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IMPLANT UNIVERSES



WARNING:

THESE ARE NOTES ON MY RESEARCH INTO LEVELS BEYOND OT 7.  THEY MAY BE RESTIMULATIVE OR UPSETTING.  THE MATERIAL MAY BE INCORRECT, INCOMPLETE, OUT OF SEQUENCE, OR SIMPLY OUT GRADIENT.  READ THEM AT YOUR OWN RISK.



INTRODUCTION

16 Dec. 1992

We are the decayed fragments of the god like beings who created this series of universes.  The fall has been a long one, encompassing the life spans of numerous universes.  The road back is long and hard, but the rewards are rich.

The subject before us is so vast that there is room for many researchers.  I am obviously not the first, nor will I be the last.

As of this writing, I have not attempted to design a new bridge or revise the works of L. Ron Hubbard.  I have not even tried to put these new materials into a form that public individuals could use.  Instead, I have taken a walk through the unexplored wilderness, risking no one's case except my own.  These are my notes on that journey.



PART 1:  AN INTRODUCTION TO IMPLANT UNIVERSES



                  IMPLANT UNIVERSES

March 29, 1990, Rev. 16 Dec 92

The most basic aberrations stem from a time when the individual had capabilities approximating those of a god.  To even conceive of those early incidents requires taking the viewpoint of a being that could create and destroy universes at will.

But do not be fooled into thinking that such power solves all problems.  Especially as we are only talking about power over MEST or the various equivalents of MEST in other systems of creation.  When all men are gods, the problems of interpersonal relations are aggravated rather than lessened.

A being becomes abberated first and then he loses power as a consequence of those aberrations.  Therefore, we find that the earliest unabberated period is followed by a period of intense abberated behavior where the individual still wields the power of a god.

When an individual cannot be harmed or trapped by force or emotion, then all that remains is trickery, wrong data, and considerations that will lead him into trouble.  And when such individuals come into conflict, and have the power to create universes, they will create universes specifically tailored to trick, degrade, and abberate each other, hence the existence of implant universes.

An implant universe is a universe intentionally designed and used to install aberrations.  They primarily existed early on the track at a time when the creation of universes was far easier than it is now.

Before discussing these further, Some background information on the subject of universes in general is needed.

  

 The Nature of Universes



A universe is a self consistent package of rules and mockups.  It will have space or the equivalent to separate the mockups.  It will usually have time of some sort to handle the consecutiveness of events.  It will have some kind of contents such as matter and energy.  And there will be a set of rules concerning the operation of the whole affair.

MEST style universes similar to ours have been common for a long time, primarily because the penalty universes of the home universe era implanted a predisposition towards this kind of mockup.  But many other things are possible and universes designed as traps or implants often go beyond the usual definitions so as to take advantage of the individual's ignorance and blind spots.

Universes are created by postulate, perpetuated by alterisness, and made real to others by agreement.   The universes we are interested in running out at this level were postulated, alter-

ised, and agreed upon.  There is a great deal of relevant material in the Axioms, Phoenix Lectures, Philadelphia Doctorate Course, and other early Scientology materials.   It will also greatly speed processing and understanding to first run spacation (PDC) with attention to mocking up simple little universes and observing the behavior of space and time.

As noted by LRH in one of his lectures,  beings shift between universes by agreement.

Imagine a Universe with a red sofa and a red chair, and a second separate universe with a green sofa and green chair.   Imagine someone agreeing with the red sofa and therefore being in the red universe.   Now imagine him changing his mind and agreeing with a green sofa.   He shifts to the green universe.   Note that a consequence of agreeing with the green sofa is that he also winds up with the green chair.   If he wants a green sofa and an orange chair, he either must alter-is the green universe (which could be hard if many other beings are agreeing on it) or he mocks up a new third universe with a copy of the green sofa along with an orange chair.   Note that if he wanted to meet someone sitting on the green sofa, he would be stuck with the green chair since the other person would be there rather than in the new universe with the orange chair.

The thetan still has the ability to shift to a universe simply by agreeing with it.   His current problem is not getting into a new universe but getting out of the old one.   His agreements with this universe are very sticky and pinned down.  He can easily get into contact with another universe by mocking up someone in it and agreeing with them but he only gets it in a vague sort of way because he wouldn't let go of his agreements here on Earth.

This was different in the early days.   By this I mean the time period subsequent to separation from static but prior to having solidly agreed upon universes that one did not leave.   The earlier scene (which is also the ideal scene toward which we are aiming) was one in which there were many agreed upon universes (and also many non-agreed individual universes) and they were being constantly mocked up and changed around by postulate.  The individuals moved around between these by selective agreement.

Consider a being who is not dependent on food or clothes or any sort of mest since he can mock up his own if he wants anything.  Under these circumstances, what sort of things would be valuable to him?  It would be things like admiration, new and interesting creations, aesthetics, communication, etc.   Basic things which are dependent upon interchange between beings.   Here you have situations such as a being mocking up a universe and trying to make it aesthetic enough to be interesting to others.  He does this so that others will agree upon it, admire it, and contribute to its reality.  This leads to a sort of one-upmanship and trying to score "points" and eval and inval and art critics and all sorts of things.   There is actually quite a high level of game condition and agreed upon penalties, etc. going on between beings who can create and destroy universes at will.   It's really quite a lot of fun but it can look pretty rough to someone walking around in a meat body.

Besides the normal agreed upon universes that people get together in, you find another kind of agreed upon universe. This is a sort of "canned" or pre-defined universe that could be thought of as being like a movie is today.   This sort of universe is postulated as a complete track.   I.E., the time line as well as the space is mocked up when the universe is postulated.   Imagine some pleasant movie being actually created as a full reality with all the perceptics etc.   Now imagine that a "viewer" goes into agreement with the star actor and actually experiences the movie as if it was his own life.   The track is frozen.   He picks up the beginning of it and lives through it to the end and if it was really good, he might want to experience it again sometime.   In this sort of movie, you generally have no freedom of choice within the universe.  The track just runs you forward from beginning to end.   It is a universe in its own right and is not located in space or time relative to any other universe.   Its just there as itself and if you feel like agreeing with it and experiencing it, you just go for it.  Of course, you do have the same choice that you have now if you run a tape in a VCR.  You can stop the film or back it up or just turn it off.  But you can't change it internally unless you want to copy the whole thing and do a remake of the story with variations.

There was actually quite a bit of competition involved in putting together these entertainment universes.   A sort of Theta level academy awards so to speak.   Sometimes heavy penalties such as a period of service or subjecting oneself to an unpleasant universe were gambled on bets as to whose mockup would be more popular.

There was also a flavor of "canned" universe that had some degree of choice in a manner similar to that of a video game or computer adventure game.   I.E., there might be a number of canned scenes and you would go to different ones depending on key decisions that you would make, or there would be a set of canned targets that would come at you in random sequence and you would score points as you eliminated them.   Here you have a series of mini-

tracks all linked together with a postulated program.   Anything you can make a computer or VCR do can be set up the same way in a series of conditional theta postulates. For example, you can make the postulate that if someone opens the door, then a green mouse will run out.   This is really no more difficult than postulating that a green mouse will run out right now.

Note that under these circumstances, time travel becomes the equivalent of rewinding a VCR.  This, of course is time travel relative to the track of a universe.   Your own track is sequential regardless of whether you loop back through the track of a universe.   You could play a bit with a VCR and recognize that you can "go back in time" by rewinding it a bit or "predict the future" based on having seen it before.   If there is a calendar visible in the movie (the equivalent of the time tags on a picture or the actual time of a universe), you will see that the universe's time for a given scene is the same whenever you view it.

This does make dating difficult.   What with many agreed upon universes, so that there is no single one with the "right" time, and with canned universes that have the same date each time they are visited, values such as x trillion years ago are not too useful.   Time was not tied together between the different agreed upon universes and flowed at different rates so even if two people agreed to count things in "Earth" time, they might have vastly different dates for the same moment when they happened to be in the same universe together.    Dating can be done relative to your own experience by seeing what things happened before and after each other for you.

Late in this sequence you will find the appearance of home universe.  By this time the being was already slightly decayed.  Instead of simply creating and destroying a multitude of individual actual universes at will, he wanted some agreement.  So a large matrix of interconnected universes was set up and agreed upon.  Each individual was assigned his own home universe in this matrix where he could mock up what he wanted.  He invested so much time and effort and creativity into his home universe that he didn't want to let go of it.  As a result, he could be trapped by it.  This free theta period ends with the collapse of the home universe matrix into a single agreed upon universe.



The Mechanics of Universes

A Universe could be created by exactly and specifically postulating every individual element in it.   However, this is quite a bit of work.   There are some common shortcuts that are easy to use.   These show up frequently in the construction of simple universes.

It is almost as easy to postulate an infinity as it is to postulate an individual item.   This is because an infinity of something is a single intention rather than many detailed different things.   Lets say that you wanted to mock up a beach that someone could walk down.   The way to spend eons at this is to mock up each individual grain of sand as itself and different from its neighbors.   Instead, you mock up one grain of sand in detail and then copy it.   You say this goes on and on.   If you want and if there's nothing else in the space yet, you could just say that the beach goes on forever.   This is an infinity.   No matter how far along the beach someone walked, there would always be more beach.   Note that the beach would always be the same unless you went along and changed some parts of it.

You could also postulate a progressive infinity.   Lets say that you mock up a stretch of beach in an intermediate color.   Now you say it goes on forever in one direction getting lighter and lighter and goes on in the other direction getting darker and darker.   Again this is just a simple postulate without a great deal of detail work.

For a human level example, consider the number line in mathematics.   The postulate here is just that there is a number and then you add one to it and get a bigger number.   When numbers and counting were mocked up, just the basic premises of quantity and counting had to be conceived of.   Nobody had to sit there and mock up every possible whole number from one to infinity.   If you think of a bigger number than anybody else has ever thought of before, it doesn't make any difference. The next number is there just the same as always.

In the same way, no matter how far you go down that beach that was mocked up as an infinity, there is more beach.   And if a progression such as the sand gets hotter the further you go was included in the postulate, then it just keeps getting hotter. This works the same way as the numbers getting bigger and bigger as you go along the number line.

Another trick with this is to postulate a repetitive pattern out to infinity.   Here you say there will be a mile of green sand and then a mile of red sand and then another mile of green sand on and on forever.   Its still pretty simple to set up.   Any kind of mathematical series can be used in this kind of infinite postulate, it doesn't have to be a simple alternating sequence.

The practical application of this is that you will find that there are universes where there really is mud from here on down and it just gets thicker and blacker no matter how deep you dig. And when you say, well what's on the other side of this mud, the answer is that there isn't any other side.   It was not defined for the universe in question.   It just goes out to infinity.   That's what the postulate happened to be and that's what you have to duplicate to as-is it.

In this universe, the postulate is infinite space.   The space just goes on and on no matter how far you go.

