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This is just a collection of various interesting OT processes.  My opinion is that you will do best switching off between drills and case handling rather than specializing in one or the other.

There are many OT drills in the Scientology materials of 1952-4. A small percentage of them made it into the old OT 5 and 6, but those could be considered quickie levels compared to what could have been done.  Note that old 5 and 6 were put together in the quickie era of Scientology and were never expanded.

A number of these processes are in the book "Creation of Human Ability".  The drills given in route 1 were probably favorites of Ron's, but the book also contains the SOP 8C rundown which (except for the opening procedure) is loaded with OT processes.  There are more processes in the tech volumes for this time period. Especially interesting are the processes given in the 1st, 2nd, and 3rd ACC tapes.  The group processing sessions of the 3rd ACC are real eye openers.

I'm not going to repeat all of Ron's material here.  You should study it in the original form if at all possible.  Instead, I will limit myself (with a few exceptions) to additional things that I have come up with, or significant improvements on Ron's versions.
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MY FAVORITE EXTERIORIZATION PROCESSES



August 1996



FIND SOME PLACES WHERE YOU'RE NOT



This is Ron's process from the 2nd ACC and SOP 8C step 1.  The pure form often turns on at least some faint degree of exterior perception, and there are many variations.  See SOP 8C.





EXTERIORIZATION BY ALTERNATE SPOTTING



You lie down and close your eyes.  Then:



SPOT 3 POINTS IN THE BODY.  SPOT 3 POINTS IN THE ROOM.  

The commands are run alternately.



This is Ron's process from the 5th ACC.  He even uses it on a group processing tape, so its a bit silly to keep it locked up on the upper levels.





SELF ANALYSIS as an OT Drill.



This is done using the book "Self Analysis".

Alter each command from "Recall a time when ...." to "Look around the city and see if you can spot ....".  Skip any commands which don't make sense in the altered form.

You take a command from the book, alter it as above, close your eyes, and then get the idea that your looking down at the city and try to spot the thing asked for.  Do the command a number of times, until you feel good about it.  Then go on to the next command.

Don't worry about whether or not your really seeing anything or just imagining it.  At first you probably are imagining it, but gradually you'll start picking up on real stuff and getting things half right.  True clear and certain exterior perception is way up there.  Don't expect it to happen in one big jump. Work on drills like this occasionally and gradually your perception improves.

You can also use simple versions of locational processes in a similar manner, spotting things that you like or that are safe to look at or whatever.

I came up with this variation of self analysis myself, but Ron also had a similar alternate use in 1953 which was to change all the commands from "recall" to "mockup" so that the book could be used for self audited mockup processing.  There was even a printed version of this variation which was published as "Self Analysis in Scientology", but of course its no longer available at the CofS since mockup processing was forbidden by an HCOB in the early sixties.  

SIMPLY SLIDING OUT.



Richard Monroe had a nice exteriorization technique in his book "Far Journeys".  He would simply lay down, close his eyes, and roll over without moving the body, leaving it behind him.

Ron had a similar technique in the 1st ACC.  He would have the student, sitting in a chair, remain in the chair while he had the body get up and walk away.  The student, as a being, should in theory see the body walking away from him.

Monroe's technique has the advantage of not requiring the PC to work the motor controls of the body while he is separating from it.

In either case, we are separating the motion of the thetan and the body, having one stay in place while the other moves.



TECHNIQUES THAT ARE NOT VERY GOOD.



Many of the yoga and metaphysical techniques are not ideal.

Often they work with the chakras (disks of energy in the "astral" body) or the third eye (which is surrounded by energy fields) or other forms of heavy energy flows.

These can sometimes exteriorize somebody, but they are difficult and stir up all sorts of energy fields, which often make it more difficult to get out.  Fooling around with these things should be left to the advanced students and will be discussed in another write-up.

The only one that I found to be easily workable was to very lightly run a gentle flow of energy up and down the spine and gradually slide out while doing that.  This seems to work because you are reassuring yourself that you can retain your control and connection to the body so that you feel safer about sliding out.



 =====================================================



SOP 8C REVISITED



The steps of SOP 8C were one of Ron's better collections of OT processes, but they were put together very early in the subject, and are mostly general suggestions rather than precisely worked out processes.  The auditors of that time were expected to take a general idea and come up with appropriate commands as they worked with the PC.  There is something to be said for this approach, but it requires a great deal of skill and is neither suitable for self auditing nor for use by any but the most knowledgeable auditors.



In light of this, I took a few sentences from SOP 8C and turned them into a modern style rundown.  This ran very nicely as a solo process.  It is presented here both as a useful rundown and as an example of how to make the various steps of SOP 8C into a powerful modern rundown.  The bulk of it still needs to be put together this way.



HANDLING ORDERS



This is run exterior.

Get a number of answers for each question before going on to the next one.  Continue going through the questions in a round robin fashion until you have a big win.



a) Spot some people who are not giving you orders.

b) Spot some people who you are not giving orders to.

c) Spot some people who are not giving orders to others.

d) Spot some people who are not receiving orders from others.

e) Spot some people who are not giving orders to themselves.



When this is complete, you go on to the next process which is the same questions run on things instead of people.



a) Spot some things which are not giving you orders.

b) Spot some things which you are not giving orders to.

c) Spot some things which are not giving orders to others.

d) Spot some things which are not receiving orders from others.

e) Spot some things which are not giving orders to themselves.



The third process is on places.



a) Spot some places which are not giving you orders.

b) Spot some places which you are not giving orders to.

c) Spot some places which are not giving orders to others.

d) Spot some places which are not receiving orders from others.

e) Spot some places which are not giving orders to themselves.



The next one is on groups.



a) Spot some groups that are not giving you orders.

b) Spot some groups that you are not giving orders to.

c) Spot some groups that are not giving orders to others.

d) Spot some groups that are not receiving orders from others.

e) Spot some groups that are not giving orders to themselves.



The fifth one is on governments.



a) Spot some governments which are not giving you orders.

b) Spot some governments which you are not giving orders to.

c) Spot some governments which are not giving orders to others.

d) Spot some governments which are not receiving orders from others.

e) Spot some governments which are not giving orders to themselves.



Then lifeforms.



a) Spot some lifeforms that are not giving you orders.

b) Spot some lifeforms that you are not giving orders to.

c) Spot some lifeforms that are not giving orders to others.

d) Spot some lifeforms that are not receiving orders from others.

e) Spot some lifeforms that are not giving orders to themselves.



Then energies.



a) Spot some energies that are not giving you orders.

b) Spot some energies that you are not giving orders to.

c) Spot some energies that are not giving orders to others.

d) Spot some energies that are not receiving orders from others.

e) Spot some energies that are not giving orders to themselves.



And finally run it on spirits.  (if it seems to indicate to do so, you can also run this on "gods", but I tend to bundle them together with spirits).  This would be a real speed up process for somebody who is moving slowly on Nots or having trouble with it.



a) Spot some spirits who are not giving you orders.

b) Spot some spirits who you are not giving orders to.

c) Spot some spirits who are not giving orders to others.

d) Spot some spirits who are not receiving orders from others.

e) Spot some spirits who are not giving orders to themselves.



Following orders



After doing the above, It seemed like a good idea to run the following, which produced a good result.



Spot a time when you choose to follow other's orders for the sake of having a game.  Notice a few things about that time.

Then spot an earlier time etc. until you either get the first time, or reach the earliest one you can.  If you don't already feel exceedingly good about it, then handle that earliest one by alternate spotting (something in the incident, something in the room) until you do feel really good about it.

Next, spot a time when you talked others into following your orders for the sake of having a game.  Handle as above.

Note that we're aiming for a state where you have freedom of choice about following or disagreeing with orders and do not follow them compulsively but can choose to do so if you're interested in the game to which the orders apply.



The SOP 8C Goals Process



Here's another nifty process based on SOP 8C.



a) Spot some goals you do not have.

b) Spot some goals that others do not have.

c) Spot some goals that you don't have for another person.

d) Spot some goals that another person doesn't have for you.

e) Spot some goals that another person doesn't have for others.



 =====================================================





SOME HIGH POWERED PROCESSES



August 1996



Of the many things I thought up and tried, these were some of the best.



UNIVERSE EXTERIORIZATION



Spot three points in the room.

Spot three points outside of this universe.



Run alternately.

See what you come up with.



MUST NOT TOUCH



Pick an object in the room.

Imaging that you are starting to put an energy beam on it.

Have the walls yell "Mustn't Touch" at you, and you pull the beam back very quickly.

Repeat this with different objects until you feel something release and feel very good.



INFINITE MOCKUPS



Pick an object in the room and mock up a copy of it.  Then run the copy out to infinity by stretching thousands of them off into the distance with the postulate that the copies go on endlessly.  Then unmock it and repeat with another object.

When you do the unmock step, you should be able to simply decide to have it vanish and have it do so.  However, the first few times, it may be a bit sticky and persistent because there is so much havingness to the mockup that you may want to hang onto it or other entities may try to keep it there.  So if there's any problem dissolving the mockup, then mockup more infinite runs of the same object, and make them different colors.  When you have enough, you will find it easy to snap them out of existence.



OWNERSHIP OF REALITY



Pick a section of a wall.  Make it as big as you can have and encompass comfortably, maybe a circle a yard or so in diameter.

Run alternately:



a) get the idea that you're mocking it up.

b) get the idea that another is mocking it up.



When this flattens, go on to the next pair of commands and run them the same way.



a) get the idea that you're mocking it up.

b) get the idea that society is mocking it up.



Continue on, substituting the following list of terminals in place of society in command b above, always alternating the idea that you are mocking it up with the idea that the other thing is mocking it up.

Run each one as long as it produces change.  The list is:



Lifeforms

The body

Your machinery

The object itself (get the idea that the wall is mocking itself up)

The physical universe

Agreed upon machinery

Spirits

God.



Once you have finished all ten of the above processes, you should have a good awareness of who is mocking up the wall.  If not, then run the above set of processes again.  You can pick a different wall or some large object (make sure its big and heavy) on subsequent passes.

I learned a lot from running this.  One of the things I learned was that I was usually not the one mocking it up but I could be.  Often nobody is mocking it up except for old machinery which continues to make it persist.  Sometimes many people are each contributing a percentage and sometimes a particular person grabs it all.  The whole thing is in a state of flux with the responsibility and control floating around by postulate.





ENERGY BEAM DRILL



I fooled around a lot with energy beams (and so did Ron to some degree in 1952) without a lot of results or a great deal of reality until I stumbled upon this process.

One of the problems in working with beams is that you try to do something with them and the lack of physical universe reaction causes you to invalidate the beam, so you never get very far or have a chance to build up strength.  So its a mistake to try to put a beam on anything and use it (unless you're very far along).  What's needed is an isometric where you actually start to feel something and get some feedback without needed to overcome physical universe reality.  And that's what this drill will do.

Mockup an invisible energy beam hanging in the air.  Make it about three feet long.  An energy beam does not emit energy.  It is a sort of standing wave flowing within itself.  These beams are used to grip things and to push and pull at stuff, but we are not going to do that in this process.  Here we just want a beam hanging in the air disconnected from anything.  You don't have to get into the mechanics of it (charge flows in and out of the ends between the center  of the beam and its surface which have different potentials and its a steady state perpetual motion).  Just get the idea that you have an energy beam there, no matter how tenuous and unreal it seems.

Now alternately stretch the beam out to 10 feet and compress it back down to 3 feet.  Do this steadily back and forth.  Don't just mock it up as two different sizes alternately, its the stretching and contracting that make the process work.  And at each of the two positions, you postulate that it is the size that it should be and then you stretch or compress it anyway.

After a little while, the beam will start having a tendency to snap into one position or the other and will resist being changed, but you make it do what you want anyway because its your beam.

You will find that you have to wrestle a bit with it sometimes.

Always stop at a point where you have the beam fully under control and feel good about it.

This is not something you do entirely at one sitting.  It is a drill and its like exercising, you do a little each day and build up muscles.  Eventually you will realize that you are dealing with real force and energy of considerable power and its no longer a tenuous imaginary little thing.

Carrying on in the face of no feedback is the hardest part, but it can be done.  At one time I read a description of the normally unused muscles that could wiggle the ears.  So I sat for an hour alternately tensing and relaxing those muscles without feeling anything or having anything happen, just imagining it so to speak.  And then the muscle twitched, and then it moved and after that I could move my ears around.  Not a very useful skill, but very educational.



DUAL REALITY



The basic postulates underlying the physical matter in this universe are "It is there" and "It isn't there".  Both are equally true.  Both are equally powerful.  And both are basic.  Holding two mutually exclusive postulates simultaneously causes the mockup to go into a state of vibration, and that is what we see when we examine the material of this universe.

It is very hard to hold these two postulates simultaneously in the same space.  So we need to work up to it.

Get two identical objects.  Two pencils or two pieces of paper or whatever.  Put them alongside each other.    Look at one and put the postulate in it that it is there.  Look at the other and put the postulate in it that it isn't there.  Alternate back and forth a few times.  Then reverse which postulate goes on which object and do a few commands.  Then flip back to the first pair of commands etc.  When this becomes easy, go on to the next step.

Now simultaneously postulate that the object on the right is there and the one on the left isn't.  Then simultaneously postulate that the one on the left is there and the one on the right isn't.  Keep alternating these two commands.

When this becomes easy, try to get both postulates into the same object simultaneously.  Do this alternately on the two objects rather than fixating on one of them.  Do the best you can.  Stop on a win even if its not a full result.

Then repeat the above with 2 mocked up objects.

Then repeat again with 2 more physical objects.

Keep alternating the entire rundown on physical and mocked up objects until you can comfortably put both postulates into the same place simultaneously.



POOR BODY



When the body is injured or killed, one has a tendency to sympathize with it, feel sorry for it, and interiorize into it to try and fix it.  The impact of dying will often exteriorize somebody, and then they hop right back into the body to try and reanimate it.  This doesn't work.  You can heal the body, animate the body, and control the body better from outside.

The following drill helps overcome this impulse as well as being an exteriorization process.

a) Pick an object in the room (large objects are best).

b) Decide that there is something wrong with the object (makeup whatever you like).

c) Feel sorry for the object.  Sympathize with it.  Say "Oh the poor thing".

d) Imagine that you are interiorizing into the object to fix it. Imagine that you are inside of it and its mass is all around you.  Just get as much reality on this as you can, it doesn't have to be perfect.

e) Look around inside the object and realize that this is not a good place to fix it from and that you have made a mistake.

f) Exteriorize from the object.  Imagine that you are looking down at it.  Mockup fixing it from outside.  Put a beam on it and say "There that fixes it".  Then let go of it.



Then pick another object and repeat the above.

End off when you feel really good and can see that you have always done better fixing things from outside rather than by getting into them.

For your second run at this process (you don't have to do it immediately after the above), run it with mock ups instead of physical objects.  Begin with a large mocked up object.  As soon as the drill seems a bit comfortable, change over to mockups of injured bodies until you are free of the impulse to get into them to fix them.

For the third run, use mockups of dead bodies.  In this case, on step f, you should alternate between mocking up fixing it successfully from outside (so that it is resurrected) and deciding that it isn't worth the trouble and abandoning it.  In either case, you see that it is no good to get back in it after it is dead.

