
Duality versus Nonduality and the Nature of Reality

Duality is a term used in the Western Philosophy of Mind. The best way to understand duality is
with the concept of self and other and the concept of perception. At the level of perception, the
self is the perceiver and whatever the self perceives is the other. Perception is always defined in a
subject-object relation. The self is the perceiving subject, the other is the perceivable object, and
the relation between them is perception. The western concept of mind essentially boils down to
the concept of the subjective self perceiving whatever perceivable objects can be displayed in its
mind. If we think of the mind as a mental screen that displays perceivable images, those images
are projected from the mental screen to the point of view of the self that perceives them. All
perceivable objects are defined on the mental screen, and those objects are projected like images
from the mental screen to the point of view of the subjective self that perceives them.

In the East, the concept of duality is still a useful description of the nature of the mind, but the
East recognizes an ultimate level of reality that is beyond the mind. In the East, this ultimate
level of reality is understood to be nondual, which essentially means that there is no concept of
self and other and no concept of perception in nondual reality. There is no subject-object relation
of perception in nondual reality. In the West, this concept of an ultimate nondual reality has been
misinterpreted as the concept of One God. The problem with the concept of One God is that it
implies an I-Thou relationship, and so we are still at the level of duality. There is still the concept
of self and the concept of another called God. In the East, this mistake is not made. Instead of the
concept of One God, in the East there is the concept of an ultimate nondual reality, which is One.

If there is an ultimate nondual reality that is beyond the mind, then what exactly is the reality of
the mind? The answer is weird, but there seems to be no other possible answer. The reality of the
mind is a virtual reality, just like the computer-generated virtual reality of the Matrix. The
concept of duality, with its concepts of self and other and perception, only applies at the level of
the mind, which is a virtual reality. This virtual reality is no more real than the images projected
from a computer screen in a computer-generated virtual reality. Those images are projected from
the computer screen to the point of view of an observer that perceives them.

Is it really possible that the world we perceive is no more real than a computer-generated virtual
reality? If so, then what is the true nature of the perceiver? Remarkably, it turns out that in the
last twenty-five years or so, theoretical physics has explained how the world can be exactly like a
computer-generated virtual reality. This scientific concept is called the holographic principle of
quantum gravity. The holographic principle basically says the world we perceive is a holographic
world that in no significant way is different from a computer-generated virtual reality.

Up until about 25 years ago, theoretical physicists believed that the nature of reality, which they
mistakenly took to be the same as the nature of the world, was a space-time geometry within
which matter and energy exist. In theoretical physics, the most sophisticated concept of matter
and energy existing in a space-time geometry is called quantum field theory. All matter and



energy is assumed to be some kind of fundamental point particle existing within and moving
through some kind of space-time geometry. A quantum field gives a complete description of that
point particle. Good examples of quantum fields are Maxwell's equations for the electromagnetic
field that give a description of the quantum particle called the photon and Dirac's equation for the
electron that gives a description of the quantum particle called the electron. In quantum field
theory, all fundamental point particles are described by a corresponding quantum field. The
fundamental forces of electromagnetism and the nuclear forces are described in terms of the
interactions between quantum fields. Quantum field theory is remarkably successful and explains
the nature of all atomic and nuclear physics.

The big problem is that in quantum field theory, the quantum particle has to exist within and
move through some kind of space-time geometry. What exactly is this space-time geometry? In
theoretical physics, space-time geometry is understood in terms of Einstein's field equations for
the space-time metric. The space-time metric is the field that measures the dynamical curvature
of space-time geometry, and the dynamical curvature of space-time geometry is understood to be
the nature of gravity. In effect, the space-time metric is the gravitational field.

The big problem is that there is no logically consistent way to understand the gravitational field
in terms of quantum field theory. All quantum particles have to exist within and move through
some fixed background space-time geometry, like flat Minkowski space. If gravity could be
understood as a quantum field theory, that would imply the existence of a quantum particle called
the graviton that would exist within and move through some fixed background space-time
geometry, like flat Minkowski space, which would contradict the very idea of gravity as the
dynamical curvature of space-time geometry.

