper.

“Software translated the data from an individual mouse into a 3-D plot that represented the
activity of the full ensemble of recorded neurons when the animal was at rest and undergoing
startling events. Such plots enabled researchers to “read” what was happening to an animal
simply by watching the recorded signal move within that 3-D space.” (Tsien, 2007, p. 56)

“Remus Osan — another postdoctoral fellow — and I analyzed the recordings using powerful
pattern-recognition methods, especially multiple discriminant analysis, or MDA. This
mathematical method collapses what would otherwise be a problem with a large number of
dimensions (for instance, the activities of 260 neurons before and after an event, which would
make 520 dimensions) into a graphical space with only three dimensions.” (Tsien, 2007, p. 55)

Space is seen as a panhuman intellectual construct that is useful for examining thought and decisions
across cultures. The philosopher Wittgenstein (1958) referred to the “spatial and temporal phenomenon of
language” (p. 47). Since all language systems are purported to contain a spatial quality, it can be reasoned
that spatial constructs with movements across time is an embedded panhuman thought platform.
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Overview of TDD Model

At the center of the TDD model (see figure 2) is an ongoing process, a thought dynamo that can be
modeled as three overlapping 3-D axis involving the logic of intellect, logic of emotions and imagined
outcomes. At all aspects of this model of thought and decision, this thought dynamo is in action. The
thought dynamo will be further examined in the next section.

Decisions, generated by the thought dynamo, can be classified into five broad categories: plot, associate,
adjust, solidify, and employ. [These decisions will be examined in more detail within the section
“Decision Dynamics”.]

1. Plot Decisions: Decisions are made to plot various sensory inputs that come from goal seeking or from
non-solicited input or from feedback from outcomes of previous decisions or from thoughts as inputs.
Each plotted point is assigned a location and weight. For instance, if a dog walks by a crying baby in a
stroller and stops to sniff, our minds will plot many inputs.

2. Association Decisions: The decision to associate (link) input with similar input is also a decision to
assign some strength to that association. This decision is often performed with little awareness. For
instance, the dog will likely be associated with other inputs of dogs.

3. Adjustment Decisions: New input impacts previous input. Thus with each new plot (location and
weight) and association (link and strength) comes a readjustment (of various degrees) of all relevant
inputs. If the sniffing dog, from the above example, is a German shepherd, the strength of association may
be extremely strong or substantially weak depending on previous experiences with this type of dog. The
initially assigned strength will then be adjusted to accommodate the specific context in which the dog is
sniffing a helpless baby.

4. Solidification Decisions: As time progresses, decisions are solidified with various degrees of
congruence, contradiction, disillusionment and paradox. This solidification forms various types of rules of
thumb. If the strength of association of a German shepherd sniffing a baby was weak, as we continued
walking past this scene and replayed the scene in our memories, we might solidify our previous
association and adjustment decisions as we reinterpreted this memory.

5. Employment Decisions: In the course of living, we make many behavioral decisions. In so doing we
employ previously plotted input that is assigned strength of association, adjusted and then solidified using
a thought dynamo of logic of intellect, logic of emotions and imagined outcomes. This employment
results in verbal and non-verbal actions that impact outwardly.

Each of these decisions are linked to form a very complex system of thought and behavioral decision
making across various aspects of time, notably a present, past and future. Plotting sensory input that is
“beyond me”, i.e. external to my thoughts, and that arrives in a present is influenced by our culturally
impacted perceptions and by the awareness of our consciousnesses. At any given moment we are aware of
various aspects of input while other aspects “blow through” our mental awareness. That awareness can be
culturally honed to “look for” various types of input while ignoring other inputs.
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I Remember Past
and Presence Exist

Figure 2: Thought Dynamo Decision Mapping Model

There are three fundamental limitations of the model. First, the model seeks to describe the “software” of
thought — not the “hardware” of the brain and yet not contradicting the hardware limitations.

Second, this model does not easily deal with false data and with irony. Straightforward input is more
easily handled. However, as more sophisticated rules of thumb are solidified, false and ironical inputs are
more accurately addressed.

And third, the model enfolds onto itself from all points into the paradox of “self defining self”. The
connectivity between thought and decision is apparent and circular. Thoughts are required to make
decisions and decisions are made within thinking.