Note that in the real world, if the body has died from shock (in other words, a momentary impact that might have stopped the heart, rather than permanent heavy damage), you might have a good chance at reviving it (restarting the heart or whatever) simply by grabbing onto it from outside and pouring in some energy, maybe even slamming a beam into the heart to get it to restart (similar to the electrical jolt that the hospitals use for this).  With this you would at least have a chance, whereas diving into the body will decrease your horsepower and reduce the likelihood of your being able to do anything at all.

A final run can be done with this process, picking actual body parts on your current body.  Makeup things wrong and dive in to fix them, and then see that you can fix them better from outside etc.

As a little side note, you can mockup beams into anything fairly easily.  But actually achieving any real effects with those beams is a different matter, and is a much higher gradient.  Your own body is the easiest thing to affect because your ownership and havingness is well established and everyone agrees that its yours.  The next gradient is physical objects.  Actually impinging on someone else's body with a beam is the most difficult because you're going to hit all of their unconscious defenses that protect the body.  

SOP 8 OT



The top of the early bridge was SOP 8-OT (Standard operating procedure version 8 for OTs) which was covered in the 3rd ACC.  This was to be done  after running the OT drills of SOP 8C (SOP 8 for clinical use).  It did not have a formal procedure but instead was a sort of roll your own aimed at handling whatever else was in the way of making OT. It primarily consisted of using the standard procedures of that time period (mockups, havingness, copying things, taking over automaticities by doing them consciously, etc.) to handle whatever was left, with special emphasis on a number of targets such as confront of nothingness, confront of bodies, courage, ability to mockup any sensation for yourself without a body, etc.

But despite the lack of an overall procedure, there were a great deal of processes given in the lectures and I have tried to collect together some of them here.  I have taken the liberty of modernizing and formalizing these somewhat, so this is my own interpretation.

It is also far from a complete list, especially as regards the powerful group processing sessions that are included in the lectures.

The final target was to get out with all your stuff (you could leave now but you wouldn't because you'd lose everything) rather than remaining here as an OT in this universe.  But Ron suggests that if you do make it out, you should leave a copy of yourself behind so that your friends etc. don't get upset.



Truth/Untruth



run alternately



a) spot 3 things that are true

b) spot 3 things that are not true

c) spot 3 things that are true for another

d) spot 3 things that are not true for another

e) spot 3 things that are true for others

f) spot 3 things that are not true for others



Granting rights



Best done outside in a busy area, but this can also be done in the room or the woods etc.  This should then also be run exterior.

Do each command a number of times, concentrating especially on the first two and being very specific about the exact rights you are granting.  Then repeat the entire set of commands.

a) Grant things/people the right to be there

b) Grant things/people the right to do what they are doing.

c) Have them give you the right to grant rights.

d) Grant others the right to grant rights

e) Have others grant you the right to grant rights



Wrongness



Walk around the block and find things wrong.  If nothing is obviously wrong, then find things that are unreasonably wrong, such as the shrubbery doesn't change colors to compliment the girl's clothes etc.

Do this for at least an hour.

Then do this exterior, drifting around cities and countryside, beginning with your local area.



Certainty



For each dynamic, spot what you are most certain of.



Disagreement



a) spot 3 things you don't have to agree with.

b) spot 3 things you don't have to communicate with

c) spot 3 things you don't have to like.



Wasting



Run each of these as a separate process:

If your doing this solo, then for each question, write down answers until you feel good.

Mockup a way to waste knowing about things

Mockup a way to waste perceptions

Mockup a way to waste enthusiasm

Mockup a way to waste anger

Mockup a way to waste hostility

Mockup a way to waste fear

Mockup a way to waste grief

Mockup a way to waste effort

Mockup a way to waste pain

Mockup a way to waste sensation

Mockup a way to waste symbols

Mockup a way to waste thinking

Mockup a way to waste eating

Mockup a way to waste sex

Mockup a way to waste mystery

Mockup a way to waste matter 6.17 Mockup a way to waste energy

Mockup a way to waste space

Mockup a way to waste time



Having



Run alternately until you feel very good

spot 3 mysteries that would be interesting.

spot 3 people you wouldn't mind having sex with.

spot 3 foods you wouldn't mind eating.

spot 3 ideas you wouldn't mind having.

spot 3 symbols you wouldn't mind displaying.

spot 3 sensations you wouldn't mind having

spot 3 efforts you wouldn't mind doing

spot 3 emotions you wouldn't mind feeling

spot 3 sounds you wouldn't mind hearing

spot 3 things you wouldn't mind seeing

spot 3 things you wouldn't mind knowing



(on 7.2, Ron uses "3 kinds of sex you wouldn't mind having").



Present time



Run alternately

a) resent present time

b) desire present time



Barriers



run alternately

spot some barriers that are not in front of your face

spot some barriers that are not behind you

spot some barriers that are not on your right side

spot some barriers that are not on your left side

spot some barriers that are not above you

spot some barriers that are not below you



Blackness



a) pick an object in the room

b) mockup a ridge of blackness in front of it.

c) alternately fix your attention on the blackness and take your attention off of it a few times.  Then continue until you feel comfortable, have no attraction to the blackness and can ignore it and look through it.

Then repeat this with another object, etc.

Then close your eyes, mockup a ridge of blackness, and alternately fix and unfix your attention on it as above.  Repeat, placing the ridge in different directions.



Layers of Blackness



Close your eyes and mockup many layers of blackness around you.

Look through each layer in turn to see the next one.



Creation



Have objects accuse you of not creating them.

You acknowledge them and tell them that their wrong.



Objective exteriorization



a) Spot an object in the room.

b) Get the idea of interiorizing into the object and being it.  Mockup being in the object as thoroughly as possible, and actually go into it to whatever degree you can.

c) Then exteriorize from it.



Repeat many times.

The above can also be done exterior, spotting objects around the city etc.



Emotion



Feel an emotion and make the body feel a different one.



Interiorization



Mockup exteriorizing and pushing yourself back in.

Repeat until you have no urge to go in.



Occlusion



close your eyes.

a) spot an occlusion or blackness.

b) alternately be in it, and be here, until it lessens.



Repeat.



Alright



a) spot 3 things in the body that are alright.

b) spot 3 things outside of the body that are alright



Aliveness



Have the walls say alternately, "you must make me alive", "you mustn't make me alive".



Thought



Put out a thought and mockup an effect coming back.

Repeat until you feel good.



Nothing/Something



Alternately put up nothing around yourself and something around yourself.

When you mockup something around yourself, consciously alter it slightly at least once to ensure that you are being causative over creating the mockup rather than just pulling in an old picture.

You can start out doing this in the body, mocking up things like water, air, pudding, energy clouds, cotton, wood, granite, and steel around you.

Then do it exterior, including putting up chairs, tables, symbols, basic objects, and bodies.  With bodies especially, be sure to shift the appearance around a few times because there will be a tendency to put up old bodies that you've had or seen on TV etc.



Mirrors



Look in the mirror and flinch.

After you have done this many times, then alternate:





a) Look in the mirror and flinch.

b) Look in the mirror and see your ideal self.



For step b above, you mockup your ideal and look at that instead of the image in the mirror.



Look in the mirror and see nothing.



After these are all done, then pick objects (walls etc.) that are non-reflective and mock them up as being mirrors and repeat the above drills.



Flinching



Look around and spot things and flinch at them.

Then repeat the process exterior, looking over the city.



Flitter



Mockup flitter, which is like golden sparks (or use white sparks if you have trouble with golden).  

Push waves of flitter against objects and pull it back.

This is intended to raise perception.



Animal Bodies



Pick some non-human body type such as a lion or a horse.  Imagine yourself as that creature and visualize how you would move the limbs etc.  Then exteriorize from that body.

Repeat this a number of times.



Beingness



a) What kind of object can you be for certain.

b) Be it and experience it.



Repeat many times.

Then do the same for "what kind of energy".  After that, do "what kind of space".



Memory



Run alternately.



a) Order yourself to forget something.

b) Remember it anyway.



Perception



Leaving your eyes open, look around the room but don't see it while you do so.  Inspect things very carefully, but don't see them.

Now close your eyes and inspect the room without seeing it.



Terminals



In each process, run the two questions alternately.



28.1 a) find 2 particles that you don't object to having together.

     b) find 2 particles that you don't object to having apart.



28.2 a) find 2 objects that you don't object to having together.

     b) find 2 objects that you don't object to having apart.



28.3 a) find 2 animals that you don't object to having together.

     b) find 2 animals that you don't object to having apart.



28.4 a) find 2 people that you don't object to having together.

     b) find 2 people that you don't object to having apart.



28.5 a) find 2 spaces that you don't object to having together.

     b) find 2 spaces that you don't object to having apart.





Affinity



Find some things which are holding together and get how nice that is.



Falling Upwards



Mockup falling upwards and other things falling upwards in disagreement with gravity.



Blackness Machinery



Mockup machines that make blackness and throw them away.



Remedy of havingness



Mockup an acceptable copy of the Earth and then deteriorate it until it snaps in.  Repeat.



Machinery



a) Find a machine you can be.

b) now be it and perform its function.



Do this in mockup form for ordinary physical universe machinery, such as cars and drill presses.

Then do it for mental machinery.

Then do it for machinery that stops things, such as machinery which stops you from remembering, perceiving, and doing OT abilities.

Then do it for "unmocking" machinery which unmocks your mockups etc. 

You put up a picture, then you be the unmocking machine which snaps it up and makes it vanish etc.

Then do it for compulsively creating machinery which puts the walls there etc.



Enjoyment and Admiration.



Mockup enjoyment in various places.

Put clouds of pleasure over various cities.

Mockup crowds of people admiring you.



Nobility



Put Nobility into the walls.

Go to a crowded place and postulate nobility into various people.

Then put clouds of nobility over various cities.



36. Terror



a) put feelings of terror into the walls

b) Make your body flip flop around as if in pain and terror.

c) Then do mockups of the body flip flopping around.



Courage



Its easier to run courage at a distance from the body, so begin processing it that way.



37.1 Mockup clouds of courage over various cities.

37.2 Go to a crowded place and postulate courage into specific individuals.

37.3 Mockup a way to waste courage.

37.4 Put feelings of courage into the walls.

Then mockup a feeling of courage in the face of blackness and repeat 37.1 to 37.4 above using that version of courage.

Then mockup a serene and contemptuous type of courage and repeat 37.1 to 37.4 above using that version of courage.

Next take the serene and contemptuous courage and alternately mock it up around yourself and around others.



More on Courage



Mockup force particles out in space.

Alternately mockup yourself and others being there and being courageous about them.

Repeat this with various specifics such as lightning storms, explosions, planets being thrown around, etc.  Do this far away from the body.



More on Interiorization



Interiorize into and exteriorize from buildings, mountains, planets, and suns.



Splitting



Mockup splitting into two, both in a body and exterior.





Levitation Rundown



September 20, 1990



This isn't really expected to work.  After all, how would the mailmen feel if we started floating packages to each other cross country.  It would put a lot of people out of their jobs and get everybody upset.  So let's put aside, for awhile, our intentions of amazing the neighbors and making policemen wrong and drop the idea of actually moving MEST at a distance.

But levitation is a very, very interesting topic and there are a lot of hidden standards built up on it.  This makes it a very attractive area for OT drilling because it generates a lot of enthusiasm.  It's just the sort of thing to tease one into discarding some pet aberration and expand out a bit further.  So the real target of this rundown is not really levitation, which is a minor skill, but rather, it is the restoration of the ability to operate as a being.

We shouldn't concentrate entirely upon case.  You will find that in running the penalty universes deeply, sometimes so much blows that you need some sort of OT drills or havingness to expand out into the space that has been freed up.  For this we have all the havingness processes, and Creation of Human Ability, and loads of other materials from the 1950s.  We also have the levitation drills given here.  You can use this rundown occasionally, but don't concentrate on it exclusively.  Use other OT drills as well and concentrate on cleaning out the major incidents of the early track (penalty universes etc.) since those aberrations will have to go before you let yourself have very much horsepower.

This write-up contains many things which I believe have a bearing on the matter, but there's probably more yet to be discovered.



    -- General Information --



It is expected that when you do levitate an object, it will be easy and effortless.  In my few experiences with this, I never noticed any strain or drain of energy.  So don't pound away at these drills and work a sweat up on your brow.  It doesn't work that way.

What I did observe on a number of occasions, and what I've also heard from others is that it is usually done accidentally, without forethought or consideration.  One just forgets for a moment that he's not suppose to and simply moves something.  So it has to be primarily a matter of consideration.

Therefore, it would seem that we can skip the problem of having enough energy to levitate an object.  But this doesn't mean that we can ignore the subject of energy, because considerations about using energy might still be an inhibiting factor.  Note that lifting an ashtray into the air, even if you do it purely by postulate without mocking up any energy, does add potential energy to the Mest universe (the ashtray will fall with a bang if you let go of it).

As a preliminary step to putting together this rundown, I wrote up and examined my own early experiences with levitation in this lifetime.  This write-up is included here as background information.



    -- Background --



Most of my few early experiences with levitation were one of a kind miraculous happenings that could not be repeated or experimented with.  However, there was an exception in the form of Table Tipping seances that my family used to do at home when I was in my teens.  In this, a crowd sits around a table (usually a light card table) chanting "Table Up" for many many hours until the table floats up (either tilting or floating completely).  This really does work.  I even tried it once with two other kids to make sure the adults weren't fooling us.  Note that we never had any professional mediums involved in this.  It can be done consistently if you persist long enough (but it is a truly long time).  We never knew if we were pulling in some spirit between bodies or just getting an unknowing group effect.  We would ask the table questions (having it dip once for yes and twice for no), but there was little accuracy to the responses.

I don't particularly recommend this practice (you might be pulling in undesirable spirits, or messing with other undiscovered stuff, and it does little good for your case), but there are a couple things I observed from it.

First, there would not be a single twitch (nothing encouraging whatsoever) for most of the time spent chanting.  In other words, we would be 90% there and nothing would be happening.  Once we got the first true twitch, there would be only a few minutes of twitching and then the table would rise cleanly into the air in a very precise manner with no shaking or wavering at all.  If anyone raised one finger off the table, it would drop like a stone.  Sometimes one of us would be around but not in the seance.  In that case, we would often have them go over and try to push down on the table.  When I tried this, it felt like pushing down on a float in the water.  It took considerable force to get it down by an inch or two.

Also, there was an oddness to the feel of the energy, and the feel of the table, and the way it moved.  It did not seem at all like someone invisible was lifting it or like it was being moved by mechanical means.  It also didn't have the snap of a strong magnetic field, but it did have some similarities to motions induced by light electrostatic charges in lab experiments I did in school.  Since nobody's hair stood on end, it would not actually have been electrostatic, but the similarity implies an energy field of some sort.  My impression is that a field permeated the table and moved it rather than some beam coming down and pulling it up.  One could feel a faint energy flow through one's hands to the table and a bit of attraction between the table and the hands (you had to forcefully pull your hand off to break contact).

