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If there are  multi-dimensional internal  
time scales to determine the behavior,  
it also causes VTE like patterns.
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B) Weight plasticity is controlled by the difference 
between the raw input data and the input neural 
states. 

A) An agent perceives the world by mixing 
the raw input data with the context internal 
neural states.



An example of the spatial trail of the vehicle's navigation 
behavior is depicted. A twisted periodic boundary is assumed 
here, so that when a vehicle goes to the right edge will appear 
at the arbitrary portion of the left edge.
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Remarks

    A stimuli to the invariant manifold, a 
proto-language, is not simply mimicked 
by  an unstructured  noise. Certain 
temporal structures that are required 
by the internal dynamics of an agent can 
function as a  proto-language.
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