Example Code for Activity Functions of Basic Contexts
Source data taken from the implementation of **Beast**.
Arrays defined before "birth":

// Array of integral basic states:
BasicStates = {
    id = 1  // Bad
    id = 2  // Normal
    id = 3  // Good
}

// Array of vital parameters ("vitals"), containing ID and significance weight in conditional percentages:
VitalsArr = {
    Id = 1,  importance = 70   // Hunger (energy deficit)
    Id = 2,  importance = 30   // Stress
    Id = 3,  importance = 20   // Mating drive ("Gon")
    Id = 4,  importance = 5    // Need for social interaction
    Id = 5,  importance = 5    // Need for learning
    Id = 6,  importance = 10   // Exploration
    Id = 7,  importance = 50   // Self-preservation
    Id = 8,  importance = 100  // Damage
}

// Basic behavioral styles (basic reflex contexts):
BasicContexts = {
    id = 1   // Feeding — feeding behavior, energy replenishment; consumes time and suppresses antagonistic behavioral styles.              importance = 40
    id = 2   // Exploration — exploratory behavior, curiosity. Examining objects of attention, seeking new opportunities.                importance = 20
    id = 3   // Play — play behavior: practicing experience in simplified scenarios or during learning.                                 importance = 20
    id = 4   // Mating — sexual behavior. Suppresses antagonistic styles.                                                              importance = 10
    id = 5   // Defense — defensive behavior triggered by clear threat signals or poor internal state.                                 importance = 30
    id = 6   // Laziness — apathy in states of well-being or hopelessness.                                                            importance = 5
    id = 7   // Stupor — freezing response under overwhelming danger or in the absence of motivation due to comfort or lack of options. importance = 5
    id = 8   // Fear — caution in the presence of signs of danger.                                                                      importance = 7
    id = 9   // Aggression — aggressive behavior toward easy prey or in defense (sometimes triggered by poor internal state).          importance = 10
    id = 10  // Anger — ruthlessness in response to low-value assessment.                                                              importance = 5
    id = 11  // Kindness — altruistic behavior.                                                                                         importance = 10
    id = 12  // Sleep — sleep state. Releases accumulated stress, reconstructs unprocessed information.                                importance = 20
}

> **Note:** Sleep is not activated by homeostatic parameters, but rather by the accumulation of daily activity involving conscious and non-meaningful episodes, which necessitates optimization of episodic memory and release of sustained stimuli.

// Array of groups of basic contexts (modified compared to Beast):
Emotions = {
    id = 1   groupArr = [1]
    id = 2   groupArr = [2]
    id = 3   groupArr = [3]
    id = 4   groupArr = [4]
    id = 5   groupArr = [5]
    id = 6   groupArr = [6]
    id = 7   groupArr = [7]
    id = 8   groupArr = [8]
    id = 9   groupArr = [9]
    id = 10  groupArr = [10]
    id = 11  groupArr = [11]
    id = 12  groupArr = [12]
    id = 13  groupArr = [1, 2]
    id = 14  groupArr = [2, 3, 11]
    id = 15  groupArr = [2, 5]
    id = 16  groupArr = [6, 11]
    id = 17  groupArr = [3, 11]
    id = 18  groupArr = [2, 3, 9]
    id = 19  groupArr = [2, 3, 5]
    id = 20  groupArr = [2, 5, 8]
    id = 21  groupArr = [2, 5, 9]
    id = 22  groupArr = [1, 2, 9]
    id = 23  groupArr = [1, 2, 8]
    id = 24  groupArr = [1, 2, 3]
    id = 25  groupArr = [6, 8, 11]
    id = 26  groupArr = [1, 2, 11]
    id = 27  groupArr = [1, 3, 11]
    id = 28  groupArr = [2, 3, 11]
    id = 29  groupArr = [1, 6, 11]
    id = 30  groupArr = [2, 9, 10]
}

// Array of basic context groups allowed for each basic state (BasicStates)
// Which emotion groups are possible in individual basic states:
BasicEmotions = {
    BasicStates = 1,  Emotions ID = [2, 5, 7, 9, 10, 12]   // for "Bad"
    BasicStates = 2,  Emotions ID = [12, 13, 14, 15, 16, 17, 1, 19, 20, 21, 22, 23, 24, 25, 26, 27, 28, 29, 30]  // for "Normal"
    BasicStates = 3,  Emotions ID = [1, 3, 4, 6, 11]       // for "Good"
}
> **Note:** Sleep (id = 12) is only possible in "Normal" and "Bad" states.

// On each change of VitalsArr, compute:
DeviationFromNorm[8]  // deviation of each parameter from its norm, expressed as a percentage of 100.

