Behavior Control

Radicalization Pathways —
"Progressive extremity exposure'

Dopamine Circuit Hijacking —
"Direct exploitation of mesolimbic
reward pathways"

Attention Capture
Mechanisms
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Social Comparison Engineering —
Platforms deliberately manipulate emotional "Systematic inadequacy manufacturing“ \/ Algorithmic curation creates parallel information
universes where false information spreads 6x

states through contagion experiments, optimize
for negative emotions that drive engagement,
and create parasocial relationships that
substitute for real connection while extracting
emotional labor as free content."

Consensus Manufacturing —
"Artificial majority creation”

Negative Emotion Exploitation —
"'Rage and fear optimization for engagement’

faster than truth, repetition creates illusion of
validity, and synthetic media makes 'seeing is
believing' obsolete. Each person's reality

becomes their personalized algorithmic feed.
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