What are we to make of this conundrum? It turns out that the mistake physicists made was to
assume that space-time geometry is a fundamental thing. In the last 25 years, theoretical
physicists have pretty much abandoned the idea of space-time geometry as being a fundamental
thing. Theoretical physicists have also pretty much abandoned the idea of point particles existing
within and moving through a space-time geometry as being fundamental things. If neither a
space-time geometry nor point particles existing within and moving through a space-time
geometry are really fundamental, then what is fundamental?

In the last 25 years, theoretical physicists have settled on the idea that there really are only two
fundamental things, which are more fundamental than either space-time geometry or point
particles existing within and moving through a space-time geometry. Actually, there must also be
a third fundamental thing that in some sense is more fundamental than the other two fundamental
things, but the third fundamental thing is not really a thing. Theoretical physicists have settled on
the idea that the two most fundamental things are information and energy. The holographic
principle explains how these concepts of information and energy construct the space-time
geometry of a holographic world, just like in a computer-generated virtual reality.



What exactly do we mean by space in a computer-generated virtual reality? The important point
to realize is that the perception of three dimensional space in a computer-generated virtual reality
is reducible to the way information is encoded on a computer screen. The computer screen is the
output device of the computer. Images of that computer-generated virtual reality are projected
from the computer screen to the point of view of the observer outside the computer screen that
perceives the images. Those images can all be reduced to the way information is encoded on the
computer screen. In a holographic world, the computer screen is a two dimensional surface that
encodes bits of information on pixels, and the projected three dimensional images of that world
are projected from the screen to the point of view of an observer outside the screen. The observer
always exists in a higher dimension outside the screen than the two dimensional surface of the
screen. The images of that holographic world are all reducible to bits of information encoded on
a two dimensional screen, and the observer exists in a higher dimension outside the screen. The
projected images only appear to be three dimensional because they're holographic in nature. In
other words, the perception of three dimensional space is a holographic illusion.

What exactly do we mean by time in a computer-generated virtual reality? The simple answer is
that the projected images are animated in the flow of energy that flows through the computer. As
energy flows through the computer, the projected images are animated in time. In this way, the
space-time geometry of a computer-generated virtual reality can be reduced to the fundamental
concepts of information and energy. Images of that virtual reality are forms of information that
can be reduced to bits of information encoded on the computer screen. Those forms of
information are projected like images from the computer screen to the point of view of the
observer outside the screen and are animated in the flow of energy through the computer.

If we really want to understand a holographic world as a computer-generated virtual reality, we
also have to explain how the computer is created and what is the nature of the observer. The
holographic principle gives a perfectly good scientific explanation for how a quantum computer
is created. The explanation begins with an observer in an accelerated frame of reference. In
relativity theory, an accelerated observer always has its observations limited by an event horizon
due to the constancy of the speed of light, which is like the maximal rate of information transfer
in three dimensional space. The accelerated observer also observes the effects of a force due to
its own acceleration. In relativity theory, the principle of equivalence tells us that the force of
gravity is due to nothing more than the observer's acceleration, which gives rise to the dynamical
curvature of space-time geometry. The observer's event horizon is a result of that dynamical
curvature of space-time geometry. The observer's event horizon is a two dimensional bounding
surface of space that limits the observer's observations of things in three dimensional space. This
two dimensional bounding surface of space is a direct result of the observer's acceleration.

The holographic principle basically says the observer's event horizon turns into a holographic
screen when that two dimensional surface encodes qubits of information. A qubit of information
is a quantized bit of information, like a spin ½ variable in quantum theory that encodes bits of
information in a binary code of 1's and 0's since the spin variable can only point up or down, like



a computer switch that is either on or off. A qubit of information is understood in the sense of a
matrix, which is a two dimensional array of numbers. On the two dimensional surface of an
event horizon, qubits of information are encoded in terms of a two dimensional array of numbers
called a matrix. This is the fundamental explanation for why a holographic world is just like a
computer-generated virtual reality, just like depicted in the movie the Matrix.

