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        This book from scratch presents the simulation hypothesis.

        It is written in an accessible way, in plain language.

        It contains many amazing and interesting trivia related to the theory that we live in computer simulation.

        Even if this theory is not foreign to you, you will find here a lot of information about which you certainly had no idea.

        The book presents evidence for life in simulation as well as problems arising from it.
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      Warning

    
    This book should not be read by people with closed minds and people who are too sharply embedded in reality.

    


    This book can upset your whole worldview. Anything you read about here, even the most logical thing, does not immediately mean that it is true.

    


    This book is the simplest representation of the theory of computer simulation, which is quite popular and raises a lot of controversy.

    


    The author does not bear any consequences in a radical change in the worldview of readers and the resulting consequences.

    


    Maybe the whole thing will seem a bit chaotic to you, but I strongly encourage you to go through the whole thing, because I guarantee that you did not expect certain information contained here, even if this theory is not at all foreign to you. Certainly, this information will expand your mind (trivia), and thus also your perception of the world around you.

  

    
        
  
    
      Introduction

    
    Morpheus: Let me tell you why you’re here. You’re here because you know something. What you know you can’t explain. But you feel it. You’ve felt it your entire life. That there’s something wrong with the world. You don’t know what it is but it’s there, like a splinter in your mind driving you mad. It is this feeling that has brought you to me. Do you know what I’m talking about?

    


    Neo: The Matrix?

    


    Morpheus: Do you want to know what IT is? The Matrix is everywhere. It is all around us, even now in this very room. You can see it when you look out your window or when you turn on your television. You can feel it when you go to work, when you go to church, when you pay your taxes. It is the world that has been pulled over your eyes to blind you from the truth.

    


    Neo: What truth?

    


    Morpheus: That you are a slave, Neo. Like everyone else you were born into bondage, born into a prison that you cannot smell or taste or touch. A prison for your mind… Unfortunately, no one can be told what the Matrix is. You have to see it for yourself.

    


    „The fact that we live in a computer simulation may be more likely than the fact that we don’t live in it”

    


    Is our world some big Sims?

    


    The theory is not that we are in a virtual world, in a world that exists independently of us, without us inside — in which we ourselves are players, and somewhere there is our version of flesh and blood, which is all controls. This is not the point in this theory. This theory assumes that we are in a simulated world, which means that we are not users or players, but we are part of the simulation ourselves.

    


    However, I would like to mention at the same time that all ideas intertwine with each other and sometimes also combine into a coherent whole, so all concepts will be presented here, and as this subject is still studied by outstanding people, I encourage you to think about it personally and not limit yourself and only for some assumption, but considering all available options.

    


    The theory of simulation answers many questions, whether related to the laws that govern the universe, or the big bang theory itself, which in this hypothesis is nothing but the beginning of the simulation of our universe, the launch of the program, and thus its end will be disable this program.

    


    “We are living in computer generated reality.” (Philip K. Dick)

  

    
        
  
    
      Probable beginnings

    
    The theory that we live in computer simulation was mainly propagated by the Matrix movie in the 1990s.

    Then physicists Tom Campbell and Brian Whitworth presented the theory as we know it today, but the theory itself goes back 400 years.

    Similar theories were created quite a long time ago.

    It was initiated by the philosopher René Descartes (Descartes), who was the first to put forward the argument that we may be living in a world that is not real. René Descartes in his work „Meditations on the First Philosophy” proposes 3 skeptical arguments, which he tries to prove that we have no knowledge of the world,

    


    We can distinguish two types of simulation

    1. Individual — the simulation in which you exist, only you, i.e. the simulation is created in the head of each of us separately.

    


    2. Collective — a simulation in which everyone is located, i.e. simulation of entire worlds.

    


    Evidence that we live in a computer simulation

    


    — Development of computer games — creating simulations.

    


    Imagine you are playing a game and you are the character you play in a big city. Around you you can see buildings, moving people and cars. You may then think that what is in this place that you observe with your character occurs at the same time throughout the entire map of the virtual world in which you play. You suppose that everything is already there and functioning independently.

    


    It’s not true! In fact, there is nothing there. There are no textures there because they have not yet been generated. These textures are generated only in the vicinity of your character. They arise in a specific place sometime in advance, when your character is located at a certain distance from this place.

    


    This is the basic premise that should accompany you throughout this book:

    


    Game textures do not exist where there is no player.

    


    All objects observed from a long distance or from a certain height are simply simplified. They are not sharpened, because simulating the whole city or the virtual world in which your character is located, along with all the sharp details that you observe closely, would require too much processor power.

    


    Our universe seems to consist of pixels that take a specific form only during observation, just like in a computer game. The reality of the game is created only where the player is.

    


    All other places where there is no player — are empty or very simplified.

    


    It may seem that our universe is a simulation that works on some very powerful computer, whose power is not enough to accurately calculate every single particle in space, so it does it using a simplified model — using a probability wave.

    


    Everything is calculated accurately only when a specific object is carefully observed, so that the observer does not lose the illusion of reality of his world. This allows you not to burden the computer and its power unnecessarily.

    


    Einstein concluded that nothing could move faster than light in a vacuum, which became a universal constant after some time, although it is not known why.

    


    If the physical world is virtual reality, then the speed of light is probably nothing more than the speed of information processing, where information is defined as a sample of finite loads. As a result, information must also be processed at finite speed, which in turn means that our world is „refreshed” at finite speed.

    


    For comparison, the processor of a supercomputer can be refreshed many billions of times per second, so in that case our world is billions of times faster.

    


    The general rules are the same. The screen image has pixels and the refresh rate (number of images given in one second [Hz]). In our world there is Planck length and Planck time. Here, the speed of light will be limited because the network is unable to send anything faster than one pixel per cycle, i.e. Planck length per Planck time unit (or also about 300,000 km/s), therefore, according to this concept, the speed of light is limited to the maximum performance of the computer for which this virtual reality is created.

    


    The speed of light is limited to the maximum performance of the computer for which this virtual reality is created.

    


    According to Einstein’s theory of relativity, time in different reference systems runs in different ways, e.g. while being next to a black hole (in a simplified way for further needs — a very large, extremely heavy object), in one day, a million years may pass on earth.

    


    For someone who would be able to move almost at the speed of light, it may take literally a few seconds, where at the same time, for someone on earth it may take many years. No, this is not a conspiracy theory! This has been proven in numerous experiments.

    


    Virtual reality depends on virtual time. Every player knows and probably has often experienced that when the computer freezes due to the delay in displaying frames per second, the game time also slows down (this is about FPS — frames per second, which is nothing but a measure of the speed of displaying moving images).

    


    So if our character accelerates to very high speeds on the game map, the computer will not have much time to load frames, so the number of frames per second will decrease (the image will stutter). You can also accelerate to such a speed at which the game freezes completely and the computer displays zero frames per second (FPS = 0).

    


    A very interesting thing is that just near very large and complex objects, with numerous details, the frame rate also decreases regardless of whether our character in the game is moving or not. This is for a simple reason — a computer requires much more computing resources to process a very large number of textures.

    


    In exactly the same way, time slows down as speed increases or near massive objects, which is almost suspiciously similar to game mechanics, as explained above.

    


    The speed of light is limited to the maximum performance of the computer on which this virtual reality is created.

    


    — Observer paradox — the assumption that the mere observation of a physical experiment affects its course.

    


    Probably everyone who is interested in this subject has heard about the quantum physics experiment, called the two-slit experiment, also known as Young’s experiment

    
      


      End of preview.

      Please purchase the full version.
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