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Abstract: Computer simulation model theory (CSMT), as a substituted extension of mathematical model
theory (MMT), is a conjecture that: for a formula φ, construct a computer simulation model S such that 1- φ
does not hold in S, and 2- the reasoner I (human being, the one who lives inside the reality) cannot
distinguish S from the reality (R), then I cannot prove φ in reality. The conjecture is not tautologous. While
we show elsewhere that P=NP is not tautologous (via refutation of the Schaefer theorem), the unprovability
of P=NP does not follow from this CSMT approach. This conjecture forms a non tautologous fragment of
the universal logic VŁ4.
We assume the method and apparatus of Meth8/VŁ4 with Tautology as the designated proof value, F
as contradiction, N as truthity (non-contingency), and C as falsity (contingency). The 16-valued truth
table is row-major and horizontal, or repeating fragments of 128-tables, sometimes with table counts,
for more variables. (See ersatz-systems.com.)
LET ~ Not, ¬ ; + Or, ∨, ∪, ⊔ ; - Not Or; & And, ∧, ∩︀, ⊓ ,·; \ Not And;
> Imply, greater than, →, ⇒ , ↦, ≻, ⊃, ↠ ; < Not Imply, less than, ∈, ≺, ⊂, ⊬, ⊭, ↞, ≲ ;
= Equivalent, ≡, :=, ⇔, ↔, ≜, ≈, ≃ ; @ Not Equivalent, ≠;
% possibility, for one or some, ∃, ◊, M; # necessity, for every or all, ∀, □, L;
(z=z) T as tautology, ⊤, ordinal 3; (z@z) F as contradiction, Ø, Null, ⊥ , zero;
(%z>#z) N as non-contingency, Δ, ordinal 1; (%z<#z) C as contingency, ∇, ordinal 2;
~( y < x) ( x ≤ y), ( x ⊆ y), ( x ⊑ y); (A=B) (A~B).
Note for clarity, we usually distribute quantifiers onto each designated variable.
From: Ramezanian, R. (2019). Computer-simulation model theory (P = NP is not provable).
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Abstract The simulation hypothesis says that all the materials and events in the reality (including the
universe, our body, our thinking, walking and etc) are computations, and the reality is a computer
simulation program like a video game. All works we do (talking, reasoning, seeing and etc) are
computations performed by the universe-computer which runs the simulation program. Inspired by
the view of the simulation hypothesis (but independent of this hypothesis), we propose a new method
of logical reasoning named “Computer-Simulation Model Theory”, CSMT. Computer-Simulation
Model Theory is an extension of Mathematical Model Theory where instead of mathematicalstructures, computer-simulations are replaced, and the activity of reasoning and computing of the
reasoner is also simulated in the model. (CSMT) argues that:
for a formula φ, construct a computer simulation model S such that
1- φ does not hold in S, and
2- the reasoner I (human being, the one who lives inside the reality) cannot
distinguish S from the reality (R),
then I cannot prove φ in reality.
(1.1)
LET

p, q, r, s:

φ=[P=NP], I reasoner, R reality, S simulation model [= E].

(~((p=(p=p))<s)&((q<r)>~(s+r)))>((p<r)=(p=p)) ;
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(1.2)

Although CSMT is inspired by the simulation hypothesis, but this reasoning method is independent
of the acceptance of this hypothesis. As we argue in this part, one may do not accept the simulation
hypothesis, but knows CSMT a valid reasoning method. As an application of Computer-Simulation
Model Theory, we study the famous problem P vs NP. We let φ ≡ [P = NP] and construct a computer
simulation model E such that P = NP does not hold in E.
(2.1)
Remark 2.1: Eq. 2.1 is ostensibly the same as 1.1 as rendered, hence 2.1 maps to 1.2.
Eq. 1.2 is not tautologous, hence refuting the conjecture of CSMT. While we show elsewhere that
P=NP is not tautologous (via refutation of the Schaefer theorem), the unprovability of P=NP does not
follow from this CSMT approach.