The next two major sections will examine the thought dynamo and decision dynamics. Afterwards the

topic of mapping will be addressed along with an example from the Japanese cognitive construct of
“amae” (Doi, 1981). This example will support the utility of the model across cultures.
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Thought Dynamo

The thought dynamo (see figure 3) is at the center of the TDD model. It drives and is driven by the five
types of decisions previously discussed. The model posits three intersecting axes: logic of intellect, logic
of emotion and imagined outcomes (Ennis, 2004; Kulich, et al., 2001). These intersecting axes can be
conceptualized to account for such abstract notions as beauty, passion and love and amae.

LOGIC of LOGIC of EMOTION
INTELLECT
power freedom
good honor
Space Jealousy
/ intuitive / fear
accuracy trust
evil IMAGINED shame
OUTCOMES .
powerless bonding
thriving
meaningful
Creative
Harmony
desired / undesired
idenTity 1dentity
meaningless

surviving

Figure 3: Three Thought Dynamo Axes
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Logic of Intellect

The logic of intellect in this model has three axes: power axis, moral axis, and certainty axis (see figure
3). The power axis is a continuum from power to powerless. The moral axis is a continuum from good to
evil. The certainty axis is a continuum from accuracy to intuition. And the central construct of the logic of
intellect is space. Each of the specifics of the axes is defined by every culture. However, the model posits
that all cultural logics involve these three axes.

Logic of Emotions

Similarly, the logic of emotion (see figure 3) is posited to involve three axes: relational, hierarchal and
liberty. The relational axis is a continuum from trust to fear. The hierarchal axis is a continuum from
honor to shame. The liberty axis is a continuum from freedom to bonding. And the central construct of
the logic of emotion is jealousy. Jealousy is a strong emotion “critical to the success and proliferation of
our ancestors” (Buss, 2000). And a jealous reaction has been observed in six-month-old infants (Hart and
Carrington, 2002). [This assertion is in contradiction to Poulson’s (2000) suggestion that shame is the
master emotion. ]

These few emotional constructs can account for many emotional states. Each of the thirty-four emotions
posited in the PAD (Pleasure — Arousal — Dominance) Emotional-State Model (Mehrabian, 1995) can be
conceptualized as blended from the three continuums of the logic of emotion.

Imagined Outcomes

The construct of imagined outcomes is posited to involve three axes: adaptation, meanings and identity.
The central construct of imagined outcomes is posited as creative harmony (see figure 3).

As a “present” process, the logic of intellect and emotions both have two other time elements embedded
in them. The past has been processed and stored through these axes. And a second time element can be
conceptualized as imagined outcomes. While acknowledging that the duration of time implicit in
imagination is culture-specific, this model positions imagination into a forward spatial non-presence as a
culture-general construct. A future imagined outcome emphasizes the possibility of decisions modifying a
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present assessment of reality. These imagined outcomes also create the possibility of re-interpreting the
past with present thoughts and decisions.

Overlapping Dynamics

Figure 4 depicts the intersecting dynamic of the three sets of axes. Good, honor and meaningful interact
on a continuum with evil, shame and meaninglessness. Powerful, freedom and thriving interact of a
continuum with powerless, bonding and survival. And accuracy, trust and desired identity interact on a
continuum with intuition, fear and undesired identity. The central construct of these intersecting axes is
creative harmony of jealous space. The logic of emotion, logic of intellect and imagined outcomes are
therefore conceptualized to interact with and influence each other. The relative weights of these factors
provide the difference in cultural decision making preferences. It should also be noted that if these axes
‘twist’, that twisting can account for various aspects of mental health dysfunction.

© 2009 Ralph C. Ennis
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Figure 4: Overlapping Continuums

Expanded Continuum

Each of the nine continuums can be expanded to show the complexity of thought and decision. Figure 8
expands the trust-fear continuum. All other continuum can be similarly expanded. Below is an
explanation of this expansion by use of internal “I”” thoughts.

Unexamined:
I trust (someone, something) without significantly examining a variety of circumstances.

Reasoned:

I have reasoned with logic of intellect and emotion and imagined outcomes and have concluded
that I will trust (someone, something) in general.
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Figure 5: Expanded Trust-Fear Continuum
Qualified:

I will trust (someone, something) under specific circumstances only.

Numbness:
I am ambivalent (numb) regarding this arena of thought.

