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                                 Abstract

 A morph Illusion logic basis to art perception is presented. Model discovery with morph Gentzen and computational illusion is discerned by applying the author's 1994 computational basis, which straddles Hiedegger and the enlightenment dialectics to present a computational epistemology. The applications to Impressionsts and modern art perceptions are presented. The morph perception creative thoughts applications to intelligent multimedia are novel  paradigms which might be new bases for  intelligent motion picture design and digital art. 
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1. Introduction

Creative thoughts applied with Intelligent Multimedia are new  paradigms which might be new bases for  intelligent motion picture design and digital art. The computing techniques, a language, the MIM or the technical Term Moroph Gentzen deductive system and its models are presented in brief. Basic application areas we start with as examples are designing predefined visual scenes with diagram
composition and combination forscene dynamics. Artificial Intelligence planning can be applied to define scene dynamics based on scene descriptions and compatibility relations. Computational illusion is discerned applying the authur's 1996-1997 logics with the new image morphing logic paradigms. The computational basis to Hiedegger and Kant is applied from [1,22] to characterize man and machine discovery.  Intelligent Multimedia techniques and paradigms are compared to conscience and cognition. Some philosophical and computational models of scientific creativity are put forth. The mathematical principles defined have been applied to cognition and consciousness. As far as motionpictures are frames and casts can be predicated with choice functions selections based on what is stored at the knowledge-base. The project has provided a basis to VR planning on how to live, play and work in a world shaped and perceived through digital media and real-virtual space.  Awareness and knowledge discovery the script prescribes.  It further allows directors and producers to preexamine scenarios, alter direction, and interactive edit films.  Scenarios  can be cast with preliminary description and interacted with on the Intelligent Multimedia Film Design system. It is a venture presented in 1996 by the  author [22].

2. MorphS and  Impressionists

 Structures are designated by signatures similar to the way the  key signature in music designates a strcuture. Signatures define the way the functions interact with the carriers for objects, scenes, and images. Signatures can designate color combinations. Morphing is defined on signatured structured. A shade morphism for example can change the color combination on an image.  To start with motivations from artistic creativity has been applied with the impressionist paintings. Monet's Cathedrals and Fog, provides an example for a specific creative morphing. The cathedral paintings are based on a structure preserved by three morphings, each enunciating a certain image mixture morphisms. The three impressionist paintings  Early Frost 1873, and La Cote des Coets 1877 are example of what might be a trans-morphings. The building structure is morphed with a structure preserving morphing and a hue morphing with some trees from the first two paintings to the third. The enclosed might be specifc modern art instances.
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3. Morphs and HybridS 

The IM computing technique [17] define syntax for computing with programming constructs for Morphing, Hybrid Pictures and Transmorphing. A Multimedia AI Systems program can be written in IM. IM includes Multimedia Objects and Rules and multimedia Programming. Hybrid Pictures are IM Hyperpictures, which can be automatically transformed, based on computing, images, or rules defining events. Hybrid pictures are context and content sensitive hyperpictures.  Trans-morphing as subconsience activity is an automatic event-driven or otherwise, hyperpicture transformation. Transmorphing is the basic visual computing event defined for hybrid multimedia computing.
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The coffee and drink appearing might be events to cause a Transmorphing to what the mind might plan for the evening.  It can be one of few items appearing in conjunction with the artist.  The basic principles are mathematical creativity where the mind applies Gentzen or natural deduction systems to multimedia objects coded by diagram functions.

3.1 The IM Computing Logic 

The IM Morphed Computing Logic and Programming techniques Nourani [17] have a computing logic counterpart. The basic principles are a mathematical logic where a Gentzen or natural deduction system is defined by taking multimedia objects coded by diagram functions. By transmorphing hybrid picture's corresponding functions a new hybrid picture is deduced. Multimedia objects are viewed as syntactic objects defined by functions, to which the deductive system is applied. Thus we define a syntactic morphing to be a technique by which multimedia objects and hybrid pictures are homomorphically mapped via their defining functions to a new hybrid picture. The deduction rules stated as follows are a Gentzen system augmented by Morphing, and Transmorphing. The logical language has function names for hybrid pictures.  The Morph Rule - An object defined by the functional n-tuple <f1,fn> can be morphed to an object defined by the functional n-tuple <h(f1),...,h(fn)>, provided h is a homorphism of intelligent objects as abstract algebras. The MIM TransMorph Rules- A set of rules whereby combining hybrid pictures p1,...,pn defines an Event {p1,p2,...,pn} with a consequent hybrid picture p. Thus the combination is an impetus event. The deductive theory is a Gentzen system in which hybrid pictures are named by parameterized functions; augmented by the MIM morph and transmorph rules. Thus there is a basis for digital art, multimedia imaging and motion picture editing with a computer designed with the specific morph Gentzen logic. We have applied the techniques to specific motion picture design principles as applied by Industrial Light and Magic in an article written for an art magazine. 