From this, I would conclude that although it might be possible to lift an ashtray with an energy beam, it might be easier to permeate the ashtray and move it upwards that way.

Another conclusion is that there will not be a twitch until your 90% of the way there.  This is not good for auditing.  Let's say that right now, you can grab an ashtray theta-wise and lift 5%.  Then you do some drills and you come upscale to lifting 20%.  But the ashtray doesn't even twitch, so you invalidate the gain and drop back down to 5% where you were before.

I think this happens constantly whenever anyone tries to levitate things.  You could get up to an 80% level and still see no results and simply invalidate it all.  It's very hard to drill things which are "impossible" because you don't get enough wins and because the universe is continually proving to you that your not getting anywhere.

I don't think that the weight or size of the object makes any difference unless you pick something bigger than you can move with your hands (which brings in additional considerations of inability).  I think that when your at the 20% level, you become cause over 20% of the is-ness of a match or an ashtray or a 20 pound weight.  Therefore, it doesn't help to use a lighter object.  It might actually be harder if the object is too light because it might lower your havingness.  So work with objects that have some weight to them rather than with scraps of paper etc.

Also, I don't think you'll see any effects on a weighing scale until your up at the 90% level because the object is in a MEST frame of reference and agreeing with that and behaving properly until you get so much cause over it that you can override that.

TR8 uses a nice trick to get around this.  By having you move the ashtray, you get wins and increase your causation.  My experience is that when this is done well, you begin to feel like your moving the ashtray by postulate and only keeping in a physical comm line with your hand rather than moving it via the body.  All by itself, this might be a 40 or 50% level of causation.  You should have enough sense not to invalidate this kind of win even though it doesn't quite go far enough to actually get the object into the air.

The other Scientology process in this area is the levitation drill given in the Doctorate Course.  In this drill, you exteriorize and put a beam on your finger and lift the finger with it.  Occasionally you vary this by doing mockups of levitating.  Once this is working well, you go on to moving the hand and the arm etc.  See the tapes on this.

My experience with the PDC levitation drill is that the body's muscles  conveniently offset the normal drag of gravity even when relaxed.  In other words, if you physically keep the finger totally relaxed (and don't use your muscles to move it or hold it still), it is almost weightless as far as levitating it is concerned.  As long as you only try natural motions (which are possible to the body), this condition is present and you can work a beam on the body and move it quite easily.  

By itself, this will not get you to the point of floating the body into the air.  In this drill, the body is still carrying it's own weight for the most part.  But you can very distinctly move a body part with what seems to be only about the 20% level of causation.  This gives you some wins and lets you observe how to use a beam and gives you a chance to orient the beam in the right way (rather than reverse vector) etc.  Also, you will find that you can feel a comfortable flow of energy in the body part when you do this, it helps with healing etc.  It actually makes the body feel quite good, possibly because it is reducing slightly the constant 100% struggle against gravity.

At one time I drilled this extensively and got quite good at it.  Then I played around with other people, putting beams on their hands and having them put beams on mine.  This works if the person will relax their hand completely and let the other person be in control.  When someone put a beam on my hand, it felt quite pleasant and the pull was very slight.  I could let my hand go along with it and be moved around, but I was still carrying most of the weight of the hand.  If two people take turns moving each others hands around this way, they can see that the other person's hand does go where they want it to without their telling the other person.

This validates the fact that they are having some effect even though they are far from the point where they could move it against the other person's will or carry a dead weight against the force of gravity.

Another observation concerns two instances where I did move an object without thinking about it.  In one case I pushed a pack of cigarettes and in the other I turned off a burner on the stove.  In both cases I was not looking at the object when my attention jumped to it and I got a very clear, very close (within a few inches) exterior view (full color, very real) of the object and just gave it a push without thinking.  One of these incidents occurred on a session break while running old OT6, the other one occurred a few weeks after getting power processing.

It would seem that the most important targets would be factors which raise the PC's willingness to levitate, and which improve his reach and responsibility, and the removal of stops which might prevent his doing this.  These would be more important than trying to increase the horsepower of his energy beams or something like that.  These rare occurrences of moving an object tend to indicate that one is already strong enough energy wise to handle small objects so that lack of horsepower would not be the right why.

Additional theory will be included with the processes in the rundown below.



     -- Levitation Rundown - Instructions --



The entire rundown should be repeated many times, but not in quick succession.  Do a single run from the preliminary step down to the end (including a number of passes through the later steps as indicated) as a major action.  Later, when it seems appropriate, repeat the entire rundown.

The general idea is to do these processes lightly, validate the first win that occurs on a process, and go on to the next step.  Don't Q & A with the physical universe or worry about physical objects not moving.  Don't keep testing whether you can levitate, using it as a hidden standard to evaluate your gains.  You will need to make lots and lots of earth shattering gains and wins on this before something will even twitch.  If you decide that you are cause over the object, then you are, even if it doesn't move.  Don't believe what the universe says, believe yourself instead.  The universe is out to fool you and keep everything in its place.

If you get invalidated or start feeling that it's all impossible, look for an entity (BT, PME, CE, etc.) who is invalidating and handle with the appropriate technique.

In general, letters are used to designate individual commands which are run alternately within a single process whereas numbers are used to designate processes.

This rundown is meant to be done solo only.  An auditor can't say verbal commands fast enough to get good results on most OT drills or mockup processes.  Also, these techniques are experimental and might well be out gradient or dangerous if pushed too hard at the PC by an auditor.  Running solo adds the extra protection factor of working fully under your own causation.

It is expected that you can exteriorize easily and do mockup processing without trouble.  If not, SOP 8C or similar rundowns would be a better starting point.  Note that all references to SOP 8C refer to the OT rundown (formulas 1 to 8) rather than the opening procedure (see Creation of Human Ability).



2. Levitation Rundown - Preliminary Step



This section primarily contains subjective processes.  Some of them may go to major EPs which might have to be rehabbed rather than run some more on a subsequent pass.

In theory, these should generally be 4 flow (quad) processes, but in many cases it did not seem appropriate.  The processes of the mid-1950s used brackets (multiple flows) often but not always, so I have used that kind of approach here, adding flows anytime it seemed right but not being rigorous about it.  If you feel that an additional flow needs to be run for a particular process, or you get some BPC on a missing flow, feel free to add another flow to the process.

For this preliminary step, get an FN before starting (fly a rud or whatever).



2.1 Ruds on Levitation



Fly the ARCX, PTP, MWH, Eval, and Inval ruds on levitation.

Also check for any entities (BTs, etc.) with an ARCX, PTP, or MWH on levitation and handle with the appropriate techniques.  Note, don't work this to death, just get the easy ones.  There are plenty of processes in this rundown that will clean up these areas more thoroughly.



2.2 Levitation Straightwire



Each of these commands should be run a number of times to an FN or a win as you would do with self analysis questions.  You can work over the list a second time if necessary.  The whole thing should go to a nice EP.  If you do get in trouble, use the next to the last list of self analysis.



a1) Recall a time when you enjoyed levitating something

a2) Recall a time you enjoyed someone else  levitating something.

a3) Recall a time another enjoyed others  levitating things



b1) Recall a time when you disliked levitating something

b2) Recall a time you disliked it when another levitated something

b3) Recall a time another disliked it when others levitated



c1) Recall a time you levitated something because it was important to do so

c2) Recall a time you felt it was important for another to levitate

c3) Recall a time another felt it was important for others to levitate



d1) Recall a time you levitated something to create a good effect

d2) Recall a time you felt it created a good effect for another to levitate

d3) Recall a time another felt it created a good effect for others to levitate



e1) Recall a time you could levitate something and choose not to.

e2) Recall a time another could levitate something and choose not to.

e3) Recall a time others could levitate something and choose not to.



f1) Recall a time you levitated something and it improved communication.

f2) Recall a time another levitated something and it improved communication.

f3) Recall a time others levitated something and it improved communication.



g1) Recall a time you levitated something and it increased affinity.

g2) Recall a time another levitated something and it increased affinity.

g3) Recall a time others levitated something and it increased affinity.



h1) Recall a time you levitated something and it was really real.

h2) Recall a time another levitated something and it was really real.

h3) Recall a time others levitated something and it was really real.





2.3 Decisions



Now lets get off some more considerations and decisions on the area.



2.2.1 Recall some decisions you've made about levitating.

2.2.2 Recall some decisions another has made about levitating.

2.2.3 Recall some decisions others have made about levitating.

2.2.4 Write down some bad effects you could create by levitating.

2.2.5 Write down some good effects you could create by levitating.

2.2.6 Write down some games it would spoil if you levitated.

2.2.7 Write down some new games you could have if you levitated.



2.4 Havingness



Walk around and physically touch and let go of objects in the room.



2.5 Help



He's probably restraining himself from levitating because he's been convinced that not doing it is a way to help out other people.  We need to run off the considerations of helping by not doing it and then run the earlier part which would be helping by doing it.



2.5.1 How could you help another by not levitating.

2.5.2 How could another help you by not levitating

2.5.3 How could another help others by not levitating.

2.5.4 How could another help themselves by not levitating.

2.5.5 How could you help yourself by not levitating.

2.5.6 How could you help another by levitating.

2.5.7 How could another help you by levitating

2.5.8 How could another help others by levitating.

2.5.9 How could another help themselves by levitating.

2.5.10 How could you help yourself by levitating.



2.6 Problems and Solutions



2.6.1  a) Spot a problem that not levitating would solve.

b) how would that be a solution?

2.6.2 a) Spot a problem that another or others might solve by not levitating.

b) How would that be a solution?

2.6.3 a) Spot a problem that you might solve by preventing others from levitating.

b) How would that be a solution?

2.6.4 Spot a problem that you might solve for others by not levitating.

b) how would that be a solution?



2.7 Problems and Resistance



Theory: To have a PTP, the PC must be resisting the other side and feeding it energy by doing so.  I worked this into a command that works like dynamite.  It can be applied to other areas besides levitation.

Run command b) a number of times for each answer to command a).



2.7.1 a) Spot a problem that you could have with levitation.

b) What would you have to resist to  make that a problem.

2.7.2 a) Spot a problem that another could have with levitation.

b) What would he or she have to resist to  make that a problem.

2.7.3 a) Spot a problem that others could have with levitation.

b) What would they have to resist to  make that a problem.



2.8 Problems of comparable magnitude



Since levitating might handle too many of your existing problems for you to tolerate, run the following:



2.8.1 Spot some problems of comparable magnitude to being unable to levitate.

2.8.2 Spot some problems that others would consider to be of comparable magnitude to being unable to levitate.



2.9 Connectedness



2.9.1 Spot objects in the room that you would be willing to connect with.

2.9.2 Spot objects in the room that you would be willing to make connect with you.



2.10 Invalidation



This is simply the inval rudiment done on the subject of levitation.  However, the area is prone to self-invalidation, so we'll extend it out to 6 flows.  Run these with ITSA, earlier similar ITSA just like a general inval rud.



2.10.1 On levitation, have you invalidated yourself.

2.10.2 On levitation, has another or others invalidated themselves.

2.10.3 On Levitation, have you been invalidated by another.

2.10.4 On levitation, have you invalidated another.

2.10.5 On levitation, has another invalidated others.

2.10.6 On levitation, have you gotten another or others to invalidate themselves.



2.11 Resistance



2.11.1 Spot objects in the room and into each one put a resistance to being levitated.

2.11.2 Spot objects in the room and into each one put a willingness to be levitated.



2.12 Prepcheck



This stirs up too much charge without providing enough of an ITSA line.  Of all the processes in this rundown, this is the only one that bogged down when I tried it (I wrote up the entire rundown as a sort of CSing action for myself before I ran it, although I had come up with and tried some of the individual processes earlier).

I could probably run it now easily (after doing the entire rundown once), so maybe it belongs here for a second pass.  Or if you have an auditor available, you might have him run it on you.  Just skip it if you're running solo.

Run the prepcheck buttons "On Levitation".  Take each reading E/S to an FN.  As was done with the ruds, we're just going for the easy stuff and expecting the other processes to pick up more rather than running these buttons endlessly.

The buttons are: Suppressed, Careful of, Didn't reveal, Not-ised, Suggested, Mistake been made, protested, anxious about, decided, Withdrawn from, Reached, Ignored, Stated, Helped, Altered, Revealed, Asserted, and Agreed (with).



2.13 Cause and Blame.



This is from the 3rd ACC.  Run a few commands of a), then a few commands of b), then back to a) etc.



2.13.1a) Spot objects in the room and have each one look up and grant you cause.

b) Spot objects in the room and have each one look up and blame you.



2.14 Overts



Overts are a big reason for restraining oneself.

On each of these processes, spot an overt, then clear it using the appropriate buttons (as in an overt rudiment) including going earlier similar if necessary, then go back to the main question and spot another overt etc.  Take the main question to a big cog, FN, VGIs.  (this is a modernized version of prepchecking by the withhold system).



2.14.1 Spot an overt of harming something by levitating.

2.14.2 Spot overts of preventing others from levitating.

2.14.3 Spot times when you regretted having levitated something.  If necessary, scan the incident backwards.  Spot the overt and handle.

2.14.4 Spot times that you were justified in stopping others from levitating.  Write down the justifiers.  Check for an earlier overt and handle (either an overt against the terminal you stopped, or a similar overt of your own, especially if you think you were really justified in stopping them).



2.15 Validating Inability



If the PC is not levitating, he's probably getting paid not to.



2.15.1 How could you validate someone for not levitating?

2.15.2 How could another validate you for not levitating?

2.15.3 How could others validate others for not levitating?



2.16 Overts and solutions



People levitating causes so much trouble that we have worked very hard to prevent it.  After getting some charge off of the declining spiral that results from the positive-negative goal inversion in the treadmill, it occurred to me that we're doing ourselves in by trying to solve the problem of others committing overts.  Hence, this process.  It should also be workable for other areas besides levitation.



2.16.1 flow 1

a) Write down an overt you could commit against another or others by levitating.

b) How could that be solved or prevented.



2.16.2 flow 2

a) Write down an overt another could commit against you by levitating.

b) How could that be solved or prevented.



2.16.3 flow 3

a) Write down an overt another could commit against others by levitating.

b) How could that be solved or prevented.



2.16.4 flow 0.

a) Write down an overt you could commit against yourself by levitating.

b) How could that be solved or prevented.



2.17 Reach and withdraw



2.17.1 Spot objects in the room.  For each one, mentally reach and let go of it 3 times.



2.18 Postulates



2.18.1 Recall some postulates you have made about levitation.

2.18.2 Recall some postulates another has made about levitating.

2.18.3 Recall some postulates others have made about levitating.

2.18.4 Recall some postulates you have made about another or others doing levitation.



2.19 Valences



There are probably one or more valences which you consider are capable of levitating but which you are unwilling to be.  We'll clean this up with the SOP8D "safe" command (see Creation of Human Ability).



2.19.1 a) Spot someone who should be prevented from levitating

This is not intended as a listing question.  Whenever you get an answer that reads well, generalize the terminal (if not already in a general form) and run the following repetitively:



b) Spot some places where (terminal) would be safe.