Disillusionment:

I am disillusioned. Further interpretation of cause and effect has led me to conclude that my
original weighted position was inaccurate thus creating cognitive dissonance. I may live with this
disillusionment or “flip” it to the other side of the axis (e.g. disillusioned reasoned trust may
become reasoned fear) or in extreme cases this may lead to sheering of axes.

Paradox:

I am living with the paradox of trusting what I fear and fearing what I trust. I may passionately
embrace this paradox or distain it or be numb (and disconnected) or be at peace (and connected)
about it.
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An Example of Movements
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Below is a description of various possible movements within the thought dynamo (see drawing 8). These

movements account for the decision to change one’s mind as more input is gathered or more time to

process has occurred.

1. One might begin his/her journey of trusting some person from a location of “unexamined trust”

(see location 1 on drawing 8).

2. [If contrary input (often a non-comic pain type of input such as being lied to) outweighs this

“unexamined trust”, then a “point of disillusionment” (location 2) might occur.

© 2009 Ralph C. Ennis
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10.

This might move to a point of “disillusioned qualified trust” (location 3) possibly enhanced by a
sense of non-comic pleasure (e.g. the pleasure of regaining control in the relationship by moving
through disillusionment).

“Qualified fear”(location 4) might follow, possibly enhanced by a sense of comic pleasure (e.g. a
comic pleasure of feeling that the other was beaten at his/her own game).

If sufficient input occurred (often non-comic pain) that outweighed this “qualified fear”, then a
second “point of disillusionment” (location 5) might occur. (This pain might include a personal
sense of shame for not forgiving the person for his/her previous breach of trust.)

“Disillusioned reasoned fear” (location 6) might follow and be enhanced by non-comic pleasure
of feeling superior to one’s previous conclusions.

With sufficient input and/or reason, a “passionate paradoxical” (location 7) state might occur.
That is, “I see and I passionately embrace” that this particular person can be trusted and feared
simultaneously.

As time proceeded and the impact of this paradox is absorbed into the decision process, he/she
might “distain this paradox”(location 8) as a complexity that doesn’t facilitate decision goal
seeks.

If enough pain (comic or non-comic) occurs, then a sense of unconnected numbness might set in:
“I see the paradox and I’'m ambivalent” (location 9). This unconnected numbness may be
wearisome as the play of comic and non-comic pain and pleasure continues.

If enough pleasure occurs, then a sense of connected peace within this paradox might settle in (a
sufficiently weighted point at location 9).

© 2009 Ralph C. Ennis 14



Decision Dynamics
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\ Feedback from these
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input to be plotted.

Figure 7: Five Types of Decisions

This section will expand five types of decisions. Each decision (see figure 10) is regulated through the
thought dynamo axes.

Plot

Three prescreens occur before input is plotted. First, the input is screened for recognition. Most sensory
inputs available to the mind simply “blow through”. They are not plotted.

Second, sensory input is prescreened as painful or pleasurable. The immediate basis for such pre-
classifications seems to be energy tolerance limits. For instance, if a hot cup of coffee is touched, this
prescreen will impact the plotting of this input.

A third prescreening seems to revolve around the notion of comic and non-comic input. This is a more
culturally constructed notion that will include the notions of irony, deception and laughter. These notions
are really complex and yet input must first go through this prescreen before being plotted. The rules of
comic — non-comic are culturally embedded within the (3) 3-D axes.
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Pain-pleasure and comic-non-comic continuums serve to modify human thoughts and decisions. For
instance, the dog and baby input might be prescreened as comic pleasure — the pleasure of seeing a baby’s
face in response to the dog’s sniffing. Similarly, that same input might be classified by another as a non-
comic pleasure — the pleasure of harmony between babies and dogs without any sense of threat. However,
this same input could be classified as non-comic pain since the baby was crying and the dog might
enhance the threat to the child. And finally a comic pain might result from seeing the pain of a crying
baby shift to a response of a bewildered crying tone and a bewildered dog’s face as he sniffs. These
options are complicated and form a vast array of possibilities within any given situation.

Thus, before input is plotted, these three prescreens are accomplished. Is there recognition of this
available input? Is there pain or pleasure from an energy perception? Is there comic or non-comic pain or
pleasure within this input?

