Complimentary & Alternative Medical Applications of Grok Box Perceptualization Technologies

Specific applications of the Grok Box perceptualization chamber are numerous.  We have proposed a generic system for accessing and using information to make “mission-critical decisions.”  However, there are other applications of percpeptualization which are somewhat out of the range of expectation.  The medical applications of interactive perceptualization technologies extend beyond the access to knowledge required by physicians to treat patients through medication or surgery.  In addition to this, recent years have seen bio-medicine faced with a growing population of patients who are taking some, if not all of their health concerns to practictioners of non-traditional treatments.  An article on cnn.com dated March 6, 2001 explains that, 

The American Academy of Pediatrics has approved a policy underscoring how important it is for doctors to offer guidance in the area … More than a third of adults in the United States have used complementary and alternative medicine within the past few years, the report said. Such treatment includes everything from echinacea to acupuncture …  Jacqueline C. Wootton, president of the Alternative Medicine Foundation in Bethesda, Maryland, suggested the academy's acknowledgment of alternatives is another signal of a shift in the medical community …  "At least they're recognizing that this is a force and also recognizing that this is a consumer-and patient-driven movement, and that they arrive at the doctor's office armed with a lot of information nowadays," she said. http://www.cnn.com/2001/HEALTH/parenting/03/06/pediatrics.alternative/index.html

The field of “complimentary and alternative medicine” (CAM) is already vast and only continues to grow.  Within it there are greater and lesser differences from school to school in terms of how to understand disease and healing.  The area of ‘Mind-Body’ medicine is one in which perceptualization technology could powerfully affect treatment outcomes.      

While conventional treatment of disease employs medication and surgery. Mind-body medicine is an alternative to these in potentially many cases of illness.  Psychoneuroimmunology (PNI) along with the related discipline of psychoneuroendocrinology (PNE) are the sciences which study the effects of mental and emotional states on human biology.  These disciplines then investigate how the mind may be applied to actually heal the body.  Visualization, or guided imagery, is a conscious intentional process now known to dramatically effect the course of a disease process and is the primary mind-body technique.  Using the power of the visual imagination, a patient may imagine the physical elements of his disease process and then imagine some healing process of which they are the agents.  This healing imagery is usually patient specific.  Its particular form and content is dependent on the mental pictures and emotional sensations of the disease experienced by the person doing the work.  Though different from person to person, there are pronouned cultural features of the visualizations which are quite significant.  Once a patient has been able to settle into their visualization and achieve continuity of scenario and coherence of actions to completion healing may occur.

Though a powerful technique for healing, visualization requires steady concentration on clear (imagined) visual scenarios which is often beyond the ability of the average patient to achieve.  Thus, our goal is to both intesify the elements and effects of visualization medicine while simultaneoulsy making it available to anyone challenged by disease.  Three dimensional, dynamic perceptualization technologies (e.g.,virtual reality) could be used as the medium for the practice of guided imagery for medical outcomes.  A computationally generated simulation of bodily systems and processes with which to guide imagery provides an extremeley powerful tool for instigating those still poorly understood but real healing powers of the mind/brain connection.  For example, instead of trying to mentally picture an HIV infected T-cell, consider actually seeing, hearing, and feeling one up close[image: image1.jpg]


?  Imagine a "fantastic voyage" as a microscopic agent moving tactically through the body with the aim of eliminating a disease process and recreating health where it was.  Thus, one design of Grok Box could be an immersive and interactive simulation designed to powerfully facilitate mind/body medicine.
Visually, within the general anatomical and physiological structures of the human body, the simulation would generate biologically accurrate features of actual diseases such as AIDS, cancer or arthritus. As per a patient's clinical diagnosis, a specific disease and the degree of its progress in the body are input into the computer to customize the specific  visualizations. Through the immersive sensory interfaces (e.g., head mounted displays), the user, or their avatar, is virtually located inside his own body’s cellular environment(s) and can act on the elements of those environments to remove disease and restore health.  Through the physiological simulation, interaction with one's own physical disease.  Using such a perceptualization environment such as we’ve described, a patient with advanced AIDS may choose a laser to destroy the viruses and infected T-Cells, etc. He may also cleanse and vaccinate the cells to prevent the virus from ever infecting the host again, for example.  Based on highly complex neuro-endocrine events intentionally triggered by this mind-body treatment healing is possible way very different from conventional medicine.  Finally, it is also an interesting fact of medical anthropology that visualizations are going to have both a personal and then a cultural aspect to them.  This implies that if this treatment is successful in one context it could very likely be successful in another.  Our main goal at this point is to develop the perceptualization chamber to a high degree of performance and then to attempt applications like that here given.  Semiomorph is the name I have given to this specific guided imagery application of Grok Box.   