2.20 Right/Wrong



There might be some old service facs. connected with the area.  I don't know of a good way to list for these, but we can try some possibilities and see if they read.

Test each of the following pairs of questions for a read.  If you get a read on one of the questions in a pair, then run it (alternating), otherwise don't.



2.20.1 a) How could you make yourself right by not levitating.

b) How could you make others wrong by not levitating.



2.20.2 a) How could you make yourself right by preventing levitation.

b) How could you make others wrong by preventing levitation.



2.21 Willingness Processing



One of the reasons you stop yourself from levitating is because you don't want others to do it and also because your afraid of things flying around out of control etc.

Your not going to be willing to levitate unless your willing to have others do it as well.  So we're going to improve your willingness in this area.  To avoid running in the direction of a no games condition, this has to be alternated with a "willingness for self" type command.



2.21.1 a) Look around and find an object you'd be willing to move.

b) look around and find an object you'd be willing for another to move.



2.21.2 a) Look around and find an object you'd be willing to move.

b) look around and find an object you'd be willing for a spirit to move.



2.21.3 a) Look around and find an object you'd be willing to move.

b) look around and find an object you'd be willing for a BT to move.



2.21.4 a) Look around and find an object you'd be willing to move.

b) look around and find an object you'd be willing to have move by itself.



3. Advanced Processes (Space etc.)



3.1 Exteriorization



This is the great exteriorization process of 1953.  It is especially good in that it raises perception (especially when run while already exterior) and can be used many times.



3.1.1 Spot some places where you are not.



3.2 Negative Locational



Everyone probably has loads of automatic machinery all over the place that's moving things and holding them still etc.  See the general theory of SOP 8C and additional data in the 2nd and 3rd ACCs.



3.2.1 Spot some places where you don't have to levitate

3.2.2 Spot some places where another doesn't have to levitate

3.2.3 Spot some objects you don't have to levitate.

3.2.4 Spot some objects another doesn't have to levitate.

3.2.5 Spot some people you don't have to stop from levitating things.

3.2.6 Spot some people another doesn't have to stop from levitating things.

3.2.7 Spot some objects you don't have to hold still.

3.2.8 Spot some objects another doesn't have to hold still.



3.3 Must Not Touch



3.3.1 Spot objects in the room and as you spot them, have each one say "Mustn't Touch".

3.3.2 Spot objects in the room and as you spot them, you say to them "Mustn't Touch".

3.3.3 Spot objects in the room.  For each one, put a beam on it and as you do so, have the walls yell "Mustn't Touch" at you.

3.3.4 Spot objects in the room.  For each one, put a beam on it and as you do so, you yell "Mustn't Touch" at the walls.



3.4 Overts on Mest



Agreed upon universes are shared by other people.  Although you might say that Mest feels no pain and can't be hurt, you can still commit an overt by running the stuff.  Think of a nice lake with children and ducks and plants and things, maybe even a sailing club and some guardian spirits etc.  In other words, this lake, which is basically part of the 6th dynamic, is pro-survival to a whole load of other dynamics.  Now you come along and commit an overt against the water, fouling it up or something.  Its basically an overt of messing up the playing field.  This sort of thing makes you restrain yourself from reaching and controlling Mest.

One of the earliest overts, perhaps the basic overt, in the home universe era was messing up the environment of a shared universe.  Maybe you didn't like something in it and zapped it just as if it was your own private universe.  This gets the other users, who might have liked the mockup you zapped, a bit upset.  The penalty universes were built to solve this sort of behavior (obviously, it didn't work).

So we'll need to clean up overts against the 6th dynamic to free up our ability to reach and handle it.

The first group of processes is based on R2-61 in C of HA.



3.4.1 a) Spot a spot where you decided to protect Mest.

b) Spot a spot in the room.



3.4.2 a) Spot a spot where you decide that you'd messed up the space.

b) Spot a spot in the room.



3.4.3 a) Spot a spot where you decided that you'd ruined some object.

b) Spot a spot in the room.



3.4.4 a) Spot a spot where you decided that you'd misused some energy.

b) spot a spot in the room.



3.4.5 a) Spot a spot where you decided that you'd messed up the future of an area.

b) spot a spot in the room.





3.5 O/W on Mest



Same theory as 3.12 above.



3.5.1 a) What have you done to an environment

b) What have you withheld from an environment



3.5.2 a) What has another done to an environment

b) What has another withheld from an environment



3.5.3 a) What have others done to an environment

b) What have others withheld from an environment





3.6 O/J on Mest



Same theory as 3.12 above.



3.6.1 a) What have you done to objects

b) how have you justified that



3.6.2 a) What have you done to energies

b) how have you justified that



3.6.3 a) What have you done to spaces

b) how have you justified that



3.6.4 a) What have you done to the future of an environment

b) how have you justified that.





3.7 Cause O/W on Mest



3.7.1 a) what could you cause to happen to an object.

b) What could you hold back from doing to an object.



3.7.2 a) What could another cause to happen to an object

b) What could another hold back from doing to an object



3.7.3 a) What could you cause to happen to an energy

b) What could you hold back from doing to an energy.



3.7.4 a) What could another cause to happen to an energy

b) What could another hold back from doing to an energy.



3.7.5 a) What could you cause to happen to a space

b) What could you hold back from doing to a space.



3.7.6 a) What could another cause to happen to a space

b) What could another hold back from doing to a space.



3.7.7 a) What could you postulate into an object's future

b) What could you withhold from postulating into an object's future.



3.7.8 a) What could another postulate into an object's future

b) What could another hold back from postulating into an object's future.





3.8 Consequences



Levitating things might have some consequences.



3.8.1 Write down some ways in which it might affect society if people could levitate.



3.8.2 Mockup nonsense type consequences that could result from people levitating (i.e. it might make everyone turn blue etc.).  Roll each mockup into a ball and shove it into the walls.





3.9 Objects



Based on SOP 8C formula 5 and 3rd ACC lecture 57 of 2/5/54.



First, Exteriorize if you can.



3.9.1 Spot some objects which are not shooting at you.



3.9.2 Spot some objects which are not coming in at you



3.9.3 Spot some objects which you're not trying to keep away from other objects.



3.9.4 Spot some objects which you're not trying to get to leave the universe.



3.9.5 Spot some objects which you're not trying to get to appear in the universe.



3.9.6 Spot some objects which you don't need a deed of title to.



3.9.7 Spot some objects which you wouldn't mind looking at if they appeared suddenly.



3.9.8 Spot some objects which, if they appeared suddenly, wouldn't immediately drive you away.



3.9.9 Spot some objects which you wouldn't mind having disappear.



3.9.10 Spot some objects which you wouldn't mind having remain in your space.





3.10 Horrible Consequences



If you really did move an object, something dreadful would probably happen and you'd be sorry you did it.  So, deep down, you make sure that you don't break the rules and get in trouble.  After all, alarm bells might go off or the universe might unravel etc.  So let's run out these horrible consequences that your anticipating.



3.10.1 a) What horrible thing might happen if you levitated an object?



Note down the answers.  If an answer reads well, run the following on it, when flat, return to the first question.



b) Put a mock up of the horrible thing happening out in front of you.

c) Make it more solid

d) Copy it many times and make the copies more solid.

e) mock up more copies, this time changing the colors and moving things around in the mockup etc.

f) Start shoving some of these mockups into the body and throwing some away etc.  Keep mocking up more and pushing them around (into the body or throwing away or whatever you want to do with them).

g) continue until you feel great relief or a sudden certainty of causation or total knowingness about the situation.



Then go back to question a.



By the way, the above process works anytime you get the idea that something horrible is going to happen.  It let's you blow the silly restimulations that scare you and also runs out real incidents that are getting ready to happen (sitting out there on postulated future track) so that they don't occur.  In the rare cases where an upcoming incident refuses to unmock, the process gives you enough certainty and knowingness to sidestep the undesirable event.





3.11 Mockups of Flinching



3.11.1 Spot an object in the room.  Mock yourself up as deciding that your going to levitate the object.  Mock yourself up as putting a beam on it and then flinching and saying "no way" and unmocking the beam without moving the object.  (repeat with many different objects).



3.11.2 Spot an object in the room.  Mock someone else up and have them decide that their going to levitate the object.  Mock them up as putting a beam on it and then flinching and saying "no way" and unmocking the beam without moving the object.  (repeat with many different objects).





Sometimes objects were rigged to explode when you touched them, either as a trap, or as part of an implant to cut your power down.



3.11.3 Spot objects in the room.  For each one, put a beam on it and mock it up as exploding.



3.11.4 Spot objects in the room.  For each one, mock up somebody else putting a beam on it and having it explode in their face.



3.11.5 Spot objects in the room.  For each one, put a beam on it and mock it up as imploding.



3.11.6 Spot objects in the room.  For each one, mock up somebody else putting a beam on it and having it implode in their face (the vacuum pulls at them).





3.12 Locational



3.12.1 From where could you levitate an object.



3.12.2 From where could another levitate an object.





3.13 Wasting



3.13.1 Mock up a way to waste the ability to levitate.





3.14 Some more stops



Check each of these for a read.  If it does, then do ITSA earlier similar ITSA to FN.



3.14.1 Getting someone to stop levitating your stuff by convincing him that you can only levitate the things that you have created.



3.14.2 Deciding that since you can't levitate, your going to make sure that nobody else can either.



3.14.3 Being ordered to levitate something that you don't want to and getting out of it by proving that you really can't do it.



3.14.4 Being convinced that you shouldn't do it because it sets a bad example for others who would try to do it with poor control and mess things up.





3.15 Remedy of Havingness



Run this on big rectangular blocks of:



1) Glass

2) Wood

3) plastic

4) Steel.



Mockup a copy of the object.  Make it as large and massive as possible.  Make the copy more and more discreditable until it snaps in.  Now mock up lots and lots of copies of this mockup in all directions and have them keep snapping in as long as possible.



Once they wouldn't snap in anymore, then mock up lots more in all directions around the body and push them in.  Keep doing it until it feels really good and your havingness is high.  Also throw some away.  If you can, get big avalanches of lots of copies of the object flowing both into and away from the body.  Change the colors occasionally and make the mockups more solid.

Then pick a point to operate from way out in space somewhere.  Move to the point and look around.  See some stars off in the distance.  Now mock up lots more of these discreditable copies of the object and keep pushing them into this operating point from all directions.  Be both in the point receiving the mass and pushing the mass in from outside.  Occasionally throw some copies away as well.

When you don't give a damn about the mass of the object anymore, make the copy nicer until it either snaps in again or it seems very interesting and worth having.  Then go on with the process.

Keep this up until you can easily have or not have extremely beautiful, wonderful, aesthetic copies of the Object.



4. Energy



A bit of cleanup on the subject of energy will also be needed.  This is not intended as a complete handling, that would be a full rundown all by itself.





4.1 Ruds



Fly the ARCX, PTP, and MWH Rud "On Using Energy" 



4.2 Straightwire



4.2.1 Recall controlling Energy



4.2.2 Recall another controlling energy



4.2.3 Recall others controlling energy





4.3 Prepcheck



Skip this step if you're running solo (see my earlier discussion).

Run the prepcheck buttons "On Energy".  Take each reading E/S to FN.



4.4 Starting and stopping energy



Go around the house and start and stop energy flows by turning things on and off.  Notice the flow when you turn something on and the no flow when you turn something off.  Start with a water faucet where the flow is visible and then do light switches etc. until you feel good about starting and stopping energy flows.





4.5 Overts



Overts are a big reason for restraining oneself.

On each of these processes, spot an overt, then clear it using the appropriate buttons (as in an overt rudiment) including going earlier similar if necessary, then go back to the main question and spot another overt etc.  Take the main question to a big cog, FN, VGIs.  (this is a modernized version of prepchecking by the withhold system).



4.5.1 Spot an overt of harming something by creating energy.



4.5.2 Spot overts of preventing others from creating energy.



4.5.3 Spot times when you regretted having created some energy.  If necessary, scan the incident backwards.  Spot the overt and handle.



4.5.4 Spot times that you were justified in stopping others from creating energy.  Write down the justifiers.  Check for an earlier overt and handle (either an overt against the terminal you stopped, or a similar overt of your own, especially if you think you were really justified in stopping them).





4.6 Locational



4.6.1 Spot some places where energy is not.



4.7 Validating Inability



If the PC is not creating energy, he's probably getting paid not to.



4.7.1 How could you validate someone for not creating energy?



4.7.2 How could another validate you for not creating energy?



4.7.3 How could others validate others for not creating energy?



4.8 Overts and solutions



People creating energy causes so much trouble that we have worked very hard to prevent it.



4.8.1 flow 1

a) Write down an overt you could commit against another or others by creating energy.

b) How could that be solved or prevented.



4.8.2 flow 2

a) Write down an overt another could commit against you by creating energy.

b) How could that be solved or prevented.



4.8.3 flow 3

a) Write down an overt another could commit against others by creating energy.

b) How could that be solved or prevented.



4.8.4 flow 0.

a) Write down an overt you could commit against yourself by creating energy.

b) How could that be solved or prevented.





4.9 Havingness



The two commands are run alternately.



4.9.1 a) Spot some energy in the room.

b) spot some energy outside of the room.





4.10 Valences



There are probably one or more valences which you consider are capable of creating energy but which you are unwilling to be.  We'll clean this up with the SOP8D "safe" command (see Creation of Human Ability).



4.10.1 a) Spot someone who should be prevented from creating energy



This is not intended as a listing question.  Whenever you get an answer that reads well, generalize the terminal (if not already in a general form) and run the following repetitively:



b) Spot some places where (terminal) would be safe.





4.11 Wasting Energy



The PC probably can't put out a beam because he can't waste or let go of any energy, he needs to hang on to every drop.  The following command is based on the Money Process.



4.11.1 Mock up a way to waste energy.





4.12 Some more energy processes



Loosely  based on SOP 8C theory.



4.12.1 Spot some places where energy is not.



4.12.2 Spot some energy that is not hitting you right now.



4.12.3 Spot some places where you are not putting energy.



4.12.4 Spot some energy that you could have.



4.12.5 Spot some energy that you could permit to remain where it is.



4.12.6 Spot some energy that you could permit to vanish.



4.12.7 Spot some energy that you could disagree with.



4.12.8 Spot some energy which, if it appeared suddenly, wouldn't immediately drive you away.





4.13 Remedy of Havingness



Run remedy of havingness as given in the last process of section 3 above on large masses of energy (big globules of force) and energy sources like suns.



  ---- More energy processes ----



(Aug 1996,  since doing this rundown, I came up with some more processes on energy and tried them.  I have dug them out of my notes and added them here.  The best one was the energy beam drill which I have already included in an earlier section of this write-up).



4.14 Ownership



Energy seems to respond better to ownership processing than to havingness because the idea that all the energy belongs to the MEST universe is very deeply ingrained.



a) Spot some energies that you could own

b) Spot some energies that you would be willing for another to own

c) Spot some energies that you would be willing to give to another

d) Spot some energies that you would be willing for another to give

    to you

e) Spot some energies that you would be willing for another to give

    to others



Run alternately.