Another popular trick is to curve one of these infinities back on itself.   For this, you take the infinite beach and select a point on it and then take a different point far away and make them be the same point.   This is not very feasible if the beach already has junk on it and differences etc.   But if you do it when the beach is pure and simple, you're only alter-ising the simple original postulate and it goes fairly easily.   So this is a common second postulate before you get carried away with making alterations.  Once you've done this, the beach will have a finite length and loop back upon itself as you walk it.  But the beach is not curved, it is still flat and straight.  It is the space itself that is curved.

In an ordinary playing field type universe like this one, the thing just sits around getting alter-ised and fooled around with by whoever is in it.   If you pick up the agreements of that universe or of someone in it, you get it in its current state.

However, a story telling universe, or its viscous cousin the implant universe, also has a canned time track.   In this case, not only the space but also the time is postulated.   For example, day one is sunny, day two is cloudy, and its blackness from day three onward.   The infinite postulates can be used with time just as well as with space.

Imagine "Gone With the Wind" being set up as a story telling universe.   First, a production crew would mock it up in detail, step by step and day by day.   You would get into it by picking up the agreements at start of track.   In other words you would agree with the Civil War and Tara and Scarlet etc. and suddenly there you'd be.   It might be that the story was only mocked up from Scarlet's viewpoint, or maybe there'd be a choice of characters you could be with each one mocked up in full.   At the end might be the credits, a theta signature that was postulated to go on forever in the time track of that universe.

Because universes are entered by agreement, it becomes possible to cause someone to shift universes by enforcing the appropriate set of agreements.   One being can blanket another and enforce the agreements of start of track of a canned universe and so get the other individual to run through it willy nilly.   The canned universe in turn can inflict yet a further set of agreements which take him into yet another universe.   And so we have Universe shifting incidents.

Now we can explain Incident I.   This is an implant universe that is a universe shifting incident.   The incident is at start of track in its own weird universe.   That's why you can have an earlier incident I and yet its always at the beginning of time.  Its not just that it says it is at the beginning of time, it really is at the beginning of time in its own universe.   It lays in the basic agreements that take you into this universe.   The games in this universe are based on force and so you have things like the charioteer.   The blackness at the end of incident 1 is an infinite postulate that just goes on forever in space and time.   Since there is no real change except for repetitive waves in the blackness, eventually you shift over to the agreements that it was installing and wind up here.   It is used to take undesirables and banish them to this universe.   Sometimes someone manages to get back out of this one and they throw him in again and so you have the multiple occurrences of the incident.   The overt side of this (blanketing someone and pushing them into it) is quite beneficial to run out.



The Decline of Theta

It is possible that there once was a game and that we divided up into teams and each team created an abberative universe that would be used by them on the losers.   The agreement would be that the winning team would get to gang up on each of the losers individually and push them through the penalty universe.

It doesn't really matter who won the first game because everyone would have kept on playing more and eventually everyone would have been pushed through quite a few of these and pushed others through quite a few times.

Although each team would have worked as hard as possible to create the most horribly abberative universe, in early runs, it probably only left a slightly sour taste in the mouths of the losers for a short while.   Remember that we're talking about beings who could create and destroy universes at will.

If this is the case, then anyone might have either the overt or the motivator side first on a particular universe, however, by the time we had decayed to the point of getting stuck in universes, we all probably had both sides on all of these.  

In the overt side, a team blankets an individual and forces him through.   You get a little kickback of the incident from the individual your holding in there and sometimes you feel him wiggling around and trying to get out and you are pushing back with postulates and intention.

On the motivator side, you experience the universe.   The experience is such that it leads you to make abberative postulates.

In addition to this is the overt of building one of these.   There is generally a chief architect who lays out the overall plan.   There might also be designers who work out the details of each area.   Then, a group effort is done to postulate the track of the universe in detail.   Once this is done, it "is" and it floats in its own space and time and can be reached thereafter by connecting to the starting point.

Quite a few of these were built.   There are very simple three dimensional ones that just place you in a bad construction that you have to make an abberative decision to get out of.   There are also highly complex ones with postulated time tracks that take you from the top of the scale down to the bottom.

Early on, there were no fixed ideas or considerations.   These universes laid in fixed patterns and ideas.   Every scale in Scientology is an arbitrary pattern of behavior.   If a thetan is totally free to postulate, then there is no standard pattern.   You can only have a scale if you have a standard aberration that causes behavior in a certain fixed mold.   Consider the tone scale.   Why should boredom be above anger?  This is a fixed pattern that was used over and over again in implant universes until the individual felt that the one emotion should follow the other.

Here also is where all the consequences are defined.   I.E., if you do A, then B will happen to you.   A thetan can postulate anything.   He can have his cake and eat it too.   But here he was shown (and showed others) that when the cake is eaten, it is gone and can no longer be had.  Even the laws of energy and the very concept of energy itself had to be defined by these implant universes or else they would not be consistent from individual to individual.

A particularly nasty set of these implant universes laid in the dynamics.   Each impulse to survive is due to an implant that created a problem in survival.   Without the implant universe, the individual can start, change, and stop at will.   Only a heavy aberration gives him a need to survive.  This series of implant universes appears to have been built by all of us working together during the home universe era for use as a penalty for anti-social behavior.  These "Penalty Universes" will be covered in detail later.

Some of these universes have "items".   These are thought intentions that one receives as he goes through the experience.  The thoughts sort of permeate the space of the universe at particular moments in the track.   These postulates were put there while the universe was intended and the individual gets them as he goes through it.

Every abberative mechanism addressed in Scientology can be found being laid in in one or more of these universes.   This not only includes aberrations such as interiorization or the overt/motivator

sequence but also thing like becoming infested with BTs (for a "good" reason) or making a goal go down a declining series of items.

Besides the aberrations of the grades and OT levels (and aberrations like the impulse to build actual GPMs), there is another abberative impulse which shows up in these.   It is the impulse to split off or abandon identities.   I.E., one becomes two, or you leave your real self behind etc.

After all of this, you still have someone fairly able.  He could disagree and throw this stuff away when he came out of it,  but he thereafter had considerations and the predisposition to getting in trouble on these various points of aberration.



The later track

Before and parallel to this universe, there is a "magic" universe.   The magic universe was an agreed upon universe somewhat similar to this one but things worked a bit differently.

Although everyone was pretty much in this magic universe, we weren't quite as stuck in it as we are here.   It was still possible (with difficulty) to shift universes.

These old implant universes were still lying around.   Sometimes you find a wizard calling a demon (or genie or whatever) to carry someone off to "hell" so to speak.   Here you have the demon blanketing the individual and forcing him into one of these implant universes.   The demon gets a bad kickback out of this and, although the wizard knows better than to connect with the implant universe himself, he's got a big overt and becomes very motivator hungry (and sooner or later someone else dumps him in).

So you still find overt and motivator experiences of these implant universes as recent as the magic track (which can be quite recent).  We all had our turns at being wizards, demons, and victims in the magic universe.

This universe was built by the inhabitants of the magic universe to get rid of undesirables.  They set up the Incident 1 implant universe as a transfer mechanism to shift beings down from the magic universe into this universe.  Eventually almost everyone wound up down here.    Of course, there were frequent "escapes" from this universe, but they would eventually get caught and be shipped back here again.   This is why you may have recent magic track in between MEST universe track.

Eventually, most of the magic universe decayed since there were too few beings left to keep it properly mocked up.

The few remaining wizards (or rulers or powers or whatever) left there decided to invade this universe and come down in style.   They'd round up escapees or collect beings from this universe, pull them all up into the magic universe, implant them, and make them up into an army.   This seems to have been done 5 times.   These are the 5 invader force waves, but that's another story.

Once someone is in this universe, they are generally too pinned down (by repetitive uses of Inc 1) to be put through an implant universe.   So you don't generally find these in MEST universe track.   However, things out of implant universes, especially items and pictures, were often shot at the person with force.   These are the electronic implants (OT 2 etc.).   There is also a similar mechanism used in magic track where implant items are laid in with force.

For example, take the Tiger implant universe (one of the penalty universes that laid in the dynamics).   The actual experience of being the Tiger and going around eating things (and hearing occasional TO EAT IS ... items coming as intentions (not words) from the space around you) is in the original implant universe.   Here you are the tiger and look at other things through his eyes.   But if your sitting in a chair in the incident and being hit with force and seeing pictures of a tiger walking around and hearing items in words, it is probably from some of the electronic implants used in this universe.   Very recently, in Incident 2, at one point there is a big Tiger face in the sky who says some of the items, and at another point, you're shown a tiger walking around in Kenya going through some of the experiences (and you're told that this is where the tiger universe really is).   These are all later restimulations of the original implant universe.



Factors involved in running implant universes

Most important is ITSA.   Spot what is what.   ITSA things.   Notice the lies or wrong datums.   Blow by inspection when possible.   

You can go through these itsaing what happened.   Sometimes, you notice a whole large later dramatization of your own that was based on one of these.   If it comes up, itsa it.   It is important to get this itsa down on paper (even if there is no CS) to get it separated from yourself and the experience out where you can look at it.   Don't sit around Q & A ing on a whatsit.   Spot what you can spot with certainty and the confusions will clear up as you keep accumulating rightnesses.

You can date these things relative to other experiences.   Sometimes you have to go earlier either to an earlier occurrence of the same implant universe or a similar experience in an earlier different universe.

Getting off overts is very important.  Early on the track everyone was constantly working to trap and implant each other.  Especially watch for the one that you regretted.  If you get a still picture, it might be an implant picture but it could also be some incident that you regretted heavily in which case it is the tail end of your doing something that you considered to be a terrible overt.  You were implanted to hit some poor victim by mistake whenever you went after an opponent.  As a result, it happened quite often and you cut your horsepower way down as a result.

BTs will show up on these.   If you've EPed Nots, they should easily blow on inspection.   The reason you didn't find them before (assuming OT 7 was done) is not due to the BT but to the fact that your confront was out the bottom on what the BT was being or where he was.

Identity splits will also show up.   If you've EPed these, the split should probably dissolve on inspection, but since these are not being handled as their own level right now, you might need to run out the split.   A split is usually created by making you take two viewpoints and then implanting each one with a goal.   The goals of each side are detestable to the other so that you as each identity cannot bare to be the other identity and so keep them separate.   One handling is to find the detested goal on each side.  Another way is to simply blow through the valence wall by getting on both sides of it and being willing to be yourself.  Then handle any BTs who are trying to put the wall back or copy the valences or items involved.  If you run into a body in pawn, handle any BTs/Clusters you can find and then look for an identity split since one is generally set up as part of the mechanism that keeps you connected to the old body.  

(Aug 1996) Another trick is to have them "Point to the being you divided from".  This is probably the fastest and easiest technique and you don't need to be sure that it is a piece of yourself because this has some workability on pieces of other people.  Often you can't recombine a piece of yourself because you have other pieces missing in between.  This shouldn't matter but it does seem to get in the way and this command works to handle it.  The split off piece might not rejoin you here but instead rejoins another part of yourself that is elsewhere.

