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Chapter 11
Machine Dreaming

James Frederic Pagel
University of Colorado School of Medicine, USA

ABSTRACT

Active sleep modes, alternative logics, non-parametric programming, and extended interfaces are being
incorporated into the processing capabilities of complex computer systems. While system disconnected
FSMs have only minimal capacities for achieving dream-like forms of cognitive processing, internet-
connected systems can meet human-based criteria for dreaming. The internet includes periods low data
Sflow (system sleep). Non-parametric and fuzzy logic processing extends system capacity and increases
the possibility of alternative and/or unexpected outcomes. Neural-net processing increases the chance
that results attained will be indeterminate and hallucinatory. At the interface, such machine dreams are
bi-directionally incorporated into the dream consciousness of interacting humans. In order to function in
the human-defined environment, artificial systems require the capacity to achieve dream equivalent states.

INTRODUCTION

From the anthropomorphic perspective, dreaming is restricted to humans, the only organism with a
cognitive processing system able to report what is perceived to be a dream. Dream equivalent process-
ing as based on shared characteristics and human based definitions are, however, within the capacity of
modern computer systems. In the human, dreaming and dream-like cognition is utilized in functions with
individual and species survival value including: feedback into sleep-associated operative processing,
emotional integration (particularly as part of the response to significant physical and/or psychological
stress), alternative problem solving, threat avoidance, and creativity (Pagel, 2008; Revonsuo, Tuominen,
& Valli, 2015). Al and other machine systems are being developed with the capacity for accomplishing
dream-like mentation. This goal is not routinely stated and is in many cases not understood as part of the
objective by the programmers and theorists involved in the process. But current predicate logic systems
have demonstrated set limitations in their ability to function in the common-sense human environment
(Parisi, 2007). Particularly in robotics, an obvious need has developed for systems able to integrate and
interact better with humans in the same manner that humans interact with one another. In order for sys-
tems to function in the common-sense based human environment better than systems limited to predicate
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logic, they are likely to require the capacity for achieving human equivalent processing capabilities. As
based on many of the defined criteria for dreaming, some current machine systems have been developed
utilizing both hardware and software that can function in a dream equivalent manner.

BACKGROUND: THE PROBLEM OF DREAM DEFINTION

Dreaming is an almost ubiquitous personal experience, and as such, many definitions for dreaming have
been developed and routinely utilized. For each individual experiencing dreaming, the experience seems
concrete and obvious. There has been a strong tendency for each individual dreamer to presume that what
he or she experiences as a dream is the same for every other individual who dreams. However, what one
individual understands to be a dream is often far different from what another experiences or construes to
be a dream. This has led to a situation in which there are multiple definitions and no concrete or overall
inclusive definition, so that for any group, a series of often different, recurring and set definitions are
used for dream (Pagel & Meyers, 2002). This problem of confused and even contradictory definitions
has led to significant problems for researchers and investigators in the fields of dream study. For the
sleep physician dreams are sleep-associated mental activity. For the psychoanalyst, dreaming defined by
bizarre and/or hallucinatory content occurs in both wake and sleep. For one group, dreaming is a state
of consciousness. For the other, dreaming is a form or type of thought. In some epistemologies, even the
oldest of definitions, such as the dream as a message from god, are still used and believed (Buckley, 2009).

The problem of definition was confounded further in the last decades of the twentieth century when
a wide spectrum of neuroscientists and clinicians decided, despite a lack of experimental evidence, that
the electrophysiological state of Rapid Eye Movement Sleep (REMS) was equivalent to dreaming. De-
fined as REMS, dreaming apparently needed no further definition (Pagel, 2011). Aristotle described a
definition as a description of the “essence or essential nature” of the topic and as such, each definition
applies and reflects an aspect, an essence of the state (Eco, 1984). In an attempt at clarification, in the
year 2001, a multi-specialty panel of dream researchers and therapists developed a multi-axis definition
paradigm for dreaming (Table 1) (Pagel, Blagrove, Levin, et. al., 2001).