4.15 Putting energy in the walls.



Just putting the idea of heat or cold or electricity or radiation into the walls doesn't work well because these things are really manifestations of particle motion in this universe.  So when you do this, ALWAYS mockup the idea of particles in motion in addition to the concept of the energy itself.  Until I hit this trick, trying to postulate heat or whatever into the walls had a strong tendency to make me anaten.  If you just put the idea of heat in the walls, it causes automatic machinery to mockup the motion for you and that is undesirable in this process.

Push waves of various kinds of energy into walls and objects in all directions, paying special attention to postulating particles in motion which will create these effects.  Run this both in the room, and exterior over the city.

Do this for the following types of energy (more can be added):



a) particles in motion

b) heat

c) cold

d) electrical

e) explosive vibrations (lots of tiny explosions making a     heavy vibration including sound and shaking)

f) radiation (start with light, then do nuclear as well)

g) gravity (as lots of tiny implosions making a sucking vacuum wave)





4.16 Trio



a) spot some energy you could like

b) spot some energy you would permit to continue

c) spot some energy you would permit to vanish



Run alternately.



4.17 Command Value



Energy waves have been used extensively in implanting, which is one reason we want nothing more to do with it.  So lets separate the thoughts from the abberated force.

Spot various energies in the physical universe and mock it up as saying various nonsensical things.



4.18 Positive value



We mistakenly think of energy as destructive.

Look around and find useful or constructive energies.  Do this using the body until you feel happy about the existence of energy.

Then do it again, exterior, floating over the city and countryside.



	 ---- end of insert -----



5. Handling of Gravity and other Advanced Phenomena



5.1 Exteriorization



This is the 1954 exteriorization process used in the 5th ACC among other places.



5.1.1 Alternately spot 3 points in the body and 3 points outside of the body.



5.2 Falling Upwards



This is based on some theories from the 2nd ACC.



5.2.1 Mockup objects (boxes, cans, cars, planes, etc.) on the ground outside and have them fall upwards into the sky and out into space.



5.2.2 Spot objects in the room.  For each one, do a mockup of it falling upwards threw the ceiling and out through the sky.



5.2.3 Exteriorize and spot large objects around the world; tall buildings, mountains, monuments, etc.  For each, have it fall upwards into the sky.



5.2.4 Mockup squished dead bodies lying on the ground (male, female, old, young, etc.).  For each one, mock it up as pulling back together and falling up into the sky (i.e., run falling and going splat in reverse).



5.2.5 Mockup being very high in the air in a meat body and falling down to the ground and going splat.  Then float up from the body and say "boy that was fun, let's try again".  Do this with various types of meat bodies.  Continue until flat.  You should come up through the exhilaration of splattering various types of bodies until you can take it or leave it.





5.3 Reach and Withdraw from Gravity



5.3.1 a) Reach for the center of the Earth.

b) Let go of it.



5.3.2 a) Have others reach for the center of the Earth.

b) Have them let go of it.



5.3.3 a) Spot objects in the room.  Have each one reach for the center of the Earth and let go of it.





5.4 Keeping the Earth from Going Away



5.4.1 a) Reach for the Center of the Earth and keep it from going away.

b) let go of it.

c) Have the Earth acknowledge you for doing this.



5.4.2 a) Have the Earth keep you from going away.

b) acknowledge the earth for this and have the acknowledgment end the cycle.

c) Have the Earth feel relieved.



5.4.3 a) Have others reach for the center of the earth and keep it from going away.

b) have them let go of it.

c) Have the earth acknowledge them for doing this.



5.4.4 a) Have the earth keep others from going away.

b) Have others acknowledge the earth for this and have the acknowledgment end the cycle.

c) have the earth feel relieved.



5.4.5 a) Have objects on the surface of the earth keep the earth from going away.

b) You acknowledge them for this and have them let go.

c) Have the earth acknowledge them for letting go.



5.4.6 a) Have the earth keep the objects on its surface from going away.

b) you acknowledge the earth for doing this and have the acknowledgment end the cycle.

c) Have the earth feel relieved.





5.5 Meaningness Processing



As a preliminary step, run or rehab the process of putting meanings into the walls.  This is done on a group processing tape in the Anatomy of the Spirit of Man congress (ASMC-6, 1955) (the congress was repeated worldwide as the "October Congress" in 1969).  The process is as follows:



5.5.1 Put "This Means ...." into the walls, floor, and ceiling.  You fill in the blank.  Invent things like "This means it's Tuesday" and "This means I'm hungry" etc.



The following variation is addressed specifically towards handling gravity.



5.5.2 a) Have the center of the Earth tell you "This means ..." and you acknowledge it.

b) You tell the center of the earth "this means ..." and have the earth acknowledge you.



5.5.3 a) Have the center of the Earth tell other people "This means ...".  Have them acknowledge it.

b) Have other people tell the center of the earth "This means ..." and have the earth acknowledge them.



5.5.4 a) Have the Center of the Earth tell objects on the surface "This means ...".  Have the objects all acknowledge it together.

b) Have the objects on the surface all say together "This means ..." to the center of the earth.  Have it acknowledge them.





5.6 Perception



It might help to improve one's perception of the objects one is trying to move.  This really belongs in a perception rundown, but we can use it here anyway.



Early tech was that a black or invisible field comes from incidents where one is looking at blackness etc.  This is not the primary why (although it is the case occasionally).  The main reason the PC has a black field is that he postulated blackness to not-is something he didn't want to see.  His effort to make things go black is far senior to any motivators of blackness.



5.6.1 With your eyes open, spot objects in the room.  For each one, push blackness onto it and then pull the blackness off again 3 times.



5.6.2 Repeat 5.6.1 with your eyes closed.





5.6.3 With your eyes open, spot objects in the room.  For each one, push invisibility over it and then pull the invisibility off again 3 times.



5.6.4 Repeat 5.6.3 with your eyes closed.





5.7 Frames of Reference



You could think of a frame of reference as a way of looking at life or an intertwining set of consideration.  There's really a lot more to this which will be covered in its own write-up.



5.7.1 a) Spot some frames of reference from which it would be reasonable for you to levitate an object.

b) Spot some frames of reference from which it would be unreasonable for you to levitate an object.



5.7.2 a) Spot some frames of reference from which it would be reasonable for another to levitate an object.

b) Spot some frames of reference from which it would be unreasonable for another to levitate an object.



5.7.3 a) Spot some frames of reference from which it would be reasonable for you to create some energy.

b) Spot some frames of reference from which it would be unreasonable for you to create some energy.



5.7.4 a) Spot some frames of reference from which it would be reasonable for another to create some energy.

b) Spot some frames of reference from which it would be unreasonable for another to create some energy.





5.8 Walls



5.8.1 Spot objects in the environment.  For each object, put a beam on it, then have the walls, ceiling, and floor tell you "Your degraded for doing that".



5.8.2 reverse the flow.  Touch objects in the environment with beams and you tell the walls, ceiling, & floor "Your degraded for doing that".



5.8.3 Touch objects in the environment with beams and have the walls, ceiling, & floor laugh and say "you can't do that".



5.8.4 Reverse the flow.  Touch objects in the environment with beams and flow laughter and "you can't do that" into the walls, ceiling, and floor while your doing it.





5.9 Being Safe



5.9.1 How could not levitating make you safe.



5.9.2 How could not levitating make another safe.



5.9.3 How could not levitating make others safe.





5.10 Terror



In the old days, an object starting to move around might herald the beginning of an attack by an unseen spirit.  In the theta MEST wars, the body people were harassed by free thetans, your first warning that one of these thetans was around might be an object suddenly taking off and flying at you.  In the magic era, an enemy wizard might start moving things in your space or a demon might show up to haul you off to hell.  In recent times, an object moving might mean that a ghost or the undead or something are around and are 'gonna get you'.



As a result, there is a terror connected with objects moving and you have all sorts of defenses rigged up to prevent this from happening.  If you did make an object twitch, you'd probably scare yourself to death.  The body can get really frightened too.



We'll start with some recalls.



5.10.1 Recall another scaring you by levitating something in your space.



5.10.2 Recall scaring another by levitating something in their space.



5.10.3 Recall others scaring others by levitating things in each other's space.



5.10.4 Recall scaring yourself by levitating something.





5.11 Further handling of fear of levitating



5.11.1 Put fear of levitating into the walls, furniture, and other objects in the room.  Get this up to a real feeling of terror.  Keep at it until it becomes humorous.



5.11.2 Spot an object in the room.  Mock up the idea that it is beginning to twitch.  Then have the walls and furniture become terrified and suppress the motion.  Repeat.



5.11.3 Spot an object in the room.  Mock up the idea that the object is beginning to twitch.  Now mockup that you become terrified and suppress the motion.  Repeat.



5.11.4 Spot an object in the room.  Mock up the idea that the object is beginning to twitch.  Mock up crowds of people all over the city noticing it on a subconscious level, becoming terrified, and suppressing the motion.  Repeat.





5.12 Handling whoever is afraid



Check for BTs, PMEs, etc. who would be afraid if something was to be levitated and handle with the appropriate techniques.





5.13 Tearing Reality



Early on the track, one could tear the space/time fabric of a story universe and mess it up (like accidentally tearing a nice book).  Since there wouldn't be anything postulated outside of the story, you'd only find blackness in the tear.



Later implants tried to stop people from levitating things by implanting false data to convince you that the real universe was a story universe that would tear if you messed with it.



5.13.1 Spot objects in the room.  For each one, mockup putting a beam on it and pulling at it.  Mockup a tear appearing between the object and whatever it is sitting on.  Have blackness start poring out of this tear.  Then you push it all back together and leave it alone.



5.13.2 Spot times when you tore a story universe.  Spot any regret or feeling of shame in the incident.  Spot whether or not you were invalidated for doing it.  Spot whether or not you tried to hide the fact that you did it.  Spot any decisions or postulates you made at the time.



5.13.3 Spot times you invalidated others for tearing story universes.



5.13.4 Spot times when others invalidated others for tearing story universes.





5.14 Spoiling the Game



5.14.1 Spot objects in the room.  For each one, decide to levitate it.  Then change your mind and decide not to because it would spoil the game.





5.15 Trust



5.15.1 Spot some people you could trust with the ability to levitate.



5.15.2 Spot some people who would be safe if you had the ability to levitate.





5.16 Ext/Int



The processes in this and the next section are based on 3rd ACC lectures 48 and 49 of 1 Feb 54.



5.16.1 Spot objects in the room.  For each one, interiorize into it and exteriorize from it a number of times.



5.16.2 Spot objects in the room.  For each one, mockup other thetans interiorizing into it and exteriorizing from it a number of times.



5.16.3 Exteriorize and look around the country.  It's OK if your perceptions are vague, just get what you can.  Spot large masses such as buildings, mountains, etc.  For each one, interiorize into it and exteriorize from it a number of times.



5.16.4 Exteriorize and look around the country.  Spot large masses such as buildings, mountains, etc.  For each one, mock up other thetans interiorizing into it and exteriorizing from it a number of times.



5.16.5 Run alternately on the Earth and the moon.  Interiorize into and exteriorize from the center of the planet a number of times.



5.16.6 run alternately on the Earth and the moon.  Mockup other thetans interiorizing into and exteriorizing from the center of the planet a number of times.





5.17 Certainty Processing



See certainty processing in CofHA.



5.17.1 a) Get the certainty that objects can be levitated.

b) Get the certainty that objects cannot be levitated.



5.17.2 a) Get the certainty that you can levitate objects.

b) get the certainty that you cannot levitate objects.



5.17.3 a) Get the certainty that others can levitate objects.

b) Get the certainty that others cannot levitate objects.



5.17.4 a) Get the certainty that you can generate force.

b) Get the certainty that you cannot generate force.



5.17.5 Get the certainty that others can generate force.

b) get the certainty that others cannot generate force.



5.17.6 a) Get the certainty that you must levitate things.

b) Get the certainty that you must not levitate things.





5.18 Havingness



Mockup a copy of the Earth.  Make it as large and massive as possible.  Make the copy more and more discreditable until it snaps in.  Now mock up lots and lots of copies of this mockup in all directions and have them keep snapping in as long as possible.



Once they wouldn't snap in anymore, then mock up lots more in all directions around the body and push them in.  Keep doing it until it feels really good and your havingness is high.



Then pick a point to operate from way out in space somewhere.  Move to the point and look around.  See some stars off in the distance.  Now mock up lots more of these discreditable copies of the Earth and keep pushing them into this operating point from all directions.  Be both in the point receiving the mass and pushing the mass in from outside.  Occasionally throw some copies of the earth away as well.



When you don't give a damn about the mass of the earth anymore, make the copy nicer until it either snaps in again or it seems very interesting and worth having.  Then go on with the process.



Keep this up until you can easily have or not have extremely beautiful, wonderful, aesthetic copies of the Earth in great quantities.





6. Union Station Processing



This is run where there are a lot of people walking around.  The processes are based on R2-46.  This step could be delayed and done between steps 5 and 6 or between steps 6 and 7 if that is more convenient.



6.1 Postulate an inability to levitate into people.



6.2 Postulate an ability to levitate into people.



6.3 Grant people the right to levitate



6.4 Have people grant you the right to levitate



6.5 Postulate a lack of energy into people.



6.6 Postulate lots of energy into people.



6.7 Postulate being a source of energy into people.



6.8 Grant people the right to generate energy.



6.9 Have people grant you the right to generate energy.



6.10 Postulate a lack of havingness into people.



6.11 Postulate lots of havingness into people.



6.12 Postulate being a source of havingness into people.



6.13 Grant people the right to create matter.



6.14 Have people grant you the right to create matter.



6.15 Postulate a lack of space (collapsed space) into people.



6.16 Postulate lots of space into people.



6.17 Postulate being a source of space into people.



6.18 Grant people the right to generate space.



6.19 Have people grant you the right to generate space.



6.20 Postulate a lack of time (not enough time) into people.



6.21 Postulate lots of time into people.



6.22 Postulate being a source of time into people.



6.23 Grant people the right to generate their own time (independent of Mest time).



6.24 Have people grant you the right to generate your own time.







7. Machinery and Other Stops



7.1 Check for any PMEs (Programmed Machine Entities) which are a) being levitation machinery; b) being broken levitation machinery; c) being machinery that blocks levitation



Handle each one found (spot being made into a machine, spot the first time, who are you).  If CEs or any other types of entities turn up while doing this, handle them as well.



There will generally be a lot of this machinery, especially in the 3rd eye position in the forehead.



Note that it is undesirable to use machinery built out of beings even if it can be made to work properly (usually it is broken or out of control anyway).



7.2 Remedy of Havingness.



Blowing PME type machinery drops havingness since the machines blow, so you need to offset this with havingness.  You should be able to mock up whatever machinery you do like to have around and make it persist if you want.



So run remedy of havingness by mocking up levitation machinery, making it more solid, and then pushing it into the body.  Begin with broken levitation machinery (make it decrepit enough to snap into the body).  Then gradually improve the machinery until it is highly aesthetic good working machinery.  Do this from many different angles (above, below, infront, in back, etc.) and also push it up into the body from the past and down from the future and from non-physical-universe directions.  The levitation machinery looks like whatever you think it should look like.  Note that after running this for awhile, there is a tendency to cognite on the way good quality machinery should look.  Also waste some machinery occasionally (throw it off into space etc.) in addition to pushing it into the body.  There is extensive theory on this in the 1950s materials.