The observer's event horizon turns into a holographic screen when that horizon encodes qubits of
information, just like a computer screen in a computer-generated virtual reality. Whenever an
observer enters into an accelerated frame of reference, the accelerated observer's observations of
things in space are limited by an event horizon. The event horizon is a two dimensional bounding
surface of space that bounds some three dimensional region of space and limits the observer's
observations of things in that space. That horizon turns into a holographic screen when qubits of
information are encoded on the horizon, which in effect creates a quantum computer that gives
rise to the appearance of a computer-generated virtual reality. Everything perceivable in that
bounded three dimensional space is like a holographic image projected from the observer's two
dimensional holographic screen to its point of view in space, where the image is perceived.

The projected images of that holographic world are animated in the flow of energy that flows
through the quantum computer. Where does this energy come from? The holographic principle
gives a very straightforward explanation. That energy comes from the energy of the observer's
own accelerated motion in its accelerated frame of reference. That accelerated motion always
implies the expenditure of energy, which is the basis for the exertion of all forces.

We can now explain how the space-time geometry of a holographic world is created. It begins
with an observer in its own accelerated frame of reference. The observer's accelerated motion
gives rise to its event horizon that turns into its holographic screen when that horizon encodes
qubits of information. The appearance of a space-time geometry in that holographic world is a
result of holographic projection from the observer's holographic screen to its own point of view.
The appearance of a space-time geometry is the result of the projection of forms of information
that can be reduced to qubits of information encoded on the screen. Those forms of information
are projected like holographic images from the observer's screen to its own point of view and are
animated in the flow of energy that arises from the observer's own accelerated motion.

What about the point particles that appear to exist within and to move through that space-time
geometry? Again, those point particles are only forms of information that are projected like
holographic images from the observer's own holographic screen to its own point of view. All the
information for any point particle that appears within that holographic world can be reduced to
qubits of information encoded on the observer's holographic screen. Even the apparent motion of
the point particles that appear within that holographic world can be reduced to the expenditure of
energy they arises from the observer's own accelerated motion. The apparent forces that act on
those point particles are also reducible to the observer's own accelerated motion.



How do we explain the laws of physics that seem to govern events in the observer's holographic
world? In quantum field theory, we understand the laws of physics in terms of quantum fields,
like the quantization of the electromagnetic field, which explains the electromagnetic force. Even
the force of gravity is understood in terms of Einstein's field equations for the space-time metric,
which is the nature of the gravitational field. It turns out that all of field theory can be deduced
from the holographic principle. Field theories are deduced from the way qubits of information
are encoded on an event horizon, which is a two dimensional bounding surface of space that
bounds some three dimensional region of space, and the expenditure of energy inherent in the
observer's accelerated frame of reference that gives rise to that bounding surface as an event
horizon. Field theories are not really fundamental, but are only an approximate description of
what appears to happen in that bounded region of space. In physics, these are called effective
field theories. In the sense of thermodynamics, an effective field theory is like a thermodynamic
equation of state that only gives an approximate thermal average description of what appears to
happen in that bounded region of space when things are near thermal equilibrium. Instead of
being fundamental, all field theories only have approximate validity when things are near
thermal equilibrium, and only give a thermal average description of those events.

The laws of physics are like the operating system of the quantum computer that gives rise to the
appearance of a computer-generated virtual reality. The creation of information and energy that
underlies the creation of the quantum computer is more fundamental than the laws of physics.
The only things that are really fundamental in a holographic world are the way qubits of
information are encoded on the observer's holographic screen and the energy inherent in the
observer's accelerated frame of reference due to the observer's own accelerated motion. The
observer's holographic screen arises as an event horizon due to the observer's accelerated motion.
Everything the observer can observe in its own holographic world is a form of information that
can be reduced to qubits of information encoded on its holographic screen. Those forms of
information are projected like images from the observer's holographic screen to its own point of
view and are animated in the flow of energy that arises from its own accelerated motion.