After these prescreens, the sensory input is plotted for location and weight onto the (3) 3-D axes of logic
of intellect, logic of emotion and imagined outcomes (see figure 3). Initial weight of input is directly
proportional to emotional and rational intensity of the event.

[Plotting that is essentially feedback from external sources on previous decisions is significantly different
from other input in that it links the person with the input. There is an implied or established “I causal”
relationship in these inputs.]

Note that words can be plotted in this scheme. All words are spatial at some level of abstraction. All
images, music, tastes, smells and touches are also fundamentally spatial — involve particles and waves
within physical space. And thus thoughts can be viewed as inputs and are similarly plotted.

Associate

Each input is associated with similar inputs. All input enters through these three center constructs and is
disseminated by the strength of attraction from previous inputs organized into rules of thumb. This
strength of associations is established through the weights, location and numbers of rules of thumb that
have similar spatial/ jealousy/ harmony characteristics.

Strength of association is an attraction factored by previous rules of thumb. Thus, rules of thumb are

“seeking” reinforcing input in order to maintain and re-enforce their weight. Lack of new input causes the
strength of the rule to fade at some rate. Contradictory input also lessens the weight of the rule.

Adjust

Almost simultaneously, these input weights are modified (through strength of association) by previously
plotted inputs and established rules of thumb. New input impacts previous input and previous input
impacts new input, thus plotted input must be continuously adjusted to various degrees.

Weights of various types of rules of thumb are directly proportional to number, weights and location of
supporting inputs for each rule linked.

© 2009 Ralph C. Ennis 16



Solidify

Solidifying rules of thumb in memories (supported by inputs) is a rehashing of the past in a present. The
brain does the hard storage of memories and the mind somehow activates these memories for a “present”
rehashing of thoughts, decisions and outcomes. This solidification form and reshape rules of thumb.
Within the thought dynamo, rules of thumb are activated.

The TDD model will posit four types of rules of thumb. The first are innate rules of thumb. These are
posited as hardwired within human minds across cultures and time periods. These rules are the (3) sets of
3-D axes: logic of intellect, logic of emotions and imagined outcomes. These 9 continuums with 3 central
tendencies are deemed innate (i.e. hardwired into the mind); they are apparent from early childhood and
form the basis of all other types of rules of thumb.

A second type of rules of thumb involves metaphors. In order to efficiently process large amounts of
input, the mind, over time, forms image and verbal metaphors. Tastes, touches and smells are often
associated with various words and images. [“It smells like” is a verbal metaphor that is often linked with
some image.] Each image and verbal metaphor can be located within the (3) 3-D axes. This simplification
speeds the mind to conclusions. For instance, we may have visual and/or verbal metaphor for an older
male or female. This type of person may fall within the “father” or “mother” verbal metaphor with many
associated thoughts and emotions and imagined outcomes. Similarly an image is usually attached to this
metaphor. Thus two people may use the same word metaphor while their image metaphor may be
substantially different based upon their previously gathers input concerning “father” or “mother”
(Zaltman, 1997, 2000). Verbal and image metaphors constitute a significant agenda for field research.

Third, situational rules of thumb help us negotiate various circumstances with many real-time factors
interacting simultaneously. Situational rules thumb are logical steps of actions when presented with
various types of situations. Previously established, these situational rules seamlessly guide much of life.
The previously mentioned dog and baby situation is an example. A metaphor rule of thumb for many
people may be “precious baby”. As the situation unfolds, all input is focused to ascertain one question “Is
this precious baby in any threat?”” The rule thus implies “I will protect this precious baby if threaten by
this dog.”

Abstract rules of thumb are a fourth type. An abstraction such as “innocence is precious” is a complex
conclusion that can be applied in many situations. These abstractions help mold long-term convictions
within people as they negotiate the complexity of life. However, these abstractions, if not thoroughly
grounded by innate, verbal and image metaphorical and situational rules of thumb, may simply serve as
conceptualization but not as rules of thumb that will govern employment decisions.

More attention is needed to describe abstract rules of thumb. Abstract rules of thumb (see figure 11) are a
complex combination of innate, metaphorical and situational rules of thumb. Abstract rules of thumb are
higher order rules that shape decision making across complex issues (for instance, the innocence of
children is precious or life is valuable). Some people form few abstract rules that they can articulate,
while others develop many highly conceptualized abstractions.