Once this is flat, go back and do step 7.1 again.  If you blow a significant amount of PMEs, then cycle through 7.2 and do 7.1 yet again.  Continue until you don't find much on 7.1.





7.3 Energy



Check for any PMEs which are being a) machinery that puts out energy beams, b) broken energy beam machinery, and c) machinery to block energy beams.



Handle each one found as in step 7.1 above



Note that it is quite possible that whenever you put a beam on an object to try and lift it, an equal and opposing beam is put out by a PME to keep the object in place.





7.4 Remedy of Havingness.



Now run remedy of havingness on energy beam machinery, starting with broken machinery etc. as in step 7.2 above.  Cycle through step 7.3 and 7.4 a number of times as needed.





7.5 Check for any "watchers" or other BTs or Control Entities (CEs) or whatever that are secretly observing you to report on you if you do anything OT like levitating or other rule breaking activities.



Handle with the usual techniques (for CEs, spot being made into a CE, spot being made to split, spot being implanted with false data, spot the first time you were implanted with false data, who are you - see the CE write-up).



Note that this is the reality behind the "horrible consequences".  Your infractions are reported and then the big guns focus in on you (see next step).





7.6 Check if anything is focused in on you from a distance to block levitation, creation of energy, or other OT abilities.



Often, if you do levitate something or otherwise violate physical reality, a watcher reports on you and a "suppressor" type device will be focused on you from some sort of implant station or control bureau.  Usually they only try to block the ability, although sometimes they will try and make you sick as well.



Generally these "suppressors" are implant machines which contain PMEs or other entities to mock up the telepathic connection necessary to reach you at a distance.  Usually this stuff seems to come in from quite far away (other planets or other solar systems) and might also be in an astral plane or something like that which is sideways of normal reality.



Simply spot the location (usually you just know where it is, but if necessary you can look for and find the line connecting you to it) and handle any PMEs etc. by the usual techniques.



By the way, the crew running these places generally doesn't care what you think or what you do here on Earth, they're just making sure that you don't develop the ability to strike at them at a distance.  They're very covert in stopping you, usually just holding an object in place while you pull at it with a beam so that you'll decide you can't do it.  They don't want you to even realize that there's anyone to fight against.





7.7 Check for any other BTs, Clusters, PMEs, CEs, Astral Beings or whatever that is protesting or blocking you levitating things or blocking your putting out energy.



Handle with the appropriate techniques.





7.8 Check if you're secretly hiding from yourself and stopping yourself from levitating or putting out energy.  

If so, spot where you are doing it from, then spot the beginning of the implant that set this up (date if needed).  Then spot being made to split (and being implanted with false data, if necessary).  Then look earlier similar and spot the first time.  

(Aug 1996 improvement) - have anything you find "point to the

being you divided from".



Handle anybody still in the split location (often there are BTs etc. there as well and pretending to be you after you've stopped being split).  Then, from the split location, spot (and have anyone else there spot also) the top of the agreements universe and building the agreements universe.



If needed, you can use any other Split Viewpoint (SV) handling techniques. 





8. TR8



Hopefully you've already done TR8 to a really good EP.  If so, then rehab it, especially the feeling of really getting your intention into the ashtray.



If necessary, get a coach and do TR8 in full.



Otherwise, just do the final silent step of it solo for a few minutes.  This is just to dust it off a bit, like doing a few  minutes of TR0 before giving a session even though you've already had a major stable win on it.





9. Objective Handling



These are objective processes.  In this step, you run them by looking around the room etc. using the body's eyes.





9.1 Postulating Mest Objects



A solid object is much more than just a solidity.  There is also space and energy and time (in terms of past and future).  

Also, there is a thought component to all MEST.  This is not to say that all Mest contains BTs or spirits of one sort or another.  This is not true.  But there is postulated though as in making the ashtray think the though "I am a wildflower".  At a minimum, there is the remnant of the creating postulate within the object.



Another thing you will find is that all persisting objects contain a mystery component to keep them from as-ising easily.  This is not a mystery that is about anything and there is no underlying datum to be discovered.  It's simply a postulated mystery.  It can't be "known" because there was nothing there to know about in the first place, but it can be duplicated to bring about as-isness.



In these processes, we're assuming that the PC is continuously creating reality on an automatic basis and simply having him do what he is doing to bring it back under some degree of control.



9.1.1 Spot objects in the room and postulate solidity into them.



9.1.2 Spot objects in the room and postulate weight into them.



9.1.3 Spot objects in the room and postulate color into them.



9.1.4 Spot objects in the room and postulate temperature into them.



9.1.5 Spot objects in the room and postulate energy into them.



9.1.6 Spot objects in the room and postulate space into them.



9.1.7 Spot objects in the room and postulate thought into them.



9.1.8 Spot objects in the room and postulate mystery into them.



9.1.9 Spot objects in the room and postulate aesthetics into them.



9.1.10 Spot objects in the room and postulate that they have a past stretching behind them.



9.1.11 spot objects in the room and postulate that they have a future ahead of them.





9.2 Reach and Withdraw



This is similar to the above, but here we will reach and withdraw from the various components that make up the objects.  Here, you pick an object and then reach and withdraw three times in succession.  It is preferable if the 3 reaches are fairly rapid and basically the same.  If you get significant change while trying to reach 3 times, then repeat it 3 more times until flat.



9.2.1 Spot objects in the room.  For each one spotted, reach and withdraw from its solidity 3 times.



9.2.2 Spot objects in the room.  For each one spotted, reach and withdraw from its weight 3 times.



9.2.3 Spot objects in the room.  For each one spotted, reach and withdraw from its color 3 times.



9.2.4 Spot objects in the room.  For each one spotted, reach and withdraw from its temperature 3 times.



9.2.5 Spot objects in the room.  For each one spotted, reach and withdraw from its energy 3 times.



9.2.6 Spot objects in the room.  For each one spotted, reach and withdraw from its empty spaces  3 times.



9.2.7 Spot objects in the room.  For each one spotted, reach and withdraw from its thought component 3 times.



9.2.8 Spot objects in the room.  For each one spotted, reach and withdraw from its mystery component 3 times.



9.2.9 Spot objects in the room.  For each one spotted, reach and withdraw from its aesthetic component 3 times.



9.2.10 Spot objects in the room.  For each one spotted, reach and withdraw from its past 3 times.



9.2.11 Spot objects in the room.  For each one spotted, reach and withdraw from its future 3 times.





9.3 Granting Rights



9.3.1 Spot objects and grant them the right to be there.



9.3.2 Spot objects and have them grant you the right to grant them rights.



9.3.3 Spot objects and have them grant you the right to move them.





10. Exterior Objectives - Bodiless Processing



For this process, you will need a comfortable place to lie down and a different room to run the process in.  This is best done at home with a bedroom (to lie in) and a living room (to run the drill in).  The idea is to lie the body down and exteriorize into the other room and do drills there.



Begin by going into the other room (the drilling room) and looking around a bit and familiarizing yourself with it.  Leave the lights on in there while running this.



Then go into the room with the bed and lie down.  You will occasionally need to look at the commands for the next process to run (unless you've memorized the whole procedure) so you will need the light on to read this.  You can leave the light (in the bedroom) on or off when you run the drill (turn it off if it distracts you).



The processes to be run are those given in step 9 above, except that now your going to do them without a body.



a) read the commands for the next process or a group of processes using the body's eyes.  Learn them well enough so that you wouldn't have to look back at them before you finish running them (only do one process at a time to start with).



b) Close your eyes and relax the body.



c) Exteriorize (if not already exterior). Now be in the center of the drilling room.  Note that a thetan is really not located in space at all.  So if you've already blown the consideration of being located, then just mock up an operating viewpoint (from which you will project and perceive) in the center of the drilling room and work from that location (instead of working from the body) in this drill.



d) Find and hold the 8 corners of the room.  If there's any trouble doing this, then do some reach and withdraw on each corner (one at a time) and then grab 2 corners at a time and then 4 until you can get all 8.  It is OK if your perceptions are very vague and wobbly.  The room might appear out of PT and inaccurate, but don't worry about it.  Just establish the 8 anchorpoints.



e) Raise your havingness a bit by pulling in the 8 anchor points a few times.  If the anchorpoints are unreal and massless, then put some big heavy gold balls at each point and pull those in a few times instead.  Its OK if the room is still pretty vague, it will improve as you keep running processes this way.



f) Now start pushing big gold balls from the corners of the room into your operating location.  You can be in the operating location receiving the mass and also be pushing the mass in.  Alternate this with gently pushing waves of energy or flitter (or just the concept of a perception wave) into the walls & furniture & then pulling the wave back (sort of like tapping a theta hand against the wall, letting it sink in a bit &  then pulling it back a little, over and over).



g) Now run the process that you came prepared to run.  If you have more than one process, reestablish the anchor points (if needed) and run step e again between each process.



h) When complete, drift back to the body, open its eyes, and start from step a above (read the next process to be run etc.).  Optionally, you can run a little energy over the body and gradually reconnect to it before making the eyes open.



The above technique can be used with other processes besides those of step 9.  We will call this general technique "bodiless processing".



Since the body is in a sleep like condition, there is a slight tendency to fall asleep.  This is undesirable.  So only run this when your wide awake.  If you do begin to feel in a sleepy or dreamlike state, then do more of step f.  You can also run remedy of havingness with other objects if needed.  Another trick is to reach back to the body and make it feel a little more awake.  What happens is that the body thinks it should sleep when the thetan is not using it, and the thetan tends to copy the body's unconsciousness if it does go to sleep.





11. Body Lifting



Do the PDC Levitation drills (body lifting).  In brief, the rundown

is as follows:



Repeat this for each of the following body parts:



a) right index finger

b) left index finger

c) right middle finger

d) left middle finger

e) right thumb

f) left thumb

g) right hand

h) left hand

i) right forearm

j) left forearm

k) entire right arm

l) entire left arm



Other body parts can also be run, but the above should be enough.





For each body part, repeat the following steps over and over a number of times.  Continue until you can do the steps successfully with speed and certainty.  Then go on to the next body part.



A) Lay your hand down flat on the table, (for moving the entire arm, lay down and stretch your arm out).



B) Exteriorize, float above the body part, and put a beam on it.  Drill putting the beam on it, and turning it off.



Note that pulling the beam off sometimes causes a flow that makes the beam sticky, so simply turn it off instead of pulling (this is per 3rd ACC).



Note that you can mock up a beam without having to be at one end of it.  Try it both ways (putting a beam out from where you are and just mocking up a beam from a point that you select down to the body part).



C) Now put a beam on the body part and lift it up.  Drill putting the beam on, lifting, moving the body part around very precisely, putting it down, and letting go (turning the beam off).



Note that you pull it into the air with a beam, you do not use the muscles to lift it.  However, the muscles, in their relaxed state, will carry the weight of the body part, so that it is very easy for you to move it around with a beam.



At first your beams may be inverted and working backwards.  So, if you have trouble lifting, try turning the beam around and reversing its direction.  Also try mocking a tripod up underneath the bodypart and have the tripod extend itself upward and lift the body part from underneath.



If the body part still doesn't move after working at this for a bit, go on to step D.  This is a fairly easy drill and you will get the body part into the air after a few times threw the steps.



D) Do mockups of lifting the body part.



You can start with the following, and then vary it on subsequent repetitions:



Mock up a space.  Mockup a giant copy of the body part in the space.  Make it very heavy.  Have an army of men with ropes and equipment come and grunt and strain and finally lift it up into the air.  Have them lift it and put it down a few times.  Then have them go away and have another crew come with some big cranes and lift it up and put it down a few times.  Then have a giant tractor beam come down from the sky and lift it & put it down a few times.  Then have a minuscule, vague beam appear and snap the body part into the air easily and put it down a few times..  Then have a golden circle of light appear and make the body part go up and down simply by postulating it.  Ball the whole thing up into a mass and toss it where you want.

You can end on either step C or D, whichever feels good.



Ï12. Drilling with an Object



Pick out two different objects and do this entire section twice, once with each object.  A few of these drills use both objects together (in which case the one your not running is called the "other object"), so have them both on hand.  These objects will also be used in the subsequent sections.

One of the objects should probably be a nice solid square ashtray for the reasons given in TR8.  The other should be something different, such as a block of wood or a plastic container etc.  Use objects which have enough mass to give you a little havingness without at the same time being too heavy to lift easily.  The objects should have some corners rather than being complete circles so that you have some points that are easy to distinguish and reach for.



12.1 Orientation



12.1.1 Pick the object up and examine it.  Notice things about it.  Put it down.

12.1.2 Compare the object to the "other object".  Notice things that are different between the two objects.  You can pick them up and look them over while your doing this.

12.1.3 Pick the object up, look it over, and put it down in exactly the same place a number of times.



12.2 ARC



12.2.1 a) Flow some ARC at the object and have it acknowledge it.

b) Have the object flow some ARC at you and you acknowledge it.

12.2.2 a) Flow some "hellos" at the object and have it flow some "OKs" back at you.

b) Have the object flow some "hellos" at you and you flow some "OKs" back at it.





12.3 Ownership



12.3.1 Spot some people who don't own the object.

12.3.2 Have the object grant you the right to own it.

12.3.3 Spot people and grant them the right to own the object.

12.3.4 Spot people and have them grant you the right to own the object.



12.4 Thoughts



Have the object think various things.  Have it think "I have to buy milk today", "I want to go out and meet another sexy object and have fun", "I'm going to run away and join the circus", "I'm of French descent", "I am a blue bird", etc.  Invent various things for it to think and have it think them.  You can use the dynamics for ideas.





12.5 Reach and Withdraw.



This is done with both objects, alternating.  On each of the reach commands, do it a few times on the first object, then a few times on the other object, then back to the first object etc. until you feel good about it.

Begin by intending the space (get 8 anchor points) and the 2 objects in the space.



12.5.1 Reach for the solidity of the object.  Intensify it.  Let go of it.

12.5.2 Reach for the weight of the object.  Intensify it.  Let go of it.

12.5.3 Reach for the color of the object.  Intensify it.  Let go of it.

12.5.4 Reach for the temperature of the object.  Intensify it.  Let go of it.

12.5.5 Reach for the energy of the object.  Intensify it.  Let go of it.

12.5.6 Reach for the space of the object.  Increase it.  Let go of it.

12.5.7 Reach for the thought in the object.  Increase it.  Let go of it.

12.5.8 Reach for the mystery in the object.  Increase it.  Let go of it.

12.5.9 Reach for the aesthetic in the object.  Increase it.  Let go of it.

12.5.10 Reach for the past of the object.  Intensify it.  Let go of it.

12.5.11 Reach for the future of the object.  Extend and improve it.  Let go of it.

12.5.12 Reach for the importance of the object.  Increase it.  Let go of it.

12.5.13 Reach for the beingness of the object.  Increase it.  Let go of it.

12.5.14 Reach for the ultimate purpose of the object and elevate it.  Let the object be it's higher self and uplift it.  Admire that for a moment and then let go of it.