How do we explain a consensual reality shared by multiple observers? Each observer observes
events in its own holographic world from the central point of view of that world as those events
are defined in terms of how information is encoded on its own holographic screen, but multiple
observers, each present at their own individual point of view, can share a consensual reality when
their respective holographic screens overlap like a Venn diagram and share information. This is
just like the kind of information sharing we see in a network of connected computer screens, like
the internet. Each observer is present at its own point of view at the center of its own holographic
world, and each observer's holographic screen arises as an event horizon due to its own
accelerated motion, but when those holographic screens overlap like a Venn diagram, they can
share information, and so events in those respective holographic worlds can become correlated.

We still have to explain the nature of the observer. Where does the observer come from? The first
thing to be clear about is that the observer is not something that the observer can perceive in its



own holographic world. The observer's holographic world is defined on its holographic screen
that arises as an event horizon due to its own accelerated motion. Everything the observer can
perceive in its own holographic world is a form of information projected like an image from its
own holographic screen to its own point of view and animated in the flow of energy that arises
from its own accelerated motion. The observer can perceive both the form of things and the flow
of energy that animates those forms, which are reducible to information encoded on the screen.
The observer itself is always present at its own point of view in space outside its holographic
screen. In the sense of a subject-object relation, the observer is the subjective perceiver and its
perceivable objects are animated forms of information. Both the form of things and the flow of
energy that animates things are perceivable, but the observer itself as the perceiver of things is
always present at a point of view in space and is not itself a perceivable thing. The observer itself
is neither a form of information that it can perceive nor the flow of energy that it can perceive.

What is the nature of the observer? The only possible answer is that the observer is a focal point
of perceiving consciousness present at the central point of view of its own holographic world.
Where does the observer come from? If we return to the concept of mind, the observer's mind is
its holographic screen, which is a mental screen. That mental screen is not created inside the
brain of a person in the world. That mental screen is a holographic screen that defines the
observer's holographic world. In the sense of the subject-object relation of perception, the
subjective observer is a focal point of perceiving consciousness present at the central point of
view of its own holographic world, and all the perceivable objects of that world are forms of
information projected like images from the observer's own holographic screen to its central point
of view and animated in the flow of energy. Those perceivable objects not only include external
sensory perceptions of the observer's holographic world, which are the things we classify as
external physical reality, but also internal mental perceptions, which are things like thoughts,
memories, emotional body feelings, and other forms of mental imagination. In this sense,
everything is a mental perception. Internal and external only refer to the boundary of the body of
a person in the world, but the mind is not defined inside a brain inside a body. The mind is
defined on a holographic screen that defines the observer's holographic world.

What then are we to make of the appearance of a person in the world? The simple answer is the
world is like a computer-generated virtual reality, and the appearance of a person in the world is
like an avatar in that virtual reality. A holographic world is just like a computer-generated virtual
reality, and a person in that world is just like an avatar in that virtual reality. The person is not
really a perceiver of that world. Organs of sensory perception inside the body of a person can
only transmit information about that world, and the brain can only process that information.
Some of those sensory perceptions are internal, like thoughts, memories and emotional body
feelings, and some of those sensory perceptions are external, like perceptions of the external
world, but internal and external only refer to the boundary of the body. All of these sensory
perceptions must be perceived, and the perceiver is the focal point of perceiving consciousness
present at the central point of view of its own holographic world. These sensory perceptions are



all forms of information projected like images from the observer's own holographic screen to its
central point of view and animated in the flow of energy. The animated form of a person that
appears in the holographic world that the observer perceives is just another projected image.

If the person in the holographic world we perceive is only like an avatar in a computer-generated
virtual reality, then why do we have the sense of being a person in the world? The answer has to
do with the nature of emotional self-identification. In the sense of the subject-object relation of
perception that defines self and other, the observer is the self and the animated form of a person
that appears in the holographic world the observer perceives is an object. The basic problem is
that the form of a person is emotionally animated, and the observer also perceives those internal
emotional body feelings. Emotional body feelings create a feeling of self-limitation to the form
of a body. As the observer perceives that feeling of self-limitation to the form of the body, the
observer feels self-limited to that emotionally animated form and emotionally identifies itself
with the form of the body, which is the nature of emotional self-identification.