Abandoned viewpoints may show up.   This is a special case of an identity split.   Here, you abandoned the old identity (and left it where it was) and started a new one.   Sometimes this is due to being completely trapped and 'dying' as a thetan but usually it is due to doing a GPM crossover (becoming what you detest).   Again, get the goal or item or overts.   Also watch for BTs holding identities trapped or holding them apart or together or whatever.

Watch out for earlier beginnings.   Sometimes a universe starts with a sequence like the factors giving a mimicry of separation from static before actually getting into the body of the experience.

When you run these implant universes, go back to the actual space and time that they were done in and mock them up there.   This is like the drill in the old OT 4.

Hopefully there will be platens for these so that you can just read them slowly going through them and itsaing as you go along.   If you do have to research one from scratch, you'll need all of your bag of tricks as an auditor and some guts and good guesswork. 



THE UPPER DYNAMICS



29 July, 1990, Rev. 16 Dec 1992

The definition of the 8 dynamics has been used successfully for many years.  Much observation of life and the long history of workable auditing rundowns based on these show that they do, in some manner, form a complete set of the urges to survive.  But there have always been loose ends which hinted at something more.

First, there was the recognition that Survive was not the ultimate goal but simply a mid-point in the Create-Survive-

Destroy cycle.  Of course, one can do better than simply surviving on the 8 dynamics.  One can BE these 8 dynamics (see the Technique 80 lectures) or even create in each of these areas.  But, although a being can operate along these lines, they do not seem to form a complete picture of surviving well as a thetan.  Although a thetan can't help but survive in the sense of persisting, he can certainly survive well or poorly in his own estimation.  And his estimation of this only follows the 8 dynamics to the degree that he has gone into agreement with physical universe survival.  It is not his normal baseline.  His native operation is up towards the create side.

Consider achieving ultimate survival in mest universe terms on these 8 dynamics even to the extent of being worshipped as a God and having ultimate persistence along all these 8 lines.  But imagine it with nothing more beyond this, no beauty or ethics or interesting games.  This would be a poor and tawdry thing for a thetan.  In fact, it would be a trap.  Infinite survival in physical universe terms is a curse, not a blessing.

Therefore, just as we see 8 dynamics reflecting the Survival or physical universe band of the scale, so we might conceive of another set of 8 reflecting the creative or Theta band.

The next clue was the mention of Aesthetics and Ethics as the 9th and 10th dynamics in the Philadelphia Doctorate Course lectures.  Certainly these make sense in terms of Creative or Theta dynamics.  Also, we can see that the physical universe tries to make nothing out of these, but in spite of this, thetans do operate better when ethics and aesthetics are present.

Looking further, we see other factors that the thetan values.  He likes playing games and building things and figuring out logical problems, and especially, he loves to create.  Often you will see an individual considering one or more of these as being more important than good survival in mest universe terms.  Consider someone solving a crossword puzzle with no payback in terms of any of the 8 dynamics and perhaps even putting off eating and sleeping (good physical survival) to accomplish the task.  Is this some weird aberration laid in by an implant?  Or is it the individual's last remaining shreds of theta level operation persisting in spite of all physical universe evidence and objections.

I struggled long and hard to define these 8 upper dynamics and get them in the right order.  Much research of the whole track and implants gave many clues (there are many implants which try to abberate each of the 16 dynamics in sequence), but still the correct order eluded me.  Then one day, I saw that each of the lower dynamics had a slight tendency to sublimate into the corresponding upper dynamic.  This let me establish the order of the upper dynamics based on the known order of the lower ones.  This brought considerable order and relief to other areas that I was researching and validated the entire pattern of dynamics.

The list of 16 dynamics is as follows:

1. self as a body				9. Ethics

2. Sex/Children/Family			10. Aesthetics

3. Groups					11. Construction

4. Governments/Mankind			12. Reason

5. Lifeforms				13. Change

6. MEST					14. Games

7. Spirits					15. Knowingness

8. Worship					16. Creation



The 9th dynamic, Ethics, has been defined as the contemplation of optimum survival.  A major component in this might be referred to as Integrity.  For a being who cannot die, integrity is the cornerstone of real survival.  Whenever he has lost it, he has not truly survived in his own estimation.  

We might say that physical survival as a body sublimates upward into this Ethics dynamic.  Or, from another viewpoint, we might say that Ethics has been collapsed downward into physical survival.  Once the thetan has abandoned integrity and lost himself as a being, all that remains is the effort to persist as a physical mockup.

Note that I have reduced the definition of the first dynamic down to survival as a body.  We generally think of this dynamic as encompassing more theta qualities, but these are really the remnants of dynamics 9 to 16.  Once these theta dynamics have been crushed out of view, the last lingering traces can be attributed to personal survival since they are the thetan's last hold on survival as a being.

The 10th dynamic is Aesthetics.  It has often been said that sex can be sublimated into aesthetics.  We can also see that aesthetics is a huge band of theta enjoyment.  In the second dynamic, this enjoyment seems to have been collapsed into a simple physical act.

What about the close sharing and love between family members that occurs on the 2D?  It's more than simple ARC.  How would it manifest between beings without bodies?  Wouldn't it be proper to describe this as the intimate exchange of aesthetic waves between beings?

The eleventh dynamic is Construction.  This is the kick you get when you build something yourself.  The child putting together a model airplane is surviving on this dynamic as is the person who builds his own furniture for the fun of doing it.  You might say that this is simply survival through Mest, but it's not.  You can buy the child lots of model airplanes and they don't matter one whit compared to the one he built himself.  Here it's the construction itself that counts rather than the havingness.

Interestingly enough, this does sublimate upwards from the third dynamic.  Or rather, the third dynamic is to some degree a lower shadow of the Thetan's constructive impulses.  The biggest and most interesting constructive efforts involve groups of beings working in a coordinated effort.  This is a natural way for Thetans to build things and it is the way you would go about putting together a complicated universe.  When survival is not a problem and no one has to work for a living, they still join groups for the purpose of building things that are fun and interesting.

The 12th dynamic is Reason or Logic.  Here is the realm of the mathematician, the problem solver, and the player of thought oriented games.  Here I'm emphasizing the abstract problems because it's easier to see the urge in isolation from the other dynamics.

The 4th dynamic has been referred to as race and mankind.  But a better definition would be to consider it as those groups that one is born into.  The big difference between this and the 3rd dynamic is that in the 3D one has choice as to what groups to join but in the 4D your stuck with it and must figure out some reasonable way for everyone to get along together.  Governments generally fit more into the 4D characteristics rather than the 3D and should be considered here.

Since people cannot leave a 4D easily, this raises the entire area of law and legal systems.  This sublimates into the dynamic of reason since logic is the primary justification of law.

For the 13th dynamic, we have Change.  Thetans will alter and modify things just for the sake of change and variety.  No other reason is necessary.  Notice that this dynamic is above reason and often operates contrary to logic.  As Ron has pointed out, change and unpredictability are survival characteristics for a Thetan because it makes him difficult to manipulate and trap.  At a higher level, we see that altering things lends persistence and interest and variety.

In the fifth dynamic, we also see endless change and variety as one of it's greatest survival traits, so its reasonable to consider the 13th a sublimation of the 5th.

The 14th dynamic is Games.  The subject of games was frequently discussed in the materials of the 1950s and is obviously a keynote of theta operation.  As far as relating this to the 6th dynamic, it would seem that a playing field and implements and some rules about energy etc. would be necessary components in a game.  This is the only theta dynamic where a consistently paced sequential time rate would really be needed.  We might well consider the entire Mest universe to be no more than the components of a game.  Note that here we are referring to action games rather than the thought games of the 12th dynamic.

Knowingness or Understanding is the Fifteenth Dynamic.  This is higher than the dynamic of Reason and quite distinctly separate from it.  With reason, one follows a logical progression, but in the 15th dynamic one can just know.  Here we have the urge for knowledge and understanding even when there is no physical universe reward in sight.  Again we have something that has been extensively discussed in the early technology but not previously considered to be a dynamic.

Although one may come to understand something by study or reason, the higher levels of knowingness are achieved by pervasion, mockup, ARC with other beings, and by pure postulate.  In Mest universe operation, this is all closely related to survival as a spirit and with other spirits.

The 16th dynamic is Creation.  Here we have ourselves as gods rather than worshipping gods.  This is the cause side for which the Mest universe 8th dynamic (religion etc.) is the effect.

Of course all these 16 dynamics are inter-related.  Although I have pointed out that it's the upper 8 dynamics which are operational beyond the physical universe level, within this universe the lower 8 are vastly significant.  True survival here means operating fully on both sets of dynamics.

Note that each of these upper 8 dynamics have been used to trap and aberrate thetans.  Since the thetan wants to do these things, he can be suckered in and taken advantage of even when he is in a bodiless or OT state.  His own codes of ethics can be used to trick him into  punishing himself, his love of aesthetics can be used to lure him into traps, etc.  Total freedom would require being able to operate or not operate in these areas at will.  Just because these areas are interesting doesn't mean that they have to be compulsive.  A thetan doesn't have to have a game, he only thinks he does.



PENALTY UNIVERSES, GENERAL INFORMATION

10 April 1990, rev. 15 Dec 1992



The Penalty Universes are a set of Implant Universes that date back to the home universe era.  Before reading this, you should be familiar with the material presented in the earlier section on Implant Universes.



Introduction

Underlying almost every datum that we take for granted, underlying all the consequences that we believe to be natural facts of life, underlying almost every abberative factor we know of whether it be implants or grade material or Nots, and underlying every scale and button discovered in Scientology is a specific series of implant universes which set these things up and laid them in so deep that they are the anatomy of life as we know it.  These things are the penalty universes which were part of the home universe matrix.

Conceive, for a moment, of someone who was nearly a god; An individual who was fully capable of creating matter and energy in space and time.  A being with but a few aberrations such as a preference for 3 dimensional creation and perception.  A being only slightly constrained in that he preferred to create his own universe (a "home" universe) in conjunction with the matrix rather than mocking up and throwing away entire universes off on his own.  Such a being does not need to survive (or even conceive of the concept of personal survival).  He is indestructible and he knows it.  He cannot be affected by any energies or trapped by any walls or barriers.  

At first he is only held by a desire to interchange things such as admiration with the other beings in the matrix.  Eventually, however, he puts so much work into his own creations within his home universe that he is reluctant to abandon them and he is so entertained by the creations of the other beings that he is reluctant to sever contact with them.  As a result, he can be trapped and controlled by his refusal to abandon his own and other's creations.

Besides the many home universes, the matrix also came to include many small agreed upon universes.  Groups of beings would create these as comfortable places for beings to meet or artistic creations or whatever.  There were also small fixed track universes that told stories or dramas for purposes of entertainment.  And eventually, there came to be a series of universes created for the purpose of inducing aberration as a penalty for troublemakers or whatever.  These are the penalty universes.