12.5.15 Reach for the complete isness of the object (including everything contacted in the earlier steps).  Admire that for a moment and then let go of it.

12.5.16 Reach for the original native state as-isness of the object.  Admire it for a moment and then let go of it.



12.6 Holding the object



This is done using both objects.  Run the command on one object a few times, then the other object, then back to the first one again etc.



12.6.1 With the body's hands, grab the object and keep it from going away.  Then let go of it.

12.6.2 With the body's hands, grab the object and hold it still.  Then let go of it.

12.6.3 With the body's hands, grab the object and make it more solid.  Then let go of it.



These commands tend to unflaten each other.  After all 3 have been run, go threw the set again until it is not producing any more change.  See the general theory in the 16th and 17th ACCs.



12.7 Perfect duplication



Run R2-33 from Creation of Human Ability on each of the 2 objects.  run the pair of commands on one object a number of times, then do the other object, then back to the first one, etc.  The commands are:



12.7.1 a) Make a perfect duplicate of the object.  A duplicate in the same time, in the same place, and with the same energy as the object.

b) Now consider that it is there again.





12.8 Pressession 31



Reference: tech vol 4 page 159.  Run this alternately on both objects.



12.8.1 Spot some things the object is not duplicating.



12.9 8C on an Object



This is a variation of opening procedure of 8C.  Run this standing up.



12.9.1 a) select a spot in the room where the object could be placed.  (include places on top of things, on the floor, etc.).

b) Pick the object up, move it to the spot and put it there.  Then let go of it.



When this flattens, up the gradient to the following version:



12.9.2 same as above, except that besides picking the spot, also decide how you want to orient the object (where the corners should go, etc.).  Imagine exactly how you want it to sit there (do a mockup).  Then move it very precisely to the exact position you selected.



When this flattens, do the following:



12.9.3 - same as 12.9.2 except that once you touch the object, try to move it quickly and then let go of it as fast as possible (jerk your hand away from it).



Now let's get some more mileage out of this by using it to run out some of the flinch that most people have on putting a beam on something.



12.9.4 a) Select a spot in the room where the object could be placed.  Mock up exactly how you plan to position it.

b) Reach for the object with your hand, touch it and then flinch away (like you were touching a hot stove).  Repeat this exactly 3 times.

c) Now, calmly and easily (without flinching) pick up the object and move it precisely to the position you planned for it.  Let go of it (in a relaxed manner).





12.10 Remedy of Havingness.



Run remedy of havingness using large, heavy mockups of the object.



a) begin by mocking up decrepit versions of the object until it snaps into the body.  Then make many copies (varying the color etc. and making them as solid as possible) and push them into the body from all directions.  When this flattens, improve the mockup and push in more copies.  Continue until you have a super beautiful version of the object (far better than the real thing).  Also throw some away occasionally.  Try to start inflow and outflow "avalanches" of the mocked up objects.



b) Pick an operating point out in space (as was done in earlier drills) and repeat the above procedure without the body.





12.11 Acknowledgment of the Object



12.11.1 a) Spot the object as a communication from an originator in the distant past.  Consider the object itself to be the comm line stretching through time to give you a perfect duplicate of what the originator mocked up.

b) Send an acknowledgment through the object back to the originator.

c) Now you send the mockup of the object back to the originator (send it back through the track of the object).

d) have the originator send an ack back to you.



As you repeat this, you can spot the same or different originators.



Oddly enough, this process works and produces a very interesting release and increase of havingness.  It seems to sidestep the apparancy that other MEST was alter-ised to make the object and it also bypasses the manufacturing considerations.  Mass produced objects were postulated by somebody or somebodies even if a machine was used to make vast numbers of copies.





12.12 Int / Ext



Use both objects alternately.  Interiorize into and exteriorize from each one a number of times and then shift to the other object and continue.





12.13 Op Pro by Dup



Run this using the two objects as the "book" and "bottle".  Place them at opposite ends of the room so you have to walk between them.  See R2-17 in CofHA.  This is not meant to be an endurance contest or a long grinding run.  Just do it until it stops producing change and your feeling quite exterior.  Per the 3rd ACC, this process is only arduous if Op Pro 8C is unflat.



a) pick up the object

b) spot its weight

c) spot its color

d) spot its temperature

e) put it down.



Repeat alternately on the two objects.





12.14 Granting Beingness



Run these commands on both objects, running a few commands on each one alternately.



The basic idea for the first process comes from the 3rd ACC.  The third process is based on R2-31 in CofHA.



12.14.1 Insist that various people are in the object.  Use famous people, people you've known in the past, people you know in the present, fictional characters, etc.



12.14.2 Mockup crowds of people in the object, push in more crowds, then have them all blow.



12.14.3 Spot some things you wouldn't mind the object being.



12.14.4 Grant some beingness to the object.  Then acknowledge it for being that beingness.





12.15 Enhancing the object



This is run on both objects, running a few commands on each one alternately.



12.15.1 Mockup golden anchor points (little golden balls) in the object.  Mockup lots of them, one after another, at very precise points within it.



12.15.2 Cause a large number of golden anchor points to materialize in the object.  Have them vanish.  Have them appear.  Have them vanish.  Repeat a number of times.



12.15.3 Mockup energy auras for the object by mocking up energy within it and having it glow with a specific color (it is OK if the glow is non-physical).  Do each color a few times in a row on one object and then do the other object.  Flatten one color before going on to the next.  Do this for blue, green, red, yellow, orange, brown, purple, white, black, silver, and gold.



12.15.4 Mockup quality and aesthetic in the object and get it to radiate its internal beauty.



12.15.5 Cause a large number of golden anchor points to appear within the object, get it glowing with a gold aura, and have it be aesthetic and radiate beauty.  Get this all happening simultaneously while you pick up the object and look it over.  Notice your own causation in the current state of the object.  Put the object down.





12.16 Unmocking Machinery



This is derived from material in the 3rd ACC.



12.16.1 a) Get the idea that your exteriorized and floating above the object.  Put a beam (white or golden line) down to the object.

b) Now mock up a demon (as a point of energy) behind you.  Have the demon reach out and make the beam vanish.

c) Put another beam there and see the demon make it vanish.

d) Now be the demon and see yourself putting out a beam and make it vanish.

e) Do step c 3 times and then step d 3 times.  Repeat until flat.



12.16.2 Then drill putting a beam on the object and choosing not to have it unmocked by a demon.  Leave the beam on the object for a moment to show that you can do it, and then choose to turn it off yourself.





12.17 Flinching from Contact with Mest



Run this on objects in the room, including the object and the second object and also various other things.

  12.17.1  Spot objects in the room.  For each one, put a beam on it.  Then imagine the essence of the object flowing up the beam at you.  Flinch back and release the beam and say "Yeetch, that tastes awful".



12.17.2 Spot objects in the room.  For each one, put a beam on it and imagine pleasant things flowing up the beam.



12.17.3 Spot objects in the room.  For each one, put a beam on it and do the following:  Have the beam not flow.  Have the beam flow something pleasant from the object to you.  Have the beam not flow.  Have the beam flow something pleasant from you to the object.  Repeat.



12.17.4 Do 12.17.3 again but this time have something unpleasant flow but you hold on anyway, starting and stopping the flow.





12.18 Handling Interference



12.18.1 Put a beam on the object.



Check on the meter if any entities etc. are unmocking it or opposing it or invalidating it or otherwise trying to stop you from levitating the object.



Check what kind of entity it is (usually a PME or CE in this kind of activity) and handle appropriately.



12.18.2 Put a beam on the object and check on the meter if an unmocking machine is undoing the beam.



If so, first check if there are any PMEs in the unmocking machine and handle.  Also check if any other BTs or whatever are trying to keep the machine mocked up and handle them.



Then copy the machine many times, changing its color etc. until you get control over it.  If necessary, you can run remedy of havingness on the machine.



Unmocking machinery is useful, but it shouldn't undo things when you don't want it to.



Now put a beam on the object and have the unmocking machine leave it alone.  If any trouble with this, repeat 12.18.2 from the beginning.





12.19 Fourth Dimensional thickness



The Physical universe only uses 3 dimensional mockups, but there is a slight degree of 4th dimensional thickness to it.  Imagine a 2 dimensional universe drawn on a sheet of paper.  Although everything has only 2 dimensions, the paper and ink have a faint thickness in the third dimension.



Note: sometimes you see a BT as a spark disappearing in the distance while it doesn't seem to move off very far in the usual 3 dimensions.  It is moving off in a 4th direction sideways of reality.  Imagine a book a foot away from you and then imagine it dwindling in the distance while continuing to be only a foot away from you in the usual 3 dimensions (it doesn't move away by going past the other things in the room but instead it goes away without shifting).  It is this 4th direction that we're interested in spotting.



Another note: A 4th spatial dimension would have two directions, just like we have right/left, up/down, and front/back for the usual 3 dimensions.  I think that the mathematicians usually call the 4th pair of directions ana and kata.

  12.19.1 a) Intend the space around the object by putting up 8 anchor points in a cube around it.  Keep this in place while doing the remaining steps.



b) Imagine a 3 dimensional co-ordinate system (as in geometry class) with an x axis, y axis, and a z axis all at right angles to each other and crossing at a point in the center of the object.  Then imagine a 4th axis stretching off both ways in non-physical directions.



c) reach down this 4th axis finding the object continuing to be there in that direction until you reach the end of the object.  Then find nothingness on the far side of the object in this direction.  Pick up the center (physical universe point) of the object again.  Then repeat this step in the opposite direction on the 4th axis to find the other side of the object and nothingness beyond that.



d) Reach and let go of one of the 4th dimensional edges of the object.  Repeat a number of times.  Then do it with the other 4th dimensional edge.  Then reach and let go of both edges simultaneously as if you were holding the 4th dimensional thickness of the object between a pair of theta hands.



Once you can find the 4th dimensional thickness easily and with certainty, you don't have to keep the set of 4 axises mocked up.



e) Intend 8 anchor points fairly close around the physical object.  Put a second set of 8 anchor points in the same place as the first set.  Now take the second set and extend it in a 4th direction until it passes into the nothingness beyond the edge of the object.  Then move it back just a trifle so that it encompasses the last place in that direction which still includes the object.  Reach an let go of the object in that space a few times.  Then repeat this in the opposite 4th direction.



f) Imagine the 8 anchor points in one 4th direction connecting to the 8 anchor points in the other 4th direction.  Imagine the 3 dimensional object in each of these cubes and also as a smear stretching between them.



g) Now, with a pair of theta hands, grab the 4th dimensional edges of the object and keep it from going away.  Repeat until flat.



h) With a pair of theta hands, grab the 4th dimensional edges of the object and hold it still.  Repeat until flat.



i) With a pair of theta hands, grab the 4th dimensional edges of the object and make it more solid.  Repeat until flat.



j) Cycle back through steps g, h, and i until the set of processes ceases to produce change.



Note that we are dealing with a 3D object that has a bit of 4D thickness, so the object doesn't go very far in either 4th direction and it doesn't change very much in those directions.  At most, things seem to waffle up and down a little as you shift off in these odd directions.  This is in contrast to real 4D objects (which are used occasionally back on the track) which have real shape in a 4th direction.  Just imagine rotating a coffee cup off on a 4th axis so that only a circle remained in the normal 3 dimensions and the structure of the cup was sideways of reality.





12.20 Advanced TR8



Here we're going to extend some energy throughout the object and lift it up.  A shadow or ghost of the object will move.  The portion that moves may be very real, or just the slightest trace of beingness of the object.  Just get as much as you can of it and don't Q & A about it.  It might be 1% of the isness or 20%.  Then, use the body's hand to 8C the rest of the object up to where you moved its ghost.  End this on a win.  As you do the drill, the percentage of the object that your moving will increase and decrease periodically.  Don't end off when its decreased, get to a high point on the cycle.  The commands are as follows:



12.20.1 a) Reach into the object and spread some golden energy through it.  Extend the energy out in 4th dimensional directions to fill the entire object between its 4th dimensional sides.  Extend more energy out into the objects future and past until you have the entire object filled with energy.  As you continue with the steps, refresh this energy and make it more solid occasionally.

b) Intend the object upwards and move it to a precise point about a foot in the air.  (note that your own energy moves up easily, and it will bring some of the objects isness and beingness up along with it).

c) Acknowledge that portion of the object which moved for having moved.

d) With the body's hand, move the rest of the object to the place where your holding the portion that moved.  Have the object feel relieved at catching up with itself.  Acknowledge it.

e) Intend the object back down to where it had been sitting.  Acknowledge the portion which moved.  Then, using the body's hand, lower the rest of the object, have it feel relieved, acknowledge it, and let go of it.



Repeat b to e to a win.



12.20.2 Now mockup a space and do a mockup of the object in that space.  Intend it to move up and down and have it do so, giving it acknowledgments.  Mock the object up as protesting, and you move it anyway.  Mock the object up as enjoying it as you move it.  Mock the object up as wanting to move somewhere else, but you move it where you want to anyway.



Alternate drills 12.20.1 and 12.20.2 until you get a major win.





12.21 The Interconnectedness of Mest



All this MEST universe stuff is interconnected, the objects hold each other in place with gravity etc.  So let's get back some control over this.



Note that "The Object" refers to the object that we're using in this section of the rundown rather than the various objects your spotting around the room.



12.21.1 Spot other objects in the room.  For each one, have The Object connect with it and disconnect from it a number of times.



12.21.2 Spot other objects in the room.  For each one, have it connect with and disconnect from The Object a number of times.



12.21.3 Spot other objects in the room.  For each one, have The Object agree with it and disagree with it a number of times.



12.21.4 Spot other objects in the room.  For each one, have it agree with and disagree with The Object a number of times.



12.21.5 Spot other objects in the room.  For each one, have The Object be in ARC with it and be out of ARC with it a number of times.



12.21.6 Spot other objects in the room.  For each one, have it be in ARC and out of ARC with The Object a number of times.



Now repeat processes 12.21.1 to 12.21.6 but this time, instead of room objects, spot things at a distance including the center of the Earth, the center of the sun, the mass of the sun, the center of the Galaxy, etc.





12.22 Stopped Motion



Solids could be considered to be stopped motion.  Also, not-isness is stopped motion.



12.22.1 Mockup the object flying along at high speed.  Hit it with a flow of "Stop" (a stop ridge) and have it freeze right there.  Repeat many times.  Then bundle up all the mockups and throw them away.



Now let's reverse the flow.



12.22.2 Mockup the object hanging stopped in space.  Pull a "Stop" ridge out of it and have the object fly backwards at high velocity.





12.23 Universal Forces



Gravity is the impulse of the objects in the universe to keep each other from going away.



12.23.1 Have the Universe keep the object from going away.  Have it let go.  Repeat.



12.23.2 Have the object keep the universe from going away.  Have it let go.  Repeat.



Inertia is the impulse of the universe to hold the object still.  According to the physicists, all motion is relative to other motion, so that there is no privileged frame of reference for the Mest universe.  This means that any frame of motion could be considered to be unmoving with everything else moving around it.  If an object holds still in its own frame of motion, it would be moving in a straight line in other frames of motion.  Therefore, all inertia could be considered to be an object "holding still".