One approach that can be used to avoid the problems of definition is to limit an approach to the as-
sociated and describable characteristics of the state. Researchers avoid defining ‘dream’ and focus on
measurable factors (variables) known to be associated with the state such as recall frequency, content,

Table 1. Definitions for dreaming - a classification system paradigm

A Definition of Dream Has Three Characteristic Continua

Wake/Sleep Recall Content
Sleep No Recall Awareness
Sleep Onset Recall Day-Reflective
Dreamlike States Content Imagery
Routine Waking Associative Content Narrative
Alert Wake Written Report Tllogic
Behavior Bizarre/Hallucinatory

Source: Pagel J. Blagrove M. Levin R. et. al.,

2001

137



9 more pages are available in the full version of this document, which may be
purchased using the "Add to Cart" button on the publisher's webpage:
www.igi-global.com/chapter/machine-dreaming/213123

Related Content

Ecological Perspectives Surrounding the Design of Self-Determination-Enhanced Problem-
Based Learning as a Formative Intervention for Students with Disabilities in Inclusive Settings
Soohnwa Seok, Boaventura DaCostaand Woo Kim (2016). Human-Computer Interaction: Concepts,
Methodologies, Tools, and Applications (pp. 330-348).
www.irma-international.org/chapter/ecological-perspectives-surrounding-the-design-of-self-determination-enhanced-

problem-based-learning-as-a-formative-intervention-for-students-with-disabilities-in-inclusive-settings/13904 1

Developing Creativity and Learning Design by Information and Communication Technology (ICT)
in Developing Contexts

Chunfang Zhouand Aparna Purushothaman (2019). Advanced Methodologies and Technologies in Artificial
Intelligence, Computer Simulation, and Human-Computer Interaction (pp. 499-511).

www.irma-international.org/chapter/developing-creativity-and-learning-design-by-information-and-communication-

technology-ict-in-developing-contexts/213154

Development and Validation of the Technology Adoption and Gratification (TAG) Model in Higher
Education: A Cross-Cultural Study Between Malaysia and China

A.Y.M. Atiquil Islam (2018). Technology Adoption and Social Issues: Concepts, Methodologies, Tools, and
Applications (pp. 619-648).
www.irma-international.org/chapter/development-and-validation-of-the-technology-adoption-and-gratification-tag-model-
in-higher-education/196696

A Design Method for People-Oriented Programming: Automating Design of Declarative
Language Mashups on the Raspberry Pi

Steve Goschnick (2018). Innovative Methods, User-Friendly Tools, Coding, and Design Approaches in
People-Oriented Programming (pp. 174-225).
www.irma-international.org/chapter/a-design-method-for-people-oriented-programming/203844

Promoting Environmental Control, Social Interaction, and Leisure/Academy Engagement Among
People with Severe/Profound Multiple Disabilities Through Assistive Technology

Claudia De Paceand Fabrizio Stasolla (2016). Human-Computer Interaction: Concepts, Methodologies,
Tools, and Applications (pp. 1389-1424).
www.irma-international.org/chapter/promoting-environmental-control-social-interaction-and-leisureacademy-

engagement-among-people-with-severeprofound-multiple-disabilities-through-assistive-technology/139099



http://www.igi-global.com/chapter/machine-dreaming/213123
http://www.irma-international.org/chapter/ecological-perspectives-surrounding-the-design-of-self-determination-enhanced-problem-based-learning-as-a-formative-intervention-for-students-with-disabilities-in-inclusive-settings/139041
http://www.irma-international.org/chapter/ecological-perspectives-surrounding-the-design-of-self-determination-enhanced-problem-based-learning-as-a-formative-intervention-for-students-with-disabilities-in-inclusive-settings/139041
http://www.irma-international.org/chapter/developing-creativity-and-learning-design-by-information-and-communication-technology-ict-in-developing-contexts/213154
http://www.irma-international.org/chapter/developing-creativity-and-learning-design-by-information-and-communication-technology-ict-in-developing-contexts/213154
http://www.irma-international.org/chapter/development-and-validation-of-the-technology-adoption-and-gratification-tag-model-in-higher-education/196696
http://www.irma-international.org/chapter/development-and-validation-of-the-technology-adoption-and-gratification-tag-model-in-higher-education/196696
http://www.irma-international.org/chapter/a-design-method-for-people-oriented-programming/203844
http://www.irma-international.org/chapter/promoting-environmental-control-social-interaction-and-leisureacademy-engagement-among-people-with-severeprofound-multiple-disabilities-through-assistive-technology/139099
http://www.irma-international.org/chapter/promoting-environmental-control-social-interaction-and-leisureacademy-engagement-among-people-with-severeprofound-multiple-disabilities-through-assistive-technology/139099