There is a simple biological explanation for why personal self-identification is emotionally
driven. Evolution and natural selection in the sense of the survival of the fittest body have
designed emotions to defend the survival of the personal form of a body. The way body survival
works is in terms of the pleasure-pain principle. When the body expresses desire, the body
moves toward what feels good and promotes body survival. When the body expresses fear, the
body moves away from what feels bad and threatens body survival. Evolution has designed the
expression of emotions for no other purpose than to defend the survival of the body. By their
very nature, emotions are personally biased in the sense of defending the survival of the personal
form of a body. When the observer's focus of attention becomes personally biased in the defense
of body survival, more personally biased emotions are expressed. The expression of personally
biased emotions is self-limiting in nature, which makes the observer feel emotionally self-limited
to the form of the body as the observer perceives their expression, which leads the observer to
emotionally identify itself with that personal form, which leads to the expression of more
personally biased emotions, which perpetuates the vicious cycle of personal self-identification.

Personal self-identification is only driven by the expression of personally biased self-defensive
emotions due to personal bias in the observer's focus of attention, which leads to the expression
of more self-defensive emotions. The observer is defending the survival of its body as though its
existence depends on it. The observer is making an assumption that its existence is dependent on
the survival of its body, which is the assumption that the source of its perceiving consciousness is
its body. This is a false assumption since the form of the observer's body is only another form of
information that appears in the holographic world it perceives. The body is only like the form of
an avatar that appears in a computer-generated virtual reality game the observer plays from its
point of view outside the computer screen. This false assumption is only made because the body
is emotionally animated. The observer feels emotionally self-limited of its body as it perceives
the expression of emotions. In reality, the source of the observer's perceiving consciousness is
not its body. The observer's perceiving consciousness has an impersonal origin.



We still haven't answered the question of where the observer comes from? Where does the focal
point of perceiving consciousness present at the central point of view of its own holographic
world come from? This is where the concept of nonduality comes into the story. The holographic
world we perceive is at the level of the mind, which is at the level of the duality of self and other.
The nature of the self is the nature of the perceiving subject, which is the observer. There is only
an illusion that a person in the world is a perceiving self due to the illusory nature of emotional
self-identification. The observer is emotionally identifying itself with an emotionally energized
and mentally constructed body-based personal self-concept due to its feeling of self-limitation to
the emotionally animated form of a body. All of this is happening at the level of the mind, which
is just like a computer-generated virtual reality. The very nature of duality with its concept of self
and other only exists at the level of the mind and a holographic world, which is no more real than
a computer-generated virtual reality. The ultimate level of reality that is beyond the mind is
nondual. This ultimate nondual reality is the impersonal source of the observer's consciousness.

What exactly is this ultimate nondual reality? This question can only be answered in terms of
negation because the ultimate nondual reality is not perceivable. It is not a perceivable thing. All
the perceivable things are a part of a holographic world, and in reality are no more real than the
projected and animated images of a computer-generated virtual reality. The ultimate nondual
reality can only be described as absolute nothingness, which is commonly referred to as the void.
The thing to be clear about is that the void is not a part of the holographic world we perceive.
That world is characterized by a space-time geometry, but the void is not a space-time geometry.
That world consists of perceivable things, but the void is not a perceivable thing. There are no
perceivable things in the void and nothing is perceived in the void. Other than to describe it as
absolute nothingness, what is the void? What is this ultimate nondual reality?

The big clue we have is that the void is the source of the observer, which is the focal point of
perceiving consciousness present at the central point of view of its own holographic world. This
focal point of perceiving consciousness always arises in a subject-object relation as it perceives
events in its own holographic world. The observer and its holographic world are arising together
from the void. The observer always carries with itself its own sense of individual existence as it
perceives that world. The ultimate nondual reality of the void has no sense of individual
existence. It has no sense of self and other. All is One. In this sense, the ultimate nondual reality
of the void is undivided or undifferentiated. Since it is the source of the perceiving consciousness
of the observer, it is also consciousness and can be called undifferentiated consciousness. In
some sense, the undifferentiated consciousness of the void is focalizing itself into the focal point
of perceiving consciousness of the observer at the central point of view of its own holographic
world. The undifferentiated consciousness of the void, which can be called undivided being, is
focalizing itself into the focal point of perceiving consciousness of the observer at the central
point of view of its own holographic world, which can be called individual being.