The Dynamics

Each dynamic impulse to survive is laid in by a set of 4 implant universes.  Each implant universe establishes a goal and then abberates that goal so that it will become a problem in survival.  Each dynamic has 4 parts which are the efforts to survive through each of the 4 goals laid in for the dynamic.  We are already familiar with some subdivisions such as breaking down the 2D into sex and children.  But actually there are more subdivisions.  Based on the goals that came out by assessment, the 2D has 4 parts.  These are the urge to survive by a) joining with a 2D partner, b)sexual satisfaction, c) reproduction (children), and d) caring for others.  The 4 goals are To Join, To Satisfy, To Reproduce, and To Care For.

We could argue a lot about what we think should or shouldn't be in a specific dynamic.  But that's beside the point.  When I caught on to the structure of 4 implant universes per dynamic, everything fell together in a nice and orderly fashion and things began to run well and easily.  Based on that, I would consider that the goals found are the correct definition of the dynamic and if it disagrees with some of our "think" on the matter, I would assume that we didn't get the definitions quite right.

There are also more dynamics that we previously thought.  We had a hint of Aesthetics and Ethics being the 9th and 10th dynamics from the PDC tapes, but the full set runs to 16 dynamics.  Apparently, the upper 8 dynamics are so submerged in this universe that we hardly can see them as aiding survival.  Going back to the magic universe, there only seem to be 12 dynamics in real operation (which is where the 12 signs of the zodiac come from).  We have to go way back in the sequence of universes to find full operation on 16 dynamics.  See the discussion of the upper dynamics presented earlier.



The upper dynamics are as follows:

9th Dynamic: Aesthetics

10th Dynamic: Ethics

11th Dynamic: Construction.  As a child you might have built a model and gotten a pro-survival feeling totally aside from any possible physical universe benefit.

12th Dynamic: Reason.  This is survival though logic or constructive thought.  Note that this is not the figure figure sort of think.  You can experience this as the lift you get out of solving a crossword puzzle or some other abstract problem.

13th Dynamic: Change.  I.E., survival though alter-isness or metamorphosis.

14th Dynamic: Games.  Just the act of playing a game is survival.  It doesn't matter if you win a prize.  Kids know this until they're indoctrinated into the rules of this universe.

15th Dynamic: Knowingness.  This includes knowingness, understanding, and learned knowledge.  I would have lumped this together with the 13th dynamic if the goals hadn't insisted on separating out into two full sets of 4.  Once you think about it, the 2 dynamics are quite different.  It just goes to show how badly these dynamics have collapsed in this universe.

16th Dynamic: Creation.  This is survival as God.  The 8th dynamic turns out to be survival through worship etc.  Up here is where you find the real thing.  This is survival through creation and imagination.  Painting a beautiful picture is 9th dynamic, but mocking up the initial concept is 16th dynamic.  So is mocking up a universe.

We've been lumping the remnants of these upper 8 dynamics into the 1st dynamic.  Once you sort this out, you find that the first dynamic is simply survival as a body and the goals of the first dynamic are things like To Eat.  And at the bottom of the 1st dynamic, you find To Endure.  It's really survival as MEST.



Description



These penalty universes are 4 dimensional constructions created in their own space and time.   They have a fixed time track.   You actually go through the experience when you are put through one.

Each penalty universe has a single goal.   The entire universe is designed to abberate this goal by causing it to decay down through about 10,000 or so items.   After this, you have something about which you have problems in survival and so it becomes a dynamic through which you survive instead of just being something you can do or not do at will.

There will also be a terminal, which is the thing that you are being throughout the experience.   Lets say that the goal was "to Wash" (this is not a real one but they are like this), then the terminal could be a "Housekeeper".   Note that it is not a "washer" or "one who washes".   The original choice of terminal seems to have been a simple arbitrary.   But of course, it is now recognized as something which seems very natural to be doing the goal.

There are items throughout the experience.   They are thought ridges that you receive as you go through it.   Most of them contain the goal and have the structure "TO (goal) IS TO (...)".   For example, TO WASH IS TO BE CHEERFUL.   However, at basic, the charge is not on the item but on the experience.   The item only tells you what to think about it.   These items were restimulated by repeated runs through the universe and by later electronic implants which only contained the items.  As a result, the items can have significant charge, but the earliest charge is on the experience that happens along with the item.

These are not in a GPM flip flop pattern with terminal and opterm and alternation of two sides.   They are in a simple downward progression of the goal gradually becoming more and more abberated.   The general pattern of the progression is the tone scale from plus 40 to minus 40.   All the tone levels, scales, and buttons you have heard in Scientology are items in this thing.

This is the source of the tone scale.  It is an arbitrary that everyone follows like clockwork.   For example, there are items like TO WASH IS TO BE ANGRY etc. at their proper place in the sequence.  The experience on this one might be that someone throws a tomato at the window you just washed and you get angry.   There are also somatic items such as "TO WASH IS TO HAVE A PAIN IN THE FOOT".   The experience on this might be dropping a bucket of water on you foot.  However, the somatic items often repeat so that the same item might occur again later as a mouse bites your foot.

There is no specific opterm or op-goal.   Instead, the entire universe eventually works against you.   There are competitors and opponents who give you lots of trouble.   There might be cleaning women who go a better job and so take away your work, there might be tax collectors who interfere with your work, and there might be kids with spay cans who make life intolerable by making the windows unwashable.   Eventually perhaps the city passes an ordinance against washing and the police chase and capture you and execute you.

Up at the top of each of these penalty universes, the items and the experience are just wonderful.  All of the top scale buttons will be there and the aesthetic and aliveness in the experience are incredible.  Its so good that it really draws you in.  There is nothing in this universe that can compare with the tops of these penalty universes.  We were very powerful and high on the scale when we created these and it's far beyond our current capabilities.

When you run one of these, you have to spot that wonderful aesthetic at the top.  But don't get suckered by it.  It's the bait in the trap.  It leads you down to death and worse.  This is described in 8-80.  Now we have the actual incidents that did this.  Originally, it was only these wonderful aesthetics that caused you to keep mocking up the incident.

You can plot the whole thing against the tone scale.  It's an exact map of the incident.  Late in the incident, you're at the bottom of the scale and in horrible shape and getting hit with items that set up all the really abberated behavior.  Eventually you're captured and dragged before some god (usually one or another kind of statue) who zaps you and divides you against yourself for your crimes.  Then you're let go but you age and die fairly rapidly.

Unfortunately, death is not the end of the implant.  Once you're buried (or put in a mausoleum or whatever), there will be something that keeps your spirit in the grave.  Often it is a cross.  Or the people will chant or something over the grave to keep you in it.  You strain to get out and find that you can't.  Then there are loads more items laying in bottom scale things (such as the bottom of the chart of attitudes).  Next, some sort of devils will come to drag your spirit out of the grave.  At this point, you start struggling (as the spirit of the housekeeper or whatever) to stay in the grave.  But they drag you out anyway and throw you in volcano where your "spirit" is tortured further.

The final item is "Stay There" and you are supposed to stay in there forever.  Of course whoever's blanketing you pulls off at this point and eventually you cognite and exteriorize out of the implant universe.

When I stumbled across these, I started by just trying to run items out of one of these.  I quickly found that I had to run the description as well as the item.  Each item I pulled off revealed more.  They were scattered all throughout the implant.  By metering, I managed to keep the items in order.  They came off in some sort of random associated fashion.  It was not possible to simply list each item in sequence.  Finally I was putting them on index cards and trying to keep the cards in order, locating the right position for each new item found.  Soon I had thousands of items for one specific goal and no end in sight.  They ran from plus 40 down to minus 40 on the tone scale and included the most incredible array of material.  Everything from showing you that a solution will become a new problem to laying in the mechanics of energy behavior.

It was starting to seem like an impossible task.  The items had loads of charge and had me jumping out of my skin handling them.  The TA would sometimes fly up and down by a couple of divisions as an item went into restim and then was spotted.  Once the TA even went completely around the dial on a single item.  It was hair raising.

Then I found the earlier beginning to the incident.  It made everything easy.  



The Top of the Penalty Universes



The beginning of every one of these is the same.  It is an implanted parody of the Factors (see "The Creation of Human Ability"

by L. Ron Hubbard).  At the start, you are given the impression that you are the life static at the beginning of time.  The first item is TO (goal) IS NATIVE STATE.  You go through a series of items that approximately follow the pattern of the factors except that each one is twisted a bit to include the goal.  For example, the decision is not "to be", it is "to (goal)".  In our made up example, it would be "to wash".  Your told that this is the original decision before all time and space and that it is the reason that you separated from native state.  It's quite funny really.  These items are outlined in detail in the write-up on Penalty Universe Platen 1.

This platen has little charge in and of itself.  It has the unusual property of not being very restimulative.  It predates all charge and mostly seems funny rather than troublesome.  But you can destimulate just about anything by spotting the top of platen 1.  This leaves you free to muck about in the detail of the penalty universes and get all stirred up and then simply spot the top of platen 1 to blow the charge you restimulated.

First you run platen 1 which looses up the implant universe.  Then you can just scan things off of the later portion of the incident rather than having to single shoot items.  If you get too enmired, you just run platen 1 again.  After doing a pass over the implant, you just spot the top of platen 1 to ensure that you don't leave anything in restimulation.  It lets you build up your muscles at scanning out items without running them in painstaking detail.  These penalty universes have an aggregate of close to a million items and this would seem to be the only practical way of handling them.

Terribly heavy late track incidents can be keyed out as well, but you have the difficulty of needing to know which of the penalty goals underlies the charge.  Also, many later implants tried to act as groupers on the penalty universes.  Just about every universe shifting implant (sentencing to a lower universe) restimulates the complete series in some fashion or other.  Also, many late track incidents are based on later goals such as the negative goals that were later appended to the penalty universe goals.  You have to blow out a few of the inversions before you can spot through a negative goal to reach the top of platen 1 on the positive goal that's up at basic on the whole mess.

Even so, you can cool down a late track mess up by running platen 1 anyway.  You might be groggy and it doesn't read well, but you do it anyway and start to feel better.  At a minimum, it should keep you from getting sick on an out list.  In this kind of situation, you might also run the top goal (Create) in platen 1 because many goals might have been restimulated and Create is earliest in most of the consecutive implanted restimulations of these things.

Another thing about platen 1 is that it opens up recall both on the details of the remainder of the penalty universe and, gradually, on the rest of your existence as well.



Context of the Penalty Universes



It seems that we built these things.  We did a series of 3 dimensional mockups and layered them together to form each universe.  The entire thing is group postulated.  You will eventually be able to spot yourself together with other beings in a group working on specific items postulating them into existence.  I think that each being contributed a small piece to the design of the items and then joined a group to postulate large numbers of items into existence.  But no one individual worked on all of the items in any one penalty universe, so that there were always items that hit you for the first time when you got the implant.

Apparently we all thought it would be a good idea if we had some way to penalize a being if he was making trouble for others.

