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The claim

Current systems are fluent predictors. They can describe a scene and generate an image of a scene. They have not been shown to keep a private, re-
enterable spatial scene that remains after the original description is gone, and to use that scene as the medium of thought.

Retrieving where an object was is not the same as returning to the place where the object is.

Humans do this routinely. A short phrase is often enough to construct an internal scene that can then be inspected, moved around in, and used. Einstein’s
thought experiments and Tesla’s reported mental rehearsal of machines are familiar cases of the same capacity used as a working method.

NMCA treats that capacity as architectural, not as an emergent side-effect of more tokens.

This page is a summary. The specification is the 471-page blueprint. The WebGL demo is an illustration of the distinction, not a running implementation of the
128 modules.

How it is supposed to work

Thought is not a token stream with a picture attached. The system constructs an internal scene and keeps it. Objects in that scene have identity and location.

Symbols are attached to those objects. When the system is asked where the object is, it queries the scene, not a stored sentence about the object. Reflection,
planning, and memory update operate on that same state. Language is an interface into the scene, not the place thought happens.

A human reading fiction is the same distinction. The page is text. What the human reader keeps is an inner world that updates as the sentences arrive. A
system that only continues the text is not doing what the reader is doing.

The first design used an explicit rendered 3D scene. The final blueprint does not keep a continuously rendered world.

The working state is an implicit scene: a structured spatial representation in code. It can be queried, updated, and re-entered without drawing it. A render is
optional and on demand — for inspection, debugging, or a human-facing view.

That is a speed and resource choice. Humans do not photorealistically render an inner room either. They keep a usable spatial model and bring parts into
focus when needed. NMCA is specified the same way: implicit by default, rendered only when something has to be shown.

Why 42, then 128

Modules 1–42 — cognitive core. Visual simulation is the substrate.

Modules 43–119 — integration with perception, latent models, learning, embodiment, and collaboration.

Modules 120–128 — thought throttling, drift control, oversight, alignment, containment.

The later modules do not replace that core. They extend it into areas that current systems treat as training side-effects: latent-space bridges, continual
learning, causal and counterfactual reasoning, embodiment after the sensor stream changes, multi-agent coordination, robustness, and long-term stability.

Length comes from granularity. Each module is specified so a researcher can inspect the function, not infer it from a trained weight matrix. A complete running
system is not claimed.
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Original 46-page blueprint (20 April 2025) — DOI 10.5281/zenodo.21972901
USPTO prior-art copy filed. No patent pursued.
Download 46-page draft

Mirror: visualthoughtagi.netlify.app

Theoretical research blueprint for academic discussion, sandbox simulation, and human-guided exploration. Not intended for autonomous deployment.
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