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ABSTRACT

This work is focused on providing emerging technology to respond to the long-recognized need to rapidly and con-
sistently quantify the analyses of a body of psychological tests that are otherwise ostensibly subjective. That need is
driven by the increasingly distressing news of the upsurge of self-destructive behaviors: substance abuse, suicide,
violent attacks, PTSD symptoms, etc. and the need for better early recognition and intervention. The paper reviews
one of the important disciplines in psychometrics, projective tests, e.g. the Thematic Apperception Test, the Ror-
schach Test, the Draw-a-Person test. The issues militating against the more widespread use of those instruments are
discussed. Three of the most debilitating characteristics of the tests are: high personnel costs of evaluation, lack of
consistency in evaluations and imprecise quantification of the results. The paper sets forth emerging technologies
that can putatively address all of these issues: deep learning, quantum computing, and virtual conversations with
interactive computer generated humans. Advances in all of these fields are noted and their applicability to the issues
at hand is discussed. The authors present their position that the use of Natural Language Processing techniques,
enabled and enhanced by the emerging technologies referenced above now provide a more efficacious way to ad-
minister and benefit from projective tests. This would allow neural net training to isolate diagnostic insights. Fur-
ther, they advance the assertion that such tests will open up entirely new areas of investigation and reveal new areas
of insight that have heretofore escaped the attention of mental health professionals. The extensibility of these in-
struments into other uses is considered and the adaptability into the readers’ disciplines is expressed. One of the
areas being investigated is the use of these techniques in the recruitment and placement evaluations in police forces.
The paper concludes with a short analysis of anticipated progress in each technology.
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