3.2 Trees, Idealism, Illusion, and Discovery 

Agent Computing, Intelligent Syntax, Perception and Multiagent Cognition, are the bases for a tree intelligent Consciousness Science and model-based discovery with computational models. A description logic with intelligent model diagrams is a computational basis to discovery. Computational illusion is discerned by applying our 1994 computational basis to Hiedegger and the enlightenment dialectics to characterize man and machine discovery. Intelligent Multimedia techniques and paradigms are compared to conscience and cognition. Multiagent cognition [10] is an agent computing cognitive basis put forth by our papers. The projects consist of Intelligent Trees, Intelligent Languages, Multiagent Computing, Visual Computational Linguistics, Double Vision Computing[6], Multiagent Cognition, and Multiagent Computation. 

       Basic application areas we start with as examples are explicating visual perception and conscience cognition, e.g. [7]. The second application area is based on AI planning. Reasoning and planning are applied to define scene dynamics conscience based on scene descriptions and compatibility relations. The project allows us to predict scene dynamics. We apply our recent Intelligent Language paradigm and intelligent visual computing paradigms to define the IM multiagent multimedia computing as a thought paradigm. The phenomenological and philosophical issues are reviewed in brief and addressed in part by IM.  Intelligent Trees and Intelligent Multimedia Models are defined as a basis for thought towards a Consciousness Science. A new computing area is defined by AI principles for multimedia cognition.  To achieve high level scientific creativity there are aspects of scientific creativity that can be identified and applied across domains. Some philosophical and computational models of scientific creativity are put forth.  Systems bases to automate aspects of scientific creativity are presented.  The principles defined are practical for artificial intelligence and its applications to cognition and consciousness. The consequence is a multiagent tree computing basis to consciousness science and cognition analogous to a Gestalt. Computing, cognitive, epistemological, metamathematical, and philosophical aspects are treated and reviewed in brief. It is further a start for Intelligent Multimedia[7].  Intelligent syntax languages Nourani[1,2] are defined and their linguistics parsing theories outlined. A brief overview to context abstraction shows how context free and context sensitive properties might be defined by intelligent syntax. The preliminaries to a new computing logic termed Morph-Gentzen logic and the models are presented in [1,5].  The mathematical term for MIM is Morph Gentzen. The application areas are based on advanced artificial intelligence available techniques. Some of the applicable techniques, for example G-diagrams for models and AI applications have been invented and published by the  author over the last decade. Multimedia thought models could be combined with intelligent trees and objects to stage and scene definition mind models.

3.3 Creativity and Consciousness Awareness

Heidegger’s phenomenology has been applied in our papers since 1993[11] towards AI Modes for Thought and a computational epistemology for visual conscience [6]. Heidegger had indicated the resources by which we conduct our day to day activities do not usually require conscience awareness. Resources can present themselves in different modes of being: “Available” “Unavailable”, and “Concurrent” with respect to day to day activities. There has been an intuition for years that conscience is not or does not exist an ordinary state or process itself, but it consists in the awareness of such state and processes. Locke epitomizes this intuition “Conscience is the perception of what process is a man’s own mind.” Introspective conscience is a perception-like awareness of the current states and activities in our own mind, e.g., sense perception. [13].  Our project presents morphing as subconsience activities by applying the IM Computing Logic as Way To Discovery[11]. The Morph Gentzen Computing Logic, The IM Multimedia computing techniques [9] have a computing logic counterpart. The basic principles are a mathematical logic where a Gentzen or natural deduction system is defined by taking multimedia objects coded by diagram functions. There is a basis for a mind computing model in [1,17].

4. Models and Discovery

Kant states conscience operates in the dichotomy between thinking objects and the thought object. There are two components of knowledge: spontaneity and receptivity. IM Morphed Gentzen logic is a foundation for a perception and consciousness logic which can be defined for specific reasoning models, for example analogical reasoning. The Gentzen system defined on MIM can be assigned an intelligent model theory. The mathematics is presented by [5]. Analogical reasoning rules are specific deductive designs, which can be embedded by the logic. The multiagent cognition project had started in 1993 with the Double Vision Computing project its initial publication[6]. Since there has been the 1994-95.  Abstract Linguistic and Meta-Contextual Reasoning, Intelligent Multimedia, MIM logic, and its consequent paper on Consciousness Science are. In the papers diagrams for cognitive modeling is applied and scientific techniques applied towards a discovery and consciousness science [1].