To implant somebody with one of these, a bunch of thetans would gang up on the victim and blanket him and enforce the start of track agreements of the penalty universe he was being thrown into.  You can find this on an overt flow as well as on a motivator flow.  You can even find a cross-flow where you watch others throwing another into one of these.  There are also some tricky situations where you turn the tables on somebody.  A crowd blankets you and you grab one of them and shift him under you so that he gets the implant first hand and acts as a buffer.  Or you have the overt intention of blanketing someone and he shifts around on you and you get pushed in instead.

Note that these were originally built and used at a time when

we were not fixated on bodies.  It was the continual use of the penalty universes which created the fixation on bodies.  In the early experiences, the people blanketing each other are more like nebulous clouds, but they would project bodies or symbols or whatever on an as needed basis.  The victim might just be a cloud when you jump on him or he might have a body mocked up or whatever.  Since he is often in his own universe, the environment is his mockup and will start attacking you as you try to drag him off to the penalty universe.  He may manifest in various bodies or try to vanish or throw arrays of symbols at you etc.  It usually took a team ganging up on somebody to overpower him in his own universe.  Of course sometimes he was in your universe when you attacked him and then you had an easier time of it.  And occasionally you failed and he got the better of you and tossed you into the penalty universe instead.

You need to spot the overt side rather than just running these as motivators.  Also sometimes you need to spot the overt of contributing to the group creation of these before you can get platen 1 to read on a goal.

It is also useful to spot regretting having pushed someone into one of these.  This early on the track, you have very little concern about overts.  You don't withhold them or justify them or anything until you've been put through each of these penalty universes quite a few times.  But eventually you push someone in and later you see that it had an undesirable effect and you're sorry.  It's quite possibly the first regret on the track and the first time something really acts like an overt.  Later you build up more considerations and regretted having designed these things and feel bad about pushing people into them and that makes the earlier actions run like overts.  But they weren't when you did them.  It was just a lot of fun.

It's sort of like kids playing with matches and not imagining that anyone could get burned.



Structure of the Early Part of the Incident



There is actually quite an elaborate series of items before you get into the body of the "terminal" and begin experiencing the implant universe.  Section 1 is the same for every penalty universe except for the substitution of the goal into the wording.  The remaining sections are specific to the universe being implanted.  Of these, section 2 is the one that is important.  It lays in the symbols that will be used in the universe.  Apparently there was a need to explain what things were supposed to be before the main body of the incident would have any meaning.  It is possible that we will need to develop detailed item platens for section 2 of each universe to get full as-isness.  But that's not an excessively large number of items.  This is followed by many sections of items where they get you to mockup and agree to the implant universe.  After all of this, you get pushed into the terminal's body and experience the universe.  The sections are as follows:

Before the beginning, the individual is blanketed and pushed in.

Section 1 is the parody of the factors as laid out in platen 1.

Section 2 is the symbols.  These items all have the form "THIS MEANS ...".  They each have a picture of something significant in the incident and assign it a meaning.

Section 3: Anchor Points.  These items are of the form "To (goal) is to look for the ___ (something that acts as an anchor point)".  They have you spot various things in the mocked up environment and extend anchor points into them so as to create the space of the universe.  For example, in our made up goal above, one of these items might be "to wash is to look for the cleaning bucket".  These items are in pairs with the "look for" immediately followed by a "connect to" for the same object.

Section 4 Agreements.  These are pairs of items.  They are in the form "To (goal) is to agree to the (...)", and "To (goal) is for the (...) to become real".  Various people, places, and things shown to you in the symbols section above are fitted into these items and you mock up agreement with them and make them real.

In early runs, this section tends to build up a great deal of anticipation and interest in what is going to be shown to you and what is going to happen in the penalty universe.  In later runs, this has more of a feeling of dread fascination, like a victim frozen in fear by the monster that is going to eat him. 

Section 5 Mis-Remember.  These items are in the form "To (goal) is to remember agreeing to the (a) before (b)" where a and b are different items in the agreement section above.  They give you a wrong order for everything and get it all jumbled up.  It makes it very difficult to meter check which thing is before which other thing in the incident.

Section 6. Confusions.  These items are in the form "Now you become confused as to the sequence of agreements leading to (a) and (b)" where a and b are items from the agreements section.  Also, they pair the items up differently here than in the mis-remembers above.

Section 7. Future Postulates.  These are pairs of items.  The first one of each pair gets you to postulate that one of the things you agreed to above is now extended into the future.  The form of this first item is "To (goal) is to have future (item)".  Then you look into the future and see it and get the item "To (goal) is to predict (item) in your future".  In our window washing example, one of the pairs might be "to wash is to have future windows" and "to wash is to predict windows in your future".  This gets you to extend the time track of the universe.  It also gets you interested in what's going to happen in the universe.

Section 8.  The energy postulates.  You mock up the forces operating in the universe.  This section might belong earlier.  I have not done much work on it.

Section 9. The Decisions.  This is a short section where your getting various items about wanting to rush through to the end and wanting to be affected etc. while you moving in towards the terminal's body.  By this point, the thetan is usually tired of just receiving items and want to get into the terminal and get it over with already.

Section 10.  Joining.  This is a short section where you get items about deciding to be the terminal and entering the body etc.

All of the above sections together are probably only about 2000 items.  At this point in the implant, you are in the body of the terminal and it is a "real" universe.  From here on, it runs with the tone scale from 40 on down.  The first part will be a series of 7 experiences of the goal quite high on the tone scale.  Each experience has quite a lot of items and your quite happy about it except for a few little nagging worries type items that are a sort of dramatic foreshadowing of the later parts of the incident.

Then the incident begins to carry you down the tone scale.  And it's mud from there on down.







AUDITING OUT THE PENALTY UNIVERSES



PENALTY UNIVERSES: AUDITING INSTRUCTIONS



Mar 24, 1990, rev. Feb 1993



Everything about how to run these is highly experimental.  See

my write-up on research auditing (included elsewhere).





Initial Approach



Before trying to run deeply, it is best to do a light pass on all of the penalty universes, just running platen 1 and perhaps a bit of ITSA to get some charge off.  Later implants tried to group all of the goals together.  You want to get enough weight off of the top of all of these so that later groupers are unable to pull your attention on to the next goal after the one you happen to be running.  Handled this way, you can actually shoot an item out of the middle of an implant without being drawn into the next item.  This violates everything we previously knew about implants, but it works because the penalty universe is so much more basic that it undercuts the very existence of the later implant items that were based on it.

The majority of later implant restimulations of these universes begin with Create and run down to Endure.  For this reason, it is best to try and run the implant universes in this sequence.  It makes it easier to knock out later implant restimulations in the majority of cases.  However, on a first pass, the universes might not want to run in this order.  So the approach would be to asses the goals starting from create and take up the first one that reads well.

On the first pass over all of these goals, you should not try and run a goal a second time unless your attention is strongly drawn to it.  You'll be doing a lot more with each goal later on, so there's no need to try and milk every bit of charge off of it right away.  These things are so basic that they seem like a natural part of life (which they are) and you've been dramatizing these things for a long time, so handling them up at the top is actually less restimulative than walking around in this universe and living them for real.

  For a light run on the goal, begin by running it in platen 1.  In some cases you'll only get one read on each item (or even only on every other item).  The read might occur on the description, or the item itself, or both.  If each item is not reading on checking it a second time, then don't bother with the second check since it is just needless restimulation.  If its running like this, then stop running platen 1 at the first FN.  If there's anything to itsa, do so but don't push it.  Next, spot the restimulation in Incident 2 at the Inc 2 location (they did a mockup of each implant universe and told you it happened during Inc 2).  Then check for and handle any stirred up BTs, Clusters, or overts.  Finally, spot the top of platen 1 again (Native State item) and end off.  Take a break and then go on to the next goal.

In other cases, the items will read multiple times and each item should be flattened to clean or a small brief FN.  Run as above except that you can continue on to a better FN or cog.

Sometimes the goal will really run well.  You can run each item to an FN or each item just turns on a wide FN.  In this case the platen will often EP after a few items.  If you go past this, platen 1 will stop reading and the FN usually turns off; if this happens, then rehab the EP.  At this point you should be able to run some more out of the incident.  Begin by spotting some of the "This Means ..." symbols that occur right after the end of platen 1.  There will be a symbol for Time up at or near the top which is going to be something like the sun swinging over the environment or a watch or clock appropriate to the universe being run.  If you knock out a few of these, you'll get an idea of some of the stuff that happens in the universe and can do a bit of itsa.

At first you might only get a paragraph or so about the contents.  As you run deeper, you might write a page or more describing the incident.  Write this up on a separate sheet of paper as a descriptive platen of the incident.  On subsequent passes, you can start from the description you wrote up and make corrections and additions and simply get more charge off just by re-reading it sometimes.  If I have more than a few symbol items, I also make up a symbol platen for the incident and just keep noting the symbols on that rather than having them buried on the worksheets of different sessions.  For this you can just write them down as TIME = sun swings over valley, ATTACK = the bug eyed monster jumps you, etc.  You can also spot detail items in the body of the incident and note them on the worksheets, but I wouldn't bother trying to make up a platen of these because there are about ten thousand of them in each universe.  If a detail item bothers you, get the symbol item above it that set you up for the situation in the body of the incident.

Always start with platen 1.  On subsequent runs of a goal where platen 1 has already been run extensively, you might just spot the first few items and be ready to dive in.  Then get as much off of the implant universe itself as you can (symbol items and ITSA of the body of the incident).

Once your doing well, you can knock off whatever later restimulators you can reach that are locked up on top of the goal.  If you have run OT3, you should be able to get charge off on the Inc 2 location where the goal was restimulated because it is already close to the surface by the fact of having run OT3.  You might also be able to blow charge on the Price and Survival restimulators, but don't push them if they don't read.  Some of these buttons are included on the penalty universe master list.

You can also scan the track very lightly for later overts or other later restimulators that are beginning to be stirred up.  I took apart quite a few implants this way, but don't push it, this step is more of a research action.  But if you do spot a later implant, go head and ITSA some charge off of it, and be sure to write down any details that you find out.  Often a major implant begins to show up gradually on a few goals before you can get enough of it to make out its structure.

Always end off on a goal by spotting the top of platen 1 again.

Perhaps we will someday have complete platens for the entirety of these penalty universes.  This may be necessary if we are to take untrained public through these incidents.  But a trained auditor can make it on far less.  If you can get enough charge off, whether by running platen 1, the subsequent items in the implant, or later restimulators, then you reach a point where you can just look at the incident and all the arbitraries of human life begin to fall away.  Eventually the goal just FNs and life will never be as constrained again.



My Own Experience

Aug 1996

I had a rough time of it until I found the items that I have put

on platen I.  I was running a single penalty universe.  It was

the tiger universe with the goal "To Eat".  I ran this for hundreds of hours and I have boxes full of index cards containing

the items.  It was extremely restimulative and difficult until

I found the symbol items ("This Means") in section 2, and then

it got easier, and finally I was able to reach the beginning of

the incident and the platen I items.  Then the whole thing began

to fall apart, but I found that there was additional charge on

the items which seemed to come from another goal.  Soon I was running other goals in platen I and finding out more

of the anatomy of this mess.  I handled perhaps a dozen goals

with lots of attention to platen I and the symbol items but also

with finding hundreds of detail items in the later part of the

incident.