12.23.3 Have the Universe hold the object absolutely still.  Have it let go and leave it uncontrolled.  Repeat.



12.23.4  Have the object hold the universe absolutely still.  Have it let go and leave it uncontrolled.  Repeat.



The universe was built with the postulate that it should keep making itself more solid.  This is the isness of reality.



12.23.5 Have the universe make the object more solid.  Have it let go and leave it uncontrolled.  Repeat.



12.23.6 Have the object make the Universe more solid.  Have it let go and leave it uncontrolled.





12.24 The Universe Postulate



To take command of a mockup, even an agreed upon physical universe mockup that is being postulated by others, the trick is to take full responsibility for the mockup and make the postulate that keeps it there your own.



12.24.1 What about that object could you be responsible for.



Keep extending your sphere of responsibility for the object until you encompass the object as it is now and as it was and will be.



12.24.2 Postulate total responsibility for the object.  End that cycle.  Repeat.



12.24.3 a) Spot the impulse of the universe to hold the object still within the objects frame of motion.

b) Spot the impulse of the universe, enacted by nearby masses such as the Earth (in proportion to their distance and mass), to keep the object from going away.  (Note that a and b together result in the location of the object on the Earth's surface where it is held still and turns with the Earth).

c) Spot the impulse of the universe to mock up the object and make it solid (a sort of cross-copied intention coming in from all directions).

d) Repeat a, b, and c above in quick succession until you can do them as a single combined impulse into the object.

e) Repeat this impulse faster and faster.  Get it as a wave that repeats many thousands of times a second.  Just hold the impulse and get the concept of it repeating very very fast so that it's a sort of high frequency hum, and then make it a little faster until it's too fast to hum but simply IS.  This is the universe postulate of the isness of the object.

f) Get the universe postulate (as above) and consider it as constantly repeating and recreating the object in consecutive spaces and thereby carrying the object forward through time.

g) Make the universe's postulate your own.  Accept full responsibility for the continual recreation and location of the object in present time.  Put out the intention, "I'm mocking it up" and have the universe acknowledge it.



12.24.4 Choose to move the object and then move it.  Use the bodies hands to get compliance if needed.





12.25 Teleportation and Duplication



This process is very interesting.  It began as a simple attempt to do a mockup version of book and bottle.  Then I extended the drill based on a 3rd ACC suggestion to try teleporting an object in mockup form.  The two actions done together resulted in an amazing feeling of weight in the mockup.  It was the first time I felt as much weight in a mockup as I did in real world objects.  Hence the addition of the final portion of the drill.



12.15.1 a) Mockup a space (use PDC spaceation if necessary).  Then mockup a desk and a table in the space with some distance between them.

b) Mockup the object on the desk.  Postulate into it a reasonable physical universe weight, temperature, and color.



The next two steps are then done over and over, with attention to perfect duplication, always using the same weight, temperature, color, and the same precise position in each of the two locations.  Continue until you are willing to go on doing this forever and the object is quite real, and the process is not producing any more change.



c) Permeate the object (which is now on the desk) and spot its weight, color, and temperature.  Then have it vanish and reappear on the table (e.g. teleportation).



d) Permeate the object (which is now on the table) and spot its weight, color, and temperature.  Then have it vanish and reappear on the desk (e.g. teleportation).



Note that these two steps can be repeated back and forth very very fast and are quite interesting because there is no MEST universe comm lag.  If you find it arduous or boring, then the process isn't flat.



When your complete, keep the object mocked up in the space (on the desk or table) for use in the next process.



12.25.2.  Permeate the mocked up object and will it upwards.  You will probably find that the object has considerable weight.  Do not unmock the weight.  Lift it up in spite of the weight.  In other words, drill lifting a heavy object by postulate.  If necessary, spot the fact that you created the object and therefore have a right to move it by postulate even if it is very heavy.  Drill lifting it up and putting it down in exactly the same spot until you can do it effortlessly despite its weight.



This drill significantly changed my view of MEST universe weight and strength.



12.26 Templates



This drill is highly experimental and some of the theory may be incorrect.



It does not seem like thetans usually go around mocking up MEST atom by atom in a painstaking fashion.  When you mocked up the object in the previous drill, you probably just postulated it there in its entirety without much attention to details.  Part of this can be explained by simple copying of other mockups, but there seems to be a bit more to it.  Try the following exercise.



12.26.1 Mockup the teleportation exercise again (see previous drill).  As you mockup the object on the desk and then vanish it and mock it up on the table, notice that you are really putting up a new copy of the object rather than moving the first one.  But they are not two different objects.  There is a sort of essence of the object that is not located in space which is common to the object wherever you mock it up.  Spot this basic underlying part of the object.  Repeat the teleportation steps a few times and spot the object as mocked up and the underlying essence each time.



From this, it seems like there is the object as mocked up but not located in space, and then there is the object as located.  In other words, the concept precedes the manifestation.



12.26.2 Now consider both the mocked up object as an unlocated essence and as a mockup located in a space.  Copy Both of these many times.  Experiment with this a bit and see what you can find out. Next, copy the essence many times and then reach beyond them to the basic pattern that your using as a template to mock these up.



Of course you might have created a pure mockup from scratch, but the odds are that you grabbed an existing template and used it as a basis for the manifestation of the object.  Quite possibly, it might be the same template as the template underlying the physical universe object that we've been using in these drills.



12.26.3 Spot the physical universe object and reach and let go of its underlying basic essence (unlocated ) and its underlying template a number of times.



12.26.4 Close your eyes.  Spot points in the physical universe object and place golden balls in those locations.  When your feeling good about this, extend a wave of golden energy throughout the object.  Now reach for the real object behind the object and do the same.  Repeat.  Reach for the basic unlocated essence of the object and do the same.  Expand through the underlying template of the object and do the same.  Let go of it.



Note: it is quite possible that your looking at pictures of pictures of the physical universe rather than looking at the underlying reality directly.  This is especially true if your using the body's eyes (which have many vias) but also can occur in your vision machinery even when your exterior.  This is really the anatomy of not-isness and will need a separate rundown for thorough handling.  But you can reach past a few of these screens by postulate.  But beyond your own screens, I believe that there are a number of vias built into the physical universe mockup itself (to protect it from easy vanishment etc.) so that even without any not-

is of your own, you might have to reach through a few layers of apparancy to get the actual object.  Beyond that, is where your would find the unlocated essence of the object and the basic template used to generate it.





12.27 Mirror Processing



This is highly experimental.  I tried this out based on an idea that we might be looking at reality in a sort of mirror.  I'm not totally happy with the theory and I think there is more to be learned in this area.  But the process produced a fantastic perception change, giving everything more depth and color, so its well worth running.



12.27.1 a) Sit a little distance back from the object, enough so that you can see the desk or table it is resting on.  Mockup a huge mirror on your right and imagine it reflecting the image.  Make it a three dimensional mirror sitting off at an angle in 4 dimensional space and copying the entire 3 dimensional view that your looking at.  Now mock up another mirror that is off to your left.  Mock it up as reflecting a full 3D space in the same manner as the first one.  Have it reflect the space that is appearing in the first mirror.



b) Now look from an exterior viewpoint into mirror number 2 (the one that you placed on the left).  Look at it from infront so that you get the same view as the body's eyes have of the room.  Then chase the reflection back to mirror #1 (the one you put on the right initially).  Turn your viewpoint around so that your looking directly into mirror 1 and seeing the view of the room.  Realize that it is a reflection and chase it back to the view of the room that your body's eyes are seeing.  Turn your viewpoint around so that your looking directly at the room from your usual position.



c) Now get the idea that the "real" room your looking at is yet another reflection in a 3D mirror.  As a being, turn your viewpoint around and look at the room that it is reflecting.  When you do this, try to feel for the right way to turn.  Once your looking at it as a being, shift it so that it is the view that you see through the bodies eyes.  Now get the idea that this one is also a reflection (but a little closer to reality than the previous image) and repeat this step on it.  Continue through a number of images, gradually working closer to reality.  Stop when you get a perception change, or feel good about the view, or can't find any more.



Note that you shouldn't push too hard on step c.  Just run it as far as it wants to go without forcing.  Don't try to push all the way back to true reality.  This sort of thing goes in stages, because you need to blow the reasons for not-is and looking through vias before you can strip too many of these things off.  I didn't really notice my perception change on this until I ended off and went outside.  It was very similar to the change that occurs on power processing.





12.28 Ownership of reality

(Aug 1996) 

At this point you should do the ownership of reality processing given earlier in this write-up, and run it on each of the two

objects (I'm mocking it up, another is mocking it up, etc.).



12.29 Lifting drill



For each of the following portions of the object, mentally reach and let go a few times, put in golden anchor points, extend a wave of energy, and make it your own.



a) The physical object itself as visible to you.

b) The real object behind the object (reach as deep as you can).

c) The 4th dimensional thickness of the object.

d) The object's past and future.

e) The unlocated essence of the object.

f) The template underlying it.



Keep you energy spread through the entirety of this mockup during the following steps.



g) Get the universe's postulate (solid /hold still/ keep from going away - see earlier drill) into the object.  This is what solidifies and locates the essence into being the real object.  Make the postulate your own.



h) Now drill lifting the object up and putting it down.  Move the ghost of the object, getting as much of the real object as you can and just ignoring the remaining physical universe component which might remain behind.





12.30 Mockups



Alternate the above lifting drill with some mockup processing, including the following:



a) Mock yourself up as a giant, taller than the building your in.  Reach in through the roof with your hand and delicately pick up and put down the object many times.



b) Mock yourself up as standing sideways of the MEST universe off at a 4th dimensional angle.  Reach into the 3 dimensional reality and pick up the object and put it down many times.



c) Mock yourself up as a big copy of the object and mockup the pleasure of being lifted up and down.  Really get yourself being lifted up and put down and enjoying it, like being on a swing that someone is pushing for your gratification.



13. Bodiless Processing



After you have repeated section 12 on each of the two objects, then use both objects in the drills in this section.



These drills are done bodiless as described in section 10 above.  Place the 2 objects near each other on a table or desk.  You can either place them in a different room than the one you are lying down in (as in section 10) or do this in the same room with you (if you don't have a ridge on spotting the body while exterior).





13.1 Orientation



For each of these, do a few commands on one object, then on the other, then back to the first one etc.



13.1.1 Remedy of havingness.  Mockup many copies of each object and push them into your operating viewpoint.  Spot the 8 corners of the room occasionally while doing this.



13.1.2  Spot the object and reach and let go of specific points on the edges and within it.  Spot the 8 anchor points of the room occasionally.  Note that there is a tendency at first to be pushed away from the object by the force of the beam your using, but this flattens.  Also, shift the position from which your doing the reaching occasionally.



13.1.3 Run hello/OK on the objects.  (you say hello, the object says OK; the object says hello, you say OK etc.).



13.1.4 Run 'keep it from going away' on the objects (a few commands each, alternately).



13.1.5 Run 'hold it still' on the objects.



13.1.6 Run 'Make it more solid' on the objects.



13.1.7 Fill each object with golden anchor points and energy and postulate an aesthetic quality into them.



13.2 Op Pro by Dup



Run alternately on the two objects:  a) Permeate it; b) spot its weight, temperature, and color; c) let go of it.



13.3 Lifting



Do the final lifting drill from section 12 above, this time doing it bodiless.  Run one object to a minor win, then do the other object, then back to the first one etc.  Continue to a big win.





14. Rudiments



Fly the ARCX, PTP, OVERT, Eval, and Inval ruds on levitation

again.







15. The Gravity Process: an advanced levitation drill



(august 1996)



One of the biggest stops to levitating or moving objects is compulsive agreement with gravity.  It would be much easier to learn the skill in free fall.

The drill is as follows:

Get the idea that the world is transparent or an illusion and that you're sitting or walking on a sort of thin imaginary eggshell which is not supporting your weight but only appears to do so and that you are really holding yourself up above the real surface by means of energy beams which you have been using unconsciously.

Get the idea that the real surface is some distance below you, under the illusionary eggshell.  Use a distance that feels real, maybe one foot or ten or even a hundred feet.  It should be a distance that you can imagine looking down from.  Mockup a solid surface at that distance and feel yourself putting down beams to it and supporting yourself from there.

Initially, don't bother trying to get the full 4000 miles down to the center of the Earth, and don't push the distance beyond where you feel comfortable (even if its only a few inches), but gradually you will increase the distance (always maintaining reality and comfort) until you can reach the whole 4000 miles.

The first step is just to support yourself with beams at some slight distance.  Drill this often, while sitting, lying down, walking etc.

Just make it a regular thing you do in spare moments and keep the distance comfortable.

When you start feeling good about this, add a second step which is to mockup a beam pulling you down.  Put both beams there simultaneously, the one supporting you and the one pulling you down.  Gradually work the mocked up "real" surface lower and lower so that you are supporting yourself at greater and greater heights.

You can also occasionally drill this same set of beams on an object. Pick something that has some mass, such as a chair or a desk, and imagine supporting it above the "real" surface down below by means of a beam and then add the second beam which pulls it down.  

You will find that you can work a much greater distance with your own body than you can with an object.  You might find that you can mockup a 100 feet of distance from your body down to the real surface but only a few feet of distance from a desk down to the real surface.  Of course these "real" surfaces hidden under the illusionary eggshell are only mockups (especially as evidenced by using surfaces at different distances for different things).

They are a device for mocking up beams of comfortable length so that you can drill it on a gradient because the full 4000 mile distance is too great to work with initially.

The two beams (supporting and pulling down) should usually be kept in balance and to some degree synchronized with each other so that they act as a balance of forces.  Also, occasionally get the idea that there is a sort of 4 dimensional wave motion as if the beam were a rope which stayed steady in the usual 3 dimensions but was vibrating sideways in a 4th unperceived direction. 

As you get good at this, also occasionally work with a large number of pairs of beams simultaneously.

With this, you are duplicating the force of gravity.  Eventually you want to reach the point where you can mock up thousands of pairs of beams stretching all the way down to a point at the exact center of the Earth.  If you can get this to the point where it is really real and comfortable, you will have handled one of the largest stops to levitating and possibly will turn on the ability (assuming you have done the other processes such as running off your overts on the area etc.).



               -------------------





Don't be disappointed if the physical universe object doesn't move after completing the first pass through this rundown.  Many of the processes will bite much deeper the second time around.  Also remember that the gains in orientation and responsibility etc. that occur on these processes are really quite significant and an important step on the road, possibly more important than doing some parlor tricks with floating objects.  Just get what you can out of the processes and don't place too much importance on physical universe manifestations.  That will come when the time is right.



Before doing a second pass, you should run all the other OT drills given in the first half of this document if you haven't done so already.  Also, do not concentrate on OT drills exclusively.  Be sure to do case oriented rundowns as well (such as those given elsewhere in this series).



It is quite possible that there are a few other factors that need to be handled to restore the ability fully.  If you're up to it and have a good research quality ITSA line and understanding of the tech (see my write-up on research auditing), then check for and handle anything else that I may have missed in the area, and please write it up and pass it around if you do find anything.
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