Six general abstract questions of reality can account for many abstract rules of thumb. Each of these can

be mapped onto (3) 3-d continuums. These abstract rules of thumb form basic convictions/ worldview
beliefs of determination (will) that can be employed through making decisions in non-stressed and
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stressed situations. [Obviously many subsequent questions follow from these six categories — and the
categories can be restructured as well.]

1. The Questions of Reality
Is what we experience real or is it an illusion?
What is the nature of consciousness? How real are dreams?
2. Foundations of Reality
What is the nature of matter? What is the nature of energy?
What is the nature of time and movement? What is the nature of space?
What is the nature of cause and effect?
3. Authorities of Reality
What are meaningful meanings? How are meanings internalized?
What are the meanings of life, work, sex, wealth and recreation?
What are truth and honesty?
What are language and communication?
What is beauty?
What are intelligence, emotions and imaginations?
What are the foundational processes of decision making?
4. Relational Realities
Who am I?
Does God(s) exist? Who is God?
What are the natures of humankind, social and cultural relationships?
What is the self and how is personality arranged?
What is health on an individual and cultural level?
Do spirit-beings exist? What is the nature of spirit-beings?
What is the nature of other life (animal, plant, etc.)?
How are the young cared for and assimilated into society?
5. Dilemmas of Reality
What are good and evil? Why is there good and evil?
What are sin, shame, guilt, and deviant behavior vs. wholeness, peace and joy?
What are pain and pleasure? Why is there pain and pleasure, beauty and ugliness?
What are the natures of judgment and mercy?
6. Dependencies in Reality
What are the basic human needs? What is love?
What are the natures of life and death?
How will material wealth be managed in a world of need, greed and beauty?
What is the drive for human identity?
What are the purpose and meaning of life?

Figure 8: Various Questions for Abstract Rules of Thumb

Goal Seek

All rules of thumb have goal seeks. That is, these rules seek to achieve a consistency of thought, minimize
contradictions, avoid disillusionment and come to a connected peace with paradoxes by negotiating
various levels of comic and non-comic pain-pleasure which form stresses.

The primary goal seek of all rules of thumb is a sense of consistency. The mind seeks to be integrated in

manageable degrees. Total consistency does not occur, yet a desire for making consistent sense of the
world is a continual goal seek.
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Within this goal of consistency, the mind seeks to identify contradictions. These contradictions are dealt
with by readjusting pervious rules and forming new rules. If no suitable rule is readily available, then a
sense of disillusionment is established. This disillusionment may be brief and hardly recognizable or
deeply painful and lingering over long periods of time.

If consistency seems impossible and contradiction undeniable, disillusionment may help establish a
category of paradox. The establishment of a paradox is a means of resolving contradiction through
disillusionment and bringing a new sense of “consistency” — a paradoxical consistency.

Numb or Peace
Paradox

/depending on weight)

Figure 9: Paradoxes

If proposition “A” and “B” both appear true when considered separately and in conflict when considered
jointly, then a paradox has occurred. For instance, the free will of humankind and the sovereignty of God
have seemed reasonably true for many when viewed separately. Viewed together they form a paradox.

In this model of decision, paradox is mapped on a vertical axis (see figure 9). This movement to paradox
can occur rapidly. What gives the “ah ha” moment of paradox? Sometimes reason and sometimes a more
intuitive process involving tapping into the innate category of paradox that can be nurtured over time and
with reason. The end-point paradoxes are held with a sense of passion or distain. The central paradox may
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be acknowledged with an emotional sense of unconnected numbness (ambivalence) or a sense of
connected peace; these determinations occur through variations in weight.

A summary of types of rules of thumb and the goal seeks of rules of thumb is given in figure 10.

Types of Rules of Thumb
Innate Rules of Thumb

Metaphoric Rules of Thumb
Situational Rules of Thumb
Abstract Rules of Thumb

Goal Seeks of Rules of Thumb ...
Seek consistency

Avoid contradictions
Avoid disillusionment
Find paradoxes

These types and goals seeks are in play while negotiating
various levels of comic and non-comic pain and pleasure
that regulate stresses.

Figure 10: Summary of Rules of Thumb

Employ

All thought decisions (plot, associate, adjust and solidify) are internal. All employment decisions are
conceptualized with external consequences of some form. Externally oriented decisions are made by
employing the various types of rules of thumb (innate, metaphorical, situational and abstract). Thus
speaking out loud, non-verbal expressions and physical movements are viewed as external, i.e. they have
direct external interface with the environment.