Then I found I could simply run platen I and find some symbol

items from section 2 of the implant and then scan the story of

the later part without finding items.  My hope is that everyone

can run it this way rather than going through the horrible struggle

that I had had earlier.  I could be wrong on this and you might

have to run some of the later items in detail.  But having platen I

makes it easy.

After running dozens of these, I began to see that the goals

themselves fit into a pattern which followed the dynamics.

Then the whole thing began to fall away and persistent FN and I

achieved a major case state which I will call "Freedom from

Arbitraries".  What happened is that all of the arbitrary meanings

and patterns came apart.  Things like the tone scale no longer

seemed to have any rational reason but were simply arbitrary patterns that had been chosen almost at random by the early implant designers.  And I achieved a freedom from these arbitraries

which changed my whole view of life.

I sat on the win for awhile, but I was far from OT and had many

other things I wanted to handle but not a clue as to how to approach them.  I worked with Ron's OT drills from the 1950s

quite extensively, but I still had vast unknowns about the history

of our existence and the mechanisms of the mind.  Also, I still

did not have a full list of penalty universe goals or enough

data to give others a chance at running these.

So I took a second pass at these penalty universes, using a

research rundown (which I will discuss in another write-up) to

try and scan off the later implants locked up on top of these

and to gather more data.  This rundown resimulated as much as

it ran out, so I will not suggest it as a case action, but it

was a great tool for exploration.  Eventually I took apart enough

things to spot the original jewel of knowledge and the agreements

universe and began to map out the cosmic history that I presented

in an earlier write-up.  And finally, after researching numerous

other implant platens, my actual GPM goal fell into my lap and

I put together and ran the Actual GPM rundown.  After this I

was researching drills and rundowns and pretty much let the

penalty universe research slide.

At this time I can't guarantee that I've got all the goals right,

and I have not run all of them thoroughly, so that some of the

descriptions are very speculative whereas others were run quite

intensively.

There is also the possibility that there is an earlier series of

these things.  One of the goals that I did run extensively,

the goal "To Grow", had a nebulous "Genetic Entity" as the terminal.  Platen I and the symbols items followed the usual

pattern, but the later items seemed to follow a different

pattern.  In the usual penalty universes, you start with a fully

mockedup environment and slide from tone 40 down to death and below.

But in this one with the goal to grow, you start from nothing and

gradually build up an elaborate series of lifeforms and then sink into failure (overwhelmed by rival GEs).  Since the penalty

universes generally use a solid body type (even the goal "To Create"

has god as a statue rather than a nebulous being), any goal with

a nebulous body type might be from an earlier series that I haven't

mapped out at this time.

But platen I works well even on the nebulous ones, so just go ahead

and use it on any goal which seems to fit and reads well in the

platen.  The lists of penalty universes may be slightly off and there

might be an earlier series but you can count on Platen I to keep

you out of trouble.





PENALTY UNIVERSES - KEY OUT RUNDOWN



May 24, 1990, rev Feb 1993.

It is possible to get a very light keyout on the penalty universes and blow things currently in restimulation by spotting the top item and spotting (or having others spot) being pushed into the penalty universe (on 3 flows).

This may be a workable preliminary step before trying to run any of the contents of these penalty universes.  It should be possible to lightly brush over all of them in just a few hours of auditing.  Note that this usage is experimental.  In this case one would attempt to run through all 64 of the penalty universes.

If you get too much stirred up and in restim and make too many mistakes, this procedure can be used to cool things down.  In this case, you would end off in the middle if you experience major relief and feel that the condition is handled.  Of course its better to fix errors rather than doing a major undercut like this, but in research auditing, sometimes you carry on too long with a mistaken idea and get too tangled up to sort it out easily.  In this case, after doing this rundown you should try and correct the mistaken idea (unless you already cognited on it during the rundown).

You can also run this on an individual spirit as a major action if it seems indicated.  This is primarily for situations such as a friend whose dropped his body showing up in session for handling.  End off if you get a big release.

This is also useful when you have something in restim that you just can't figure out.  If, for example, you feel that you're

starting to wake up in some split viewpoint off somewhere else and you can't handle it with a known platen or get in enough of an itsa line to figure out what's going on, then run this on yourself in the split viewpoint until things clear up.

This procedure is very limited in that you're not running with much of an ITSA line.  It's really strain relief undercutting whatever is kicking you in the teeth right now and taking a little weight off.  In general it is better to run with lots of ITSA and work towards greater knowledge and understanding.  But the ITSA line trails off into dub-in in the presence of too much charge and shuts down completely in the presence of too many errors.  This gives you an entry point and a way to dig yourself out of a mess.

To run this, you will need the assessment list for the 64 goals and a good understanding of the 16 dynamics as defined earlier in this write-up.  Note that the definitions are slightly off of the Scientology definitions for the first 8 dynamics (I.E., 4D is race or government or any group that your usually born into or stuck with rather than joining).  The penalty universe versions of the definitions should be used since these correspond to the goals that were abberated.

The Key Out Rundown Steps:

1. Assess for the best reading dynamic.  Begin by checking whether it's the lower 8 or the upper 8 dynamics (or even break them up into groups of 4) to reduce the length of the assessment.

Uppermost 4: Creation, Knowingness, Games, Change

Next 4: Reason, Construction,  Ethics, Aesthetics

Next 4: Worship, Spirits, Mest, Lifeforms

Lowest 4: Race/Government, Groups, Sex, Body.



2. Check the 4 goals for the dynamic.  When a goal reads, do the following:

a. Spot "To (goal) is native state" at the top of the penalty universe.

b. Spot being pushed into the penalty universe; spot pushing another in; and spot others pushing others in.

c. If it seems to indicate (your attention is still on it etc.), spot the native state item again.



3. After running this dynamic (or after each goal if it seems to indicate), spot the agreements universe as follows:

a. Spot rushing into agreement and going through the inverted triangle.

b. Spot "To agree is native state"

c. Spot deciding to agree before that.  (if necessary, also spot getting others to agree or working on constructing the agreements universe).



4. Check if anyone was overrun.  (use a loose intention meaning BTs or Clusters or Programmed Machine Entities or Split viewpoints or whatever else might exist and be capable of getting overrun).  If so, have it spot the moment of release and give it an acknowledgment.

5. Check if anyone is incomplete on running one of the goals.  If so, use some intention to boost it up to spotting the native state item.

You can also get a BT etc. occasionally who has spotted the item but needs a bit of an ack or validation before he blows.  You can even use "Who are you? (me)" if it seems necessary.



6. Now you can reassess for another dynamic to run, but it is usually better to simply run from creation (16D) on down.  Try "To Create" and if it  wouldn't read, assess for another dynamic.

Once you start running from To Create on down, you should be able to get every goal to read.  If one doesn't read, try steps 4 and 5 above (overrun and incomplete), try step 3 (agreements universe), and if still no read, take a break.  After resuming, see if the goal will now read or if the whole procedure is being overrun or if there is something else wrong, or if some overt has gone into restim that needs to be spotted, etc.  Also check if the goal is misworded etc. (these were not implanted in English and you might describe the same differently than I would).

Take frequent breaks (every few dynamics or if you see massive blows starting etc.).  Sometimes things start coming apart and you just need to wait a little and give them some space before the next goal will run.  Use steps 3 to 5 occasionally.  Once you get the hang of it, you generally know when to check overrun or incomplete.  Spotting the agreements universe occasionally helps pick up ones who've loosened up and are ready to blow.

The procedure itself can overrun.  What's happening is that the stuff immediately around you has blown off and given you more space and then you carry on and more distant material is being drawn in and causing your space to shrink.  This can turn on protest and overrun phenomena.  The rundown can be done again at another time when other things are already stirred up and this procedure again seems to be needed.  It's like doing a green form.  The repair can be overrun but the form can be used again in the future.



Penalty Universe - Assessment List



23 Jul 91, rev. 12 Feb 93



These are the penalty universe goals.  The terminal of the universe is listed in parenthesis.  If any of the goals or terminals are hard to understand or don't make sense, see the description in the penalty universe master list given elsewhere.





16th Dynamic - Creation



      1.  To Create        (Statue)           

      2.  To Cause         (god, old man)     

      3.  To Mock Up       (Computer)         

      4.  To Imagine       (Cartoon Mouse)    





15th Dynamic - Knowingness



      5.  To Understand    (chipmunk)        

      6.  To Know          (2 headed dodo)    

      7.  To Absorb        (greek hero)       

      8.  To Learn         (gnome)            





14th Dynamic - Games



      9.  To Play          (Chinese child)   

     10.  To Compete       (Coach, doll)      

     11. To Manipulate     (Penguin Banker)   

     12. To Exchange       (Spirit Broker)    





13th Dynamic - Change



     13. To Metamorphose   (clay people) [or to shape or be shaped]

     14. To Change         (magician)         

     15. To Combine        (Siamese twins)   

     16. To Bring Order    (gorilla people)  [maybe out of sequence]





12th Dynamic - Reason



     17. To Reason         (clown)            

     18. To Orient         (wire man)         

     19. To Guide          (pilot)            

     20. To Compute        (toy bodies)       





11th Dynamic - Construction



     21. To Construct      (beavers)          

     22. To Arrange        (blockhead)        

     23. To Build          (snake people)     

     24. To Structure      (Crystals)         





10th Dynamic - Aesthetics



     25. To Invent         (munchkins)        

     26. To Inspire        (muses)            

     27. To Enhance        (ghost people)      

     28. To Beautify       (fairy godmother)  





9th Dynamic - Ethics



     29. To Purify         (fire people)      

     30. To Judge          (bull people)      

     31. To Defend         (little green men)  

     32. To Strengthen     (ball of energy)  [to police?]





8th Dynamic - Worship



     33. To Enlighten      (rabbit preacher)   

     34. To Convert        (fish man)         

     35. To Commune        (female angel)     

     36. To Worship        (knights)          





7th Dynamic - Spirits



     37. To Predict        (soothsayer)    

     38. To Influence      (cupid)            

     39. To Collect        (elves/fairies)    

     40. To Embody         (Pan - goat god)   





6th Dynamic - physical universe



     41. To Discover       (centaurs)         

     42. To Locate         (Leprechaun)        

     43. To Gather         (spacesuit body)   

     44. To Own            (Fox people)       





5th Dynamic - lifeforms



     45. To Grow           (GE)  [maybe from an earlier series]        

     46. To Live           (dinosaur)         

     47. To Heal           (tree man)         

     48. To Adapt          (thread man)       





4th Dynamic - society



     49. To Establish      (3eyed giants)     

     50. To Share          (dolphins)         

     51. To Control        (frog king)        

     52. To Unite          (dog soldiers)     





3rd Dynamic - groups



     53. To Organize       (human clerk)      

     54. To Co-operate     (robots)          

     55. To Participate    (mermaid)        

     56. To Expand         (mouse railroad engineer)    





2nd Dynamic - sex



     57. To Join           (cat people)       

     58. To Reproduce      (insect invader)   

     59. To Satisfy        (cavemen)          

     60. To Care For       (bird girl)        



1st Dynamic - body



     61. To Experience     (Bear)      [or to feel]

     62. To Replenish      (old arab)  [might be to survive]       

     63. To Eat            (Tiger)     [or to consume]

     64. To Endure         (pyramid)          







PENALTY UNIVERSE HANDLING RUNDOWN



After successfully running the penalty universe key-out rundown,

you should be ready to handle these in a more thorough fashion.