4. 1 Worlds, Objects, and Logical Cognition

What forms the basis for thoughts applied in recent computing applications [14] are issues raised by  Hiedegger in 1935-36, starting with the notion of "What is a thing." There is an area that can be explored by viewing Heidegger's "des Vorhandenen", having to do with what object is within "reach" in a real sense. In AI and computing applications it so happens that the notion of des Vorhandnen is not absolute. As an AI world develops the objects that have names in the AI world are at times des Vorhandnen and as defined by a principle of Parsimony only des Vorhandnen in an infinitary sense of logic[2,3]. They could also always stay out of reach in a practical sense, and/or only be what is called der Vielleicht Vorhandenen [9]. Furthermore, by the notion of der Vielliecht Vorhandenen is not intend the sense in which that a robot cannot reach a particular object. It is intended that the language could have names for which the corresponding thing is not obvious in the AI world and there is incomplete information. At some point the world might be defined enough that there is a thing corresponding to a name, or that at least there is a thing by comprehension, which only then becomes des Vorhandnen as the AI world is further defined or rearranged.

4.2  AI Worlds and Machine Discovery

One of the issues is the symbolic computation of real objects. That is, we can apply symbolic computation to be able to "get at" a real object. At times, however, only infinite computations could define real world object symbolically. For example, there is a symbolic computation for an infinite ordinal, by an infinite sequence of successor operations on 0. The same sort of problem arises when one tries to actually get at elementary objects: that elementary objects have to be defined by comprehension. Comprehension is a closure with respect to properties that are essential and cannot be dropped without loss to the enclosed. Since the paper in its theory, that is presented in part here, does not restrict Heidegger's trichotomy, it can be further developed for AI and discovery applications. 

4.3  A Preface to Discerning Epistemic Illusion 

The splendors of sleep: How can I be sure I am not always dreaming. For Kant [14] conscience operates in the dichotomy between thinking objects and the thought object. There are two components of knowledge: spontaneity and receptivity. In cognition Kant’s spontaneity is not in the void. If acts of thought have objective bearing it is because they are filled with intuition of something that is given to the person, towards which the person is receptive. Whenever we know something through intuition something is given us. Kant calls it “sensibility.” 

4.3.1 Idealism and Illusion Logic

Kant compares his innovations to the first thoughts of Copernicus. It involves reversing the usual way cognition is viewed. Instead of taking our knowledge conforming to a real object, we think of objects as conforming to our ways of knowledge. The latter include "forms of sensibility" through which objects are given to the mind as sensory experience, and pure concept categories, through which they are thought. ince objects must appear to us in sensible forms is order to be known, it follows that we can know only them as they appear, not as they may be themselves. Accordingly for Kant human knowledge is limited to appearances, whereas things in themselves are "noumena"- are thinkable but not actually knowable. 

Kant termed the doctrine Transcendetal Idealism. Given the idealism is the possibility of synthesizing a priori knowledge to possible description and experience is easily explainable, since each object must necessarily conform to the conditions under which they can become objects for us. It assumes the human mind possesses such condition and demonstrating it is transcendental Aesthetics. Creative pure mathematics as sythetical cognition a priori, is only possible by referring to no other object than those of the senses.  At the base of the above empirical intuition lies a pure intuition that is a priori. Yet the faculty of intuition a priori affects not the matter of the phenomenon, but its form viz. space and time. Frege's basic logical ideas and Hilbert's program separate carrying out pure mathematics from the physical cognition perceptions of what is carried out as an end. Frege's "concept and object" and on "sense and meaning," is where carrying out logic for objects named by a language had started being distinguished from the object sense perception. Hilbert's program, aside from its being left to reconcile with transcendental idealism on concepts, was to arithmatize the entire mathematics. Where are we with descriptive computing Heidegger objects? We are at the language, model, arithemtatization trichotomy. The objects are described with languages as Frege intended, modeled by structures, which can be examined by Kan't transcendental Idealism, and their computability and reducibility areas Hilbert arithmetized. Hence there is a systematic basis to carryout concept-object descriptions for machine discovery.

4.3.2 Computational Illusion 

der Vielleicht Vorhandenen objects might be a computational illusion. This is further illustrated by the following figure. The human intelligence and artificial intelligence comparison

Person -------Cognition--------Real Worlds and Objects

|                                                                                                                                                        |                                                                                                                                                                                                                                                                                                 ||-------------------------\\-----------------------------|              
|                                                                        
|                   SensoryIllusionGap                 

Robot--------------World Description-------RealWorlds 

Thus the robot's sense is not always real. The important problem is to be able to define worlds minimally to have computable representations with mathematical logic thus the ability to make definitive statements[1].

    5. Morph Gentzen VR
 The author has designed autonomous space avigation systems with VR planners applying Morph Gentzen computation [5,17]. For these applications Morph Gentzen Spatial Logic can be designed to carry out autonomous virtual perception planning. The visual fieldxe "visual field" \i is represented by visual objects connected with agents carrying information amongst objects about the field, and carried onto 

intelligent trees for computation. Intelligent trees compute the spatial field information with the diagram functions. Specific spatial navigations applications are stated with examples [7,17]. Spatial planning is presented with Morph Gentzen multimedia computing. The planner applies pictorial glimpses with Morph Gentzen to navigate with VR. 
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