The thought dynamo is in play as employment decisions are made. That dynamo contains the rules of
thumb which make most decisions relatively easy (when compared with the effort that would be
necessary to process all relevant data.)

The goals of employment are implicit within imagined outcomes. We imagine outcomes (with varying
degrees of lucidity and accuracy) prior to making a decision. Those imaginations of adaptation (thriving —
surviving), identity (desired — undesired), and meaning (meaningful — meaningless) are the end goals as
we make employment decisions.
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After these decisions are made, feedback, usually immediate and often long-term, will be gathered. This
feedback is then new input to be plotted, associated, and adjusted and solidified as the future employment
of rules are made in real-time.

Under stress, the mind will default to previous rules of thumb rather than attempting to take the time to
reason new rules or validate old rules with new input. Later the rules of thumb employed under stress will
be associated, adjusted and solidified. There is often a dissonance between non-stressed and stress rules of
thumb. (Note: Stress is defined as fear of loss — thus plotted primarily onto the trust-fear continuum.)

All employment decisions contain a logic of yes, no, suspend or create. For instance, “Yes, I decide
option A.” “No, I decide not to choose option B.” “I decide to suspend this decision at this time.” “I
decided to create new alternatives for this decision set.” These four options apply to the imagined
outcomes of adaptation, identity and meaning.

Summary of Decisions

In figure 14 each of the five types of decisions are summarized. This flow coupled with the thought
dynamo can generate a great complexity of thought and decision.

Prescreen
1. Blow £
through
2. Pain/
Pleasure Employment decisions yields feedback
3.  Comic/ which is an “I"” Causal input for
Non- prescreening
comic

Solidify Each Type of

Plot ———3 Associate —— Adjust ——>  Rules of Thumb —> Employ
Li 1. Loc

1. Locatio 1.
n nk atio 1.  Congruenc 1. Yes (always, sometimes)
2. Weight 2. Str n e
en 2. Wei 2. Contradicti 2. No (always, sometimes, never)
gt ght on
h 3. Stre 3. Disillusion 3. Suspend (this time)
ngt ment
h 4.  Paradox

4. Create (need new category
now)

Figure 11: Summary of Decisions
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Mapping

Below are a series of figures (12 — 16) that geometrically describe the mapping of input and rules of
thumb within the TDD model.

W — weight of input
Weight is directly proportional to the emotional and rational
intensity of the input event

Figure 12: Plot Input

In figure 12 an input has been assigned a location on the (3) 3-D axes and a weight.
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W — weight of input, S — strength of association (as in spring tension), M — adjustment movement,
Weights can jump up or down due to the strength of other weights or rules.

Figure 13: Associate and Adjust

In figure 13 an association with previous input has been established and the strength of that association
has been assigned. A subsequent adjustment is made as these two inputs impact each other. There is a
similar process for weights and rules of thumb.

If this association exceeds some strength, then plotted input can ‘jump’ the sine rails. Also in time the
strength of association can weaken or strengthen.
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W — weight of input;, R — rule of thumb

Figure 14: Solidify Rules of Thumb

The inter-linking aspect of the model may involve large numbers of points.

In figure 14 weighted inputs are impacted and solidified by rules of thumb and vice versa.

© 2009 Ralph C. Ennis

24



S0
Y

Figure 15: An Example of Geometric Pathways

An example of pathways for input and rules of thumb is given in figure 15. This pathway is one of many
that can be conceptualized.
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Figure 16: (3) 3-D Axis Overlay Dynamics

As employment decisions are made, these decisions become new “thought” inputs and the cycle of
plotting, association, adjusting solidifying and employing continues and are mapped accordingly.

It should be noted that all these plots, associations, adjustments, solidifications and employment decisions
occur with the (3) 3-D aspect of this model (figure 16). The central tendency of this overlap is creative
harmony of jealous space.