The other big clue we have is that a holographic world only appears to come into existence when
the observer enters into an accelerated frame of reference due to its own accelerated motion.



What exactly is the observer moving relative to? The answer is the observer is moving relative to
the motionless void. That accelerated motion gives rise to an event horizon that limits the
observer's observations of things in space. Without the observer's accelerated motion, there is no
event horizon and no limitation of the observer's observations in space, but paradoxically,
without that limitation of the observer's holographic screen, nothing is observed in space. This
tells us that the absolute nothingness of the void is undivided, unlimited and unchanging.

The ultimate nondual reality of the void is not only the source of the observer's perceiving
consciousness, but also the source of all the information and energy that characterizes the
observer's holographic world. The observer and its holographic world always arise together in a
subject-object relation of perception, which is just like a computer-generated virtual reality. The
quantum computer that gives rise to the appearance of this computer-generated virtual reality is
created when the undifferentiated consciousness of the void focalizes itself into the focal point of
perceiving consciousness of the observer at the central point of view of its own holographic
world and when the observer begins to move relative to the motionless void. That's not only how
the observer's holographic world is created, but also how the observer itself is created.

The big question is why does the undifferentiated consciousness of the void focalize itself into
the focal point of perceiving consciousness of the observer and create a holographic world for
the observer to perceive? The obvious answer is the void is creating a holographic world so that
the observer can play a computer-generated virtual reality game. What's the point of playing this
virtual reality game? Just like playing any other kind of game, the only purpose of playing the
game is to amuse itself. The void creates the virtual reality game so that it can amuse itself.

Does playing the virtual reality game serve any other purpose? Does winning the game serve any
purpose? The thing to be clear about is that the same consciousness is playing both sides of the
game. The undifferentiated consciousness of the void focalizes itself into the point of view of all
observers. Different observers present at different points of view are the same consciousness.
When different observers play a virtual reality game with each other, it's the same consciousness,
just present at different points of view. The same consciousness plays both sides of the game, so
what real difference does it make who wins the game? The only way it can appear to make any
difference who wins the game is if the observer identifies itself with the form of a person that
appears in the virtual reality game. That personal self-identification always arises with personal
bias in the focus of attention of consciousness that leads to personal bias in the way emotions are
expressed, which leads to the creation of a personal self-concept or ego. Only when the observer
emotionally identifies itself with the form of a person can it appear to make any real difference
who wins the game, and that personal self-identification always implies personal bias in the way
the game is played. Without personal bias in the way emotions are expressed and the way the
game is played, winning and losing are all the same. The virtual reality game is only played for
its amusement and entertainment value. There has to be personal bias in the way the game is
played, which arises with personal bias in the focus of attention of consciousness, for it to appear
to make any real difference who wins the game. Only ego cares about who wins the game.



Footnote: The Philosophy of Mind described here is the Platonic version inspired by Plato's
Allegory of the Cave. Plato also refers to the ultimate nondual reality beyond the mind when he
refers to the Source of the light that illuminates the images projected or shadows cast on the wall
of the cave. The light of course refers to the light of consciousness, the cave refers to a
holographic world, the wall of the cave refers to a holographic screen, the perceiving self is a
moving point of perceiving consciousness at the central point of view of its own holographic
world, a prisoner refers to a perceiving self emotionally identifying itself with the projected and
animated image of a person it perceives that appears on the wall of the cave, and the Source
refers to the void. As they say in the philosophy biz, All philosophy is a footnote to Plato.

Appearances are Deceiving

Do not try to bend the spoon. That is impossible. Only try to realize the truth.
What truth?

There is no spoon.
Then you'll see that it is not the spoon that bends, but only yourself.