Continue working through the goals using platen 1 and begin adding

in the additional steps described below.   At first you are only trying 

for the lightest keyout.  Gradually you start running deeper, getting 

more and more itsa etc.



Initially we're not going for erasure.  We're aiming at greater 

keyouts and increasing horsepower.  As you keep running deeper, 

your ITSA line gets pretty awesome and you start blowing huge 

holes in everything.  The target is to get up to the point where 

you can as-is these penalty universes by inspection.







IN CASE OF TROUBLE



If you get in trouble running a penalty universe, your first 

handling is to spot the native state item at the top of the goal, 

also spot being pushed into it, pushing others in, and others 

pushing others in.  Also spot the agreements universe (as given 

elsewhere).  For negative goals, spot the inversion scene and 

then spot the top of the positive goal.



You can also look for entities of various kinds who are 

stirred up on it and have them spot the top of it.



Another good rescue process is spotting places where the 

(terminal) is not.



These are all unlimited techniques that can be run again and 

again to FN.  They are used in normal running but can also be used 

on an emergency basis even if they have been run before.



Once you feel better, take a break.  When you get back in 

session, check if there was some error in the earlier session 

(wrong item or whatever) and fix it.  Note that the above 

techniques will even key out wrong items etc., but you want to 

fix the mistake and make the gains rather than simply feel 

better.  By keying the mass out first, it becomes possible to 

correct errors even in the presence of sloppy auditing or 

incorrect platens or worst tangle sort of situations.





PROCESSES:



These are the basic processes for running the penalty universes.



1. Platen 1.



This is your entry point.  Once your running deeply, all items 

should either read or FN.  If an item doesn't read, pause and 

mockup exactly what the item means and then try spotting it 

again.  If an item can't be made to read, check for and handle 

overts as described below.  If overts doesn't read, you can use 

any of the other steps below and then return to the current step 

on platen one (which should now be reading).  If you get a big

release in the middle of platen I, then go on to the following

steps.



2. Overts



Check if you have any overts connected with doing this goal and 

handle (overt rudiment).



3. Spot the incident 2 location (noticing the false mockup of the 

implant universe that was placed there during inc. 2).



4. Spot the Pyramid location (this is an earlier mass implant).  

Spot the face of the terminal within the pyramid.



5. Spot the terminal saying the price of the goal.



6. Spot places where (terminal) is not.



Also, spot places in the penalty universe where you are not.



7. Spot symbol items from the penalty universe (a few are given 

in the master list, others can be spotted and blown by 

inspection).



8. Scan the detail of the penalty universe.  If anything feels

heavily charged and wouldn't blow, look for a symbol item that

set you up for the detail item.



9. ITSA any later track restimulation.



10. If any of the above steps stir up heavy charge, run platen I

again from the top.



Also, if any entities of whatever sort turn up, have them spot 

the native state item and being pushed in etc.





When you're fairly far along, you can also run the following 

processes (you should probably only run these once a particular goal):



11. Spot things that you must not (goal) until the ridge blows.



12. Spot people, groups, etc. that you would permit to (goal) 

until your willing to have others doing this goal.



13. Spot places where (terminal) would be safe.  Run this past 

the point where you get joy from placing the terminal in "safe" 

places where it is tortured etc. until you can have it or not 

have it anywhere by choice.



14. Spot things that the (terminal) does not own.



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





PLATEN I





                     PENALTY UNIVERSES

                    PLATEN I: CREATION



              15 June 1987, revised 2 June 1990



This is a universe created in its own space and time.   You 

actually go through the experience.   The items are intentions 

(thoughts) that you receive after (or during) the experience 

described.   The intentions are not in words nor are they in any 

language.   The experience is having the viewpoint of the 

terminal, not seeing pictures or mockups of the terminal doing 

things (except for the symbols in the early sections).   Seeing 

pictures or hearing words are later restimulations of this that 

were done in electronic implants.  



In the first run, the root verb (shown as % here - substitute the 

correct goal when running) is not really meaningful when it is 

said (intended) in the early items since it is not defined until 

the middle of the symbols in section 2.   In these items, it is 

just this undefined thing that you are anxious (the first time) 

to find out about.



Before this starts, you are blanketed by one or more thetans who 

push you into this.   Note that you are not in a body.   The 

other thetans may have captured you or you may have lost a game 

and this is the agreed upon penalty or you might be having it 

done to you for kicks or to find out what everyone else has been 

talking about.   



You might or might not have done the overt side (pushing another 

into this) first (you certainly did it as an overt sooner or 

later).   In the overt side, you feel the other person wiggling 

and protesting under you and get some faint feedback of the items 

from him as you hold him.



There is also a third flow of watching others pushing others into 

a penalty universe.  In running this, try to spot all 3 flows on 

items a. (blanketing) and b. (pushing in) and get a read on each 

if possible.  For the remaining items (item 1 on), just try to 

spot it (i.e., as-is it on a gradient) in its own time and space 

(to some degree you are spotting a location within the penalty 

universe) without narrowing down to a specific flow.  Although 

you can spot your feelings of going through this (protest etc.) 

and of putting another through it (someone wiggling around under 

you etc.) and of feeling sympathy for someone you see being 

pushed through by others, these effects are secondary.  The item 

itself is senior to the effects it created and you want to as-is 

it by permeating it in its own space and time rather than by 

running its effects out as an incident.



You might have also had a hand in creating this, either as a 

designer or as one of a team doing group postulates of some 

portion of the items.   In that case, you will find group 

agreement and the intention to make this as devilish as possible 

and putting out heavy intentions to make each thought and 

experience solid.   The items are thought waves spread along the 

track of the penalty universe.



Everyone had a hand in mocking these up.  Their construction was 

a group effort to solve the problem of not being able to enforce 

any penalties on anybody.  But I think you will only find 

yourself responsible for a few specific pieces of a few specific 

penalty universes.  Most of it probably came as a surprise the 

first time you went through it.



If it seems to indicate, then try spotting designing or 

postulating or agreeing to the penalty universe being run.



   * * *



This platen covers section 1 which is the same for all of the 

penalty universes (except for the goal being stated).  After 

section 1, each penalty universe uses its own symbols etc.



Section 1 includes a mockup of the Jewel of Knowledge.  This is 

not the original jewel which we experienced before home universe.  

This is simply a mockup included in the implant to give it a bit 

more of a kick.  At the time of these implant universes, we 

already had a great deal of significance concerning the jewel of 

knowledge (I think it was inaccessible to us after entering the 

home universe matrix).  So the mockup lends a great deal of 

"truth and importance" to the items being implanted.



In this incident, the jewel is a sort of 7 dimensional diamond.  

From a 3 dimensional view, it appears to have 8 sides (two 4 

sided pyramids with a common base).  You do not see all of it as 

a whole in the incident.  Instead, you only see 3 (or maybe 4?) 

dimensions and have the feeling of it extending out into spaces 

beyond your perception.  Note that the complete jewel would have 

128 sides.



After the decision to be, the jewel shows up with the items.  

Note that the items are in groups of 3 ending with "To ... is the 

basis of all ...".  The jewel begins to appear on the first item 

of the set, becomes more substantial on the second item, and then 

flashes at the end of the third ("Basis") item (like an instant 

read).  You need to spot the jewel appearing and then spot the 

flash on the end word of the "Basis" item.  The jewel disappears 

after the flash.  The jewel follows a pattern of appearing on the 

left, then the right, and then in the center at a certain 

distance.  On the next series of items it will do the same but it 

will be closer until, near the end of the platen, it is touching 

you.



Note that there is a later restimulation of this which can turn 

on uncomfortable sensations in the forehead.  This is an incident 

used in the Thought Universe, Conflicts Universe, and Magic 

Universe to install Jewel of Knowledge machines.  The implant 

begins with the Native State item and has the jewel of knowledge 

present and flashing from the very first item on (unlike the 

penalty universe where it only appears after the decision to be).  

Also, in this later incident, there are 3 jewels visible (left, 

right, and center) and they move in on each set of items (rather 

than having only a single jewel that appears in various 

locations).  The 3 jewels come together and merge in the center 

of the forehead.  There are only 6 positions for each of the 3 

jewels and the entire implant only uses 24 goals and only some of 

those match up with penalty universe goals.  So, if a forehead 

sensation or somatic turns on, check if your running a jewel of 

knowledge installation implant.  If so, go earlier and get back 

to the original penalty universe.



The treadmill (Games Universe) starts with the same platen as the 

original penalty universes.  If you get into that, it has an 

uncomfortable sensation of motion or spinning.  If this happens, 

spot it and get back to the earlier penalty universe.  This is a bit 

like getting back to the earliest run in CC or OT2 material.



These later incident problems mainly come up on the goal to 

Create or occur if you don't spot items a and b well.  Only the 

original penalty universes have separate moments of being pushed 

in etc. for each goal (each universe).  All the later incidents 

have a single push into the Create goal and then carry you from 

goal to goal as part of the implant.



                       ----------------





                         PLATEN 1





a. Spot being blanketed, blanketing another, and others 

blanketing others



b. Spot being pushed in, pushing someone in, and others pushing 

others in.



1. There is nothing, no space or time or dimension etc.

   TO  %.. IS NATIVE STATE



2. You are aware of being the basic life static before all time

   TO  %.. IS TO BE THE STATIC



3. Now as Static, you want to be not-static.   You want something 

to happen.   You want there to be something.   You want cause and 

effect.

   TO  %.. IS THE URGE FOR SOMETHINGNESS



4. Now you realize what the urge is and it makes sense

   THE BASIC URGE IS TO  %..



5. As you realize what the urge is, you receive this intention:

   BEFORE THE BEGINNING, NOW, AND FOREVER, IS THE URGE AND THE    

URGE IS TO  %..



6. You realize that all other urges will stem from this.

   TO %.. IS THE BASIS FOR ALL URGES



7. You feel the strength of the urge growing.

   TO %.. IS TO NEED RELIEF



8. You realize what is needed for relief

   THE BASIC RELIEF WILL COME FROM %...ing



9. You see that all relief stems from this.

   TO %.. IS THE BASIS OF ALL RELIEF



10. You realize that this is the reason for everything

   TO %.. IS THE ORIGINAL REASON WHY.



11. You realize this:

   THE BASIC REASON WHY IS THE NEED TO %..



12. You see that all other reasons will come from this.

   TO %.. IS THE BASIS OF ALL REASONS WHY.