Rules for Optimization

This section will suggest logical rules for optimization of decision making under multiple weighted points
over varying periods of time. The primary assumption in optimization of decision making is the selection
of one or more points to be optimized within the weighted spherical modeling of decision making. In the
case of a singular point, optimization is geometrically apparent — consistency in decision making to
achieve congruence that increases or maintains the weight of a particular locus point. For instance, if a
particular desired identity is a singular point, then all decision making can be focused on achieving that
optimal identity. However, most decision making is far more complicated. Multiple points for
optimization are the norm, not the exception. Achieving a desired identity at the cost of good-evil or fear-
trust is not optimal decision making for most contexts.

In order to model the optimization of multiple points with varying intensities, the concept of stress lines
between points must be managed through decision making. These lines can be lines of congruence,
contradiction, disillusionment, or paradox. In other words, these four goal-seeks of decision are key to the
process of optimization of multiple points. Within the spherical model, proximity of weighted points can
be managed for optimization by the reduction of intensity of stress line between two or more points. The
intensity of a stress line is directly proportional to: 1) the weight of each locus point, 2) the distance
between loci (the greater the distance the greater the stress up to some point and then a process of
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detachment begins), 3) the distance from the central construct of the interrelated axes to the various
points, and 4) the stress of indecision over time. The goal in optimization is to manage stress lines in a
way that forms a paradoxical central points (not a congruent point, a contradictory point, or a
disillusionment point). This paradoxical central locus point is a fuzzy point at or near the central construct
of the interrelated axes. The greater the distance from the central construct of the interrelated axes, the
more likelihood that the goal of long-term optimization will degenerate into congruence for short-term
optimization or contradiction (failure to achieve an optimal decision) or disillusionment (a decision to
abort an optimization process).

Thus, the fuzzy optimal decision of multiple loci in multiple contexts over a long-term can be modeled as
a paradoxical solution in the vicinity of the central construct of the interrelated axes. The optimization
will remain fuzzy in that it is viewed as a ‘fluid particle’ solution rather than a solid plotted point within
the weighted sphere.

Mapping the Japanese Construct ‘Amae’

In order to establish the utility of the TDD model across cultures, the Japanese construct of
‘amae’ will be considered. Below (see figure 20) is a means of mapping ‘amae’ onto the (3) 3-D axes of
the thought dynamo. This example is chosen to address this question: Can the TDD model reasonable
address intellectual and emotional reasoning and imagination across cultural boundaries?

Wierzbicka (1993) does not perceive understanding emotions as an easy endeavor, but rather one
that requires difficult translation. She stated, “I maintain, however, that no matter how ‘unique’ and
‘untranslatable’ an emotion term is, it can be translated on the level of semantic explication in a natural
semantic metalanguage and that explications of this kind make possible that ‘translation of emotional
worlds’ (Lutz 1985a) which seems otherwise impossible to achieve” (p. 135). I view the translation of
complex culturally constructed emotions as a crucial issue. The TDD model must be able to aid in
emotional translation in order to be considered a culture-general model of thought and decision.

Japanese psychiatrist Takeo Doi (1981) described in detail the dynamics of amae in the Japanese
culture stating, “The Japanese term amae refers, initially, to the feelings that all normal infants at the
breast harbor toward the mother — dependence, the desire to be passively loved, unwillingness to be
separated from the warm mother-child circle and cast into a world of objective ‘reality’ ” (p. 7). He went
on to say, “... all the many Japanese words dealing with human relations reflect some aspect of the amae
mentality. This does not mean, of course, that the average man is clearly aware of amae as the central
emotion in ninjo (human feeling)” (p. 33). Furthermore, he compared the Japanese with Westerners in
stating, “Scholars have put forward many different theories concerning the ways of thinking of the
Japanese, but most agree in the long run that, compared with thought in the West, it is not logical but
intuitive” (p.76). Doi proposed outsiders struggle with the amae construct. He stated, “... to persons on
the outside who do not appreciate amae, the conformity imposed by the world of amae is intolerable, so
that it seems exclusivist and private, or even egocentric” (p. 77). Thus, amae serves as an appropriate test
for the culture-general claim of the TDD model.

The TDD model can be used to translate the Japanese construct of amae. This meta-language
construct is not intended to fulfill the richness of the Japanese construct but rather to approximate its
construction in such a way that translates amae into the meta-language of the TDD model. The amae
construct is the dependency implied in leaning on the goodwill of benevolent other(s). It requires trust in
other(s). It implies the fear of being betrayed by others. It requires the bonding of dependency. It yields
the freedom of dependency. It requires the honor of submitting to another’s will. It forbids the shame of
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betraying another. It requires the management of a privileged and thereby jealous relationship between
people. It yields the power of being provided for. It requires the powerlessness of receiving. It requires

intuition to negotiate relationships. It assumes the accurate interpretation of amae as a social construct.
It requires an acknowledgement of good in one’s in-group. It hold that evil is betrayal of one’s in-group.

