
Perception / Sensory Memory

World and Body Sensors
Outer World Simulation
Visual: Sight, Color, 3D, Illusion
Aural: Sound, Music, Speech
Touch: Textual, Itch, Hot/Cold
Smell, Taste, Electrical Shock
Body Orientation, Balance, 
Pressure, Location of Limbs, 
Visuospatial sketch pad, 
Phonological loop , 

 
 

 
 
 
 

Cognition / Working Memory

Working Emotions

Maslow Hierarchy of
Needs

 -Unity
    Pride - Shame - Contempt
 -Mobility (lack -Boredom)
    Desire - Anger - Anxiety/Fear
 -Affinity
    Affection - Pathos - Hauteur
 -Variety
    Curiosity - Distraction - Disdain

Sensory
Input

Emotional Impulse 

Based largely on sensory input 
Impulsive and Spontaneous
Behavior. 
Surprise, Shock, Disgust, Rage,
Fear /Terror (Hide, Run, Fight)
Current General Mood
Amygdala / Thalamus 

 

Long Term Memory

Explicit (declarative) Memory
General Knowledge
 Episodic Events
 Semantic (facts)

Implicit (non-declarative) Memory
Personal Knowledge 
Skill / Procedural Memories

 

Long Term Emotions

Long Term Emotions, Attitude
Psychological Illness
Depression, No Reference
Beliefs and Virtues: Joy, Love
Loyalty, Obedience, Patience
Purpose, Respect, Discipline,
Excellence, Gentleness, Honesty
Joyfulness, Justice, Tact,
Modesty, Unity, Compassion
Helpfulness, Wisdom

 

Physiological Needs
Safety Needs
Love and Belongingness
Needs
Esteem Needs
Self Actualization

Body Energy

Awakefulness
Hunger
Sexual desire
Urge for sleep
Urge for change 

Behavioral
Output

Wise
Considerations
Highly Weighted

 Considered
 Action

Emotional
Thought
Sourced

Logical 
Thought
Sourced

Emotional
World
Presented

Sensed
World
Presented

Aids
Chunking
Practice
Elaboration

Associate
Recall
Stories

Higher
Emotional
Controls

Libido, Appetite Drives

Mood, Perceived Energy

Emergency
Response

Current perception, thoughts
using logic and feelings.

Neutro-networks with active
nodes supported by primed
(Unconscious) nodes

Memory capacity per chunk
is 5 to 9 items
     
Referenced to one personality 
(if healthy)

Last Decision
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