// This replaces previously used fixed deviation ranges.
// Example: if parameter 1 deviates from norm by 30%, then DeviationFromNorm[1] == -30 (negative = harmful deviation).
// If parameter 1 improves toward norm by 10%, then DeviationFromNorm[1] == +10.

// Compute the integral basic state (BasicStates):
func getCurrentBasicState() {
    Result = 0
    foreach VitalsArr as v {
        Result += VitalsArr[v.id].importance * DeviationFromNorm[v.id]
    }
    // If deviation is minor, consider state "Normal"
    if (Result < -50) return 1  // Bad
    if (Result > 50)  return 3  // Good
    return 2                    // Normal
}

BasicStates = getCurrentBasicState()

// This function may be implemented differently.

// Determine active basic contexts — the most ancient mechanism for restoring norm by activating contexts whose behaviors aim to restore a parameter or produce an adaptive response.
// Activation logic does NOT require handling priorities or conflicts, because all such considerations are already encoded in the allowed combinations within BasicContexts.
// Antagonist arrays are unnecessary.

// Exception: Sleep (BasicContextsActived[12] = true) is activated based on sleep need for reducing excess activity and optimizing memory.
// Array of active basic contexts (boolean values):
BasicContextsActived[12]  // all initialized to false

func getActiveBasicContexts() {
    // RESET all activated contexts EXCEPT sleep
    for i = 1 to 12 {
        if (i == 12) break  // Do not reset sleep here
        BasicContextsActived[i] = false
    }

    // Sleep is only allowed in "Normal" or "Bad" states.
    // If sleep is already active and current state permits it, return early.
    if (BasicStates != 3 && BasicContextsActived[12]) {
        return  // Sleep already active and valid
    }

    // Energy (Hunger)
    if (DeviationFromNorm[1] < -70) {
        BasicContextsActived[1] = true  // Feeding
        BasicContextsActived[2] = true  // Exploration
    }
    if (DeviationFromNorm[1] > 50) {
        BasicContextsActived[6] = true  // Laziness
        BasicContextsActived[11] = true // Kindness
    }

    // Stress
    if (DeviationFromNorm[2] < -50) {
        BasicContextsActived[2] = true  // Exploration
        BasicContextsActived[5] = true  // Defense
    }
    if (DeviationFromNorm[2] < -80) {
        BasicContextsActived[7] = true  // Stupor
    }

    // Mating Drive ("Gon")
    if (DeviationFromNorm[3] < -70) {
        BasicContextsActived[4] = true  // Mating
    }

    // Need for social interaction
    if (DeviationFromNorm[4] < -60) {
        BasicContextsActived[11] = true // Kindness
        BasicContextsActived[3] = true  // Play
    }

    // Need for learning
    if (DeviationFromNorm[5] < -50) {
        BasicContextsActived[2] = true  // Exploration
        BasicContextsActived[3] = true  // Play
    }
    if (DeviationFromNorm[5] > 50) {
        BasicContextsActived[6] = true  // Laziness
    }

    // Exploration drive
    if (DeviationFromNorm[6] < -50) {
        BasicContextsActived[2] = true  // Exploration
        BasicContextsActived[3] = true  // Play
        BasicContextsActived[8] = true  // Caution (Fear)
    }

    // Self-preservation
    if (DeviationFromNorm[7] < -50) {
        BasicContextsActived[9] = true  // Aggression
        BasicContextsActived[8] = true  // Caution
        BasicContextsActived[5] = true  // Defense
        BasicContextsActived[10] = true // Anger
    }

    // Damage
    if (DeviationFromNorm[8] < -50) {
        BasicContextsActived[8] = true  // Fear/Caution
        BasicContextsActived[11] = true // Kindness
        BasicContextsActived[5] = true  // Defense
    }

    // Normal state
    if (BasicStates == 2) {
        BasicContextsActived[11] = true // Kindness
        BasicContextsActived[2] = true  // Exploration
        BasicContextsActived[3] = true  // Play
    }
}

getActiveBasicContexts()

> Sorting `BasicContextsActived` by context importance is not required.
> Evolutionarily more complex behavior involves selecting relevant groups of basic contexts.
// Determine the most suitable group of basic contexts (CurrentEmotion) for the current state, based on BasicContextsActived:
func getCurrentEmotion() {
    // Find Emotion ID where all contexts in groupArr are active
    foreach Emotions as emotion {
        match = true
        foreach emotion.groupArr as contextID {
            if (BasicContextsActived[contextID] == false) {
                match = false
                break
            }
        }
        if (match == true) {
            return emotion.id
        }
    }

    // If no match found:
    return 7  // Stupor

    // In principle, a match should always exist, since the first emotions replicate individual behavioral styles.
}

CurrentEmotion = getCurrentEmotion()