It requires the negotiation of space between two or more people. It requires the proper networking of

relationships for both surviving and thriving. It requires a desired identity of being fundamentally a self
that is dependent. It views the absence of a dependent relationship as an undesired identity. It views the

parent-child relationship as the fundamental meaningful relationship. It views the absence of amae as

fundamentally a meaningless existence. It requires both persons in the relationship maintain and

creatively enhance harmony.

Thought Dynamo

Japanese “Amae”

Logic of Intellect

Powerful — powerless

Amae requires the powerlessness of receiving
and yields the power of being provided for.

Good — evil

Amae requires an acknowledgement of good in
one’s in-group and holds that evil is betrayal of
one’s in-group.

Accuracy — intuition

Amae requires intuition to negotiate
relationships and assumes the accurate
interpretation of amae as a social construct.

Space

Amae requires the negotiation of space between
two or more people.

Logic of Emotion

Trust — fear

Amae requires trust in other(s) and it implies
the fear of being betrayed by others.

Honor — shame

Amae requires the honor of submitting to
another’s will and it forbids the shame of
betraying another.

Freedom — bonding

Amae requires the bonding of dependency and
yields the freedom of dependency.

Jealousy

Amae requires the management of a privileged
and thereby jealous relationship between
people.

Imagined Outcomes

Surviving — thriving

Amae views the proper networking of
relationships for both surviving and thriving.

Desired identity — undesired identity

Amae views self as dependent as a desired
identity and views the absence of a dependent
relationship as an undesired identity.

Meaningful — meaningless

Amae views the parent-child relationship as the
fundamental meaningful relationship and the
absence of amae as fundamentally a
meaningless existence.

Creative harmony

Amae requires both persons in an amae
relationship maintain and creatively enhance
harmony

Figure 17 A Translation of Amae
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Computer Modeling

The geometrical nature of the model lends itself to mathematical equations and computer modeling. If
input can be plotted, associated, and adjusted and the dynamics of rules of thumb calculated, then
decisions might be predicted or reasonably formulated using sophisticated computer modeling. By
accurate predictions, the model can be assumed to be reasonably sound.

The logical rules of conventional computer programming fail to mimic human intelligence. The common
sense needed to address child like questions also escapes current Al models (Minsky, 2007). The TDD
model can be used in artificial intelligence programming to better approximate human intelligence. The
TDD model accounts for the nuance of emotions as well as such issues as paradoxical reasoning and
comic repositioning. Though not developed here, the TDD model can be a pathway for future Al
advances and the full utility of the TDD model can be realized within AI computing.

Future Research

The TDD Model is appropriate for descriptive, prescriptive and predictive research.
Regarding descriptive research, inputs can be gathered through images as well as word.

For instance participants can be asked to rate images on a line scale for statements such as “This image
represents power to me” or “This image engenders trust for me” or “This image invokes a sense of
meaninglessness to me.” Some images may have singular subjects; other may have a subject in a “usual
cultural context” while another may have one primary subject in an “unusual cultural context”. And
finally many interrelated subjects in ‘usual’ and ‘unusual’ cultural contexts may be rated. Many people
are required for valid conclusions, thus each person may be asked address only one or two continuum per
image. Much input can come through the sorting and selection process of images on Internet search
engines such as Google.

Inputs of words are similar to the above. One option within the publishing industry is to ask demographic
and the (3) 3-D continuum questions for book titles and covers as they are sold.

In addition a decision preference inventory using a Likert scale has been developed to help indentify
individual and group decision preferences.

Conclusion

The dynamo of thought drives the dynamics of decision. The TDD model has posited an interaction
between the logic of intellect, logic of emotion and imagined outcomes. This innate interaction of the
mind is in play as five types of decisions are made: plot decisions, association decisions, adjustment
decisions, solidification decisions and employment decisions. This model can serve toward descriptive,
prescriptive (optimized) and predictive research objectives.
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