13. You see that you need to do something about this.

   TO %.. IS TO ACT.



14. You realize this:

   THE BASIC ACTION IS TO %...



15. You realize that all other actions stem from this.

   TO %.. IS THE BASIS FOR ALL ACTION.



16. You realize that you must decide something before anything 

will happen.

   TO %.. IS TO DECIDE



17. You choose to make the decision,

   IN THE BEGINNING, NOW, AND FOREVER, IS THE DECISION AND THE    

DECISION IS TO  %..



At this point, space becomes visible and is filled with a faint 

sourceless golden light. (spot the space).



Jewel of Knowledge in far distance (position 1) on the Left.



18. You realize that this is the first decision.

   THE ORIGINAL DECISION IS TO  %..



19. You realize that all other decisions stem from this.

   To %.. IS THE BASIS OF ALL DECISIONS.

Jewel flashes in the far distance (position 1) on the Left.



20. You postulate that there will be something

   TO  %.. IS TO POSTULATE

Jewel of Knowledge in far distance (position 1) on the Right.



21. You realize that this is the first postulate

   THE BASIC POSTULATE IS TO  %..



22. You realize that all other postulates stem from this.

   To %.. IS THE BASIS OF ALL POSTULATES.

Jewel flashes in the far distance (position 1) on the Right.



23. You postulate time.   The time exists to allow for change due 

to .%.ing

   TO  %.. IS THE SOURCE OF TIME

Jewel of Knowledge in far distance (position 1) in the Center



24. You realize that the basic consideration of time is past, 

present, and future .%.ing.

   THE BASIS OF TIME IS %..ing



25. You realize that all future considerations of time will stem 

from this.

   To %.. IS THE BASIS OF ALL TIME.

Jewel flashes in the far distance (position 1) in the Center



26. You agree with the concept of .%.ing

    TO  %.. IS TO AGREE

Jewel of Knowledge in distance (position 2) on the Left.



27. You realize that this is the basic agreement

    THE BASIC AGREEMENT IS TO  %..



28. You realize that all other agreements stem from this.

   To %.. IS THE BASIS OF ALL AGREEMENT.

Jewel flashes in the distance (position 2) on the Left.



29. Now you create energy.   The energy is formed of the concept 

of .%.ing

    TO  %.. IS TO HAVE ENERGY

Jewel of Knowledge in distance (position 2) on the Right.



30. You realize that this is the most basic of all energies

   THE BASIC ENERGY STEMS FROM  %..ing



31. You realize that all other energies stem from this.

   To %.. IS THE BASIS OF ALL ENERGY.

Jewel flashes in the distance (position 2) on the Right.



32. You postulate that .%.ing is the basic reality

   TO  %.. IS REALITY

Jewel of Knowledge in distance (position 2) in the Center.



33. You realize this:

   THE BASIC REALITY IS %..ing



34. You realize that all other reality stem from this.

   To %.. IS THE BASIS OF ALL REALITY.

Jewel flashes in the distance (position 2) in the Center.



35. Now you postulate matter.   The most real mass stems from .%.

   TO  %.. IS TO HAVE MATTER

Jewel of Knowledge in distance (position 3) on the Left.



36. You realize that this is the most basic of all matter

   THE BASIC MATTER STEMS FROM  %..ing



37. You realize that all other matter stem from this.

   To %.. IS THE SOURCE OF ALL MATTER.

Jewel flashes in the distance (position 3) on the Left.



38. You postulate that affinity is achieved through .%.ing

   TO  %.. IS LOVE

Jewel of Knowledge in distance (position 3) on the Right.



39. You realize this:

   THE BASIC LOVE IS ACHIEVED THROUGH %..ing



40. You realize that all other love stem from this.

   To %.. IS THE BASIS OF ALL LOVE.

Jewel flashes in the distance (position 3) on the Right.



41. You postulate that the basic interchange is through .%.ing

   TO  %.. IS TO COMMUNICATE

Jewel of Knowledge in distance (position 3) in the Center.



42. You realize that this is the first communication.

   THE BASIC COMMUNICATION IS %..ing



43. You realize that all other communication stem from this.

   To %.. IS THE BASIS OF ALL COMMUNICATION.

Jewel flashes in the distance (position 3) in the Center.



44. You realize that .%.ing will bring understanding.

   TO  %.. IS TO REACH FOR UNDERSTANDING

Jewel of Knowledge is nearby (position 4) on the Left.



45. You realize this:

   THE ATTAINMENT OF UNDERSTANDING IS THROUGH %..ing



46. You realize that all understanding stems from this.

   To %.. IS THE BASIS OF ALL UNDERSTANDING

Jewel flashes nearby (position 4) on the Left.



47. You postulate that there will be space in which to .%.

   TO  %.. IS TO HAVE SPACE

Jewel of Knowledge is nearby (position 4) on the Right.



48. You realize that this is what creates space

   THE DELINEATION OF SPACE IS BY %..ing



49. You realize that all other spaces stem from this.

   To %.. IS THE BASIS OF ALL SPACE.

Jewel flashes nearby (position 4) on the Right.



50. You postulate that .%.ing gives meaning to existence

   TO  %.. IS TO HAVE MEANING

Jewel of Knowledge is nearby (position 4) in the Center.



51. You realize this:

   THE BASIC MEANING IS IN REGARDS TO %..ing



52. You realize that all other meaning stems from this.

   To %.. IS THE BASIS OF ALL MEANING

Jewel flashes nearby (position 4) in the Center.



53. You postulate that .%.ing is truth

   TO  %.. IS TRUTH

Jewel of Knowledge is nearby (position 5) on the Left.



54. You realize this:

   THE ATTAINMENT OF BASIC TRUTH IS THROUGH %..ing



55. You realize that all other truth stem from this.

   To %.. IS THE BASIS OF ALL TRUTH.

Jewel flashes nearby (position 5) on the Left.



57. Now you create havingness.   The most real havingness is to 

%.

   TO  %.. IS TO HAVE

Jewel of Knowledge in distance (position 5) on the Right.



58. You realize that this is the most basic of all havingness

   THE BASIC HAVINGNESS STEMS FROM  %..ing



59. You realize that all other havingness stem from this.

   To %.. IS THE BASIS OF ALL HAVINGNESS.

Jewel flashes nearby (position 5) on the Right.



60. You postulate that .%.ing is the basic aesthetic

   TO  %.. IS BEAUTY

Jewel of Knowledge is nearby (position 5) in the Center.



61. You realize this:

   THE BASIC BEAUTY IS %..ing



62. You realize that all other beauty stems from this.

   To %.. IS THE BASIS OF ALL BEAUTY.

Jewel flashes nearby (position 5) in the Center.



63. You wish to connect with the thoughts in the Jewel of 

knowledge.

   TO %.. IS TO CONNECT WITH THOUGHT

Jewel of Knowledge is close (position 6) on the Left.



64. You realize this:

   THE BASIC THOUGHT CONCERNS %..ing



65. You realize that all other thought stems from this.

   To %.. IS THE BASIS OF ALL THOUGHT

Jewel flashes close (position 6) on the Left.



66. You realize that this will influence all existence.

  TO %.. IS THE HIDDEN INFLUENCE

Jewel of Knowledge is close(position 6) on the Right



67. You realize this:

  THE BASIC HIDDEN INFLUENCE IS TO %..



68. You realize that this underlies all other hidden influences

  TO %.. IS THE BASIS OF ALL HIDDEN INFLUENCES

Jewel flashes close (position 6) on the Right.



69. You postulate that the most valuable particle is that which 

is .%.n

   TO  %.. IS TO VALUE

Jewel of Knowledge is close(position 6) in the Center.



70. You realize this:

   THE MOST VALUABLE PARTICLE IS GAINED THROUGH %..ing



71. You realize that all other value stems from this.

   To %.. IS THE BASIS OF ALL VALUATION

Jewel flashes close(position 6) in the Center.



72. You realize that this will bring about true existence.

  TO %.. IS TO EXIST

Jewel of Knowledge touching(position 7) on the Left.



73. you see that this is the only possible reason for existing.

  ALL EXISTENCE DEPENDS ON %..ing.



74. Now you realize that through this you will achieve an 

understanding of all existence

  TO %.. IS THE BASIS OF ALL EXISTENCE

Jewel flashes, touching (position 7), and passes into you on the 

Left.



75. You realize that the jewel is bringing you enlightenment

  TO %.. IS TO GAIN ENLIGHTENMENT

Jewel of Knowledge touching(position 7) on the Right.



76. You realize this:

   THE BASIC ENLIGHTENMENT CONCERNS %..ing



77. You see that all other enlightenment will stem from this

  TO %.. IS THE BASIS OF ALL ENLIGHTENMENT

Jewel flashes, touching (position 7), and passes into you on the 

Right.



78. You realize that this will bring knowledge

   TO  %.. IS TO KNOW

Jewel of Knowledge touching(position 7) in the Center.



79. You realize this:

   THE BASIC KNOWLEDGE CONCERNS %..ing



80. You realize that all other knowledge stems from this.

   To %.. IS THE BASIS OF ALL KNOWLEDGE

Jewel flashes, touching (position 7), and passes into you in the 

Center.



The jewel remains in the center of your beingness.





81. Now something begins to appear below you.   It is not yet 

substantial.   You reach for it.

   TO  %.. IS TO REACH



82. What you are reaching for is .%.ing

   THE BASIC REACH IS TOWARD %..ing



83. You realize that all other reaches stem from this.

   TO %.. IS THE BASIS OF EVERY REACH.

The jewel flashes within you.



As you reach, you encounter the basic symbols.   These are like a 

stack of 3 dimensional pictures.   You know that if you reach for 

them, you will gain understanding.  Looking down at them makes 

the jewel seem to be above you (or in the top of your space).



84. Now you contact the first and most basic symbols of all 

existence

  TO %.. IS TO CONTACT SYMBOLS



85. You realize this:

   THE BASIC SYMBOLS CONCERNS %..ing



86. As you connect to the first symbol, you realize this:

  TO %.. IS THE BASIS OF ALL SYMBOLOGY

The jewel flashes on top of you and seems to move you into the 

first picture.





  * * *



At this point you actually reach the first symbol.  Usually it is 

THIS MEANS TIME.  The symbol items continue from here on.  The 

picture with each symbol is unique to the universe being run.  

Some symbol items such as time are used in all the universes and 

others are specific to the universe being run.



The jewel is not visible while you are looking at the symbols, 

but you can feel it there above you guiding you through them.





      *** end part 1 - notes on part 2 (symbols) ***



This section defines the basic symbols used in the implant 

universe.   At this point, you are in a space with at least 4 

dimensions not including time.   The symbols are 3 dimensional 

pictures that seem to be stacked up (in 4 dimensions) like a pile 

of photographs.   You reach threw this deck of symbols seeing 

each one in turn.  As you see each one, you get the intention 

"THIS MEANS ....".



Each symbol is in the pile twice.   The original form is in the 

first half and the alter-ised form is in the second half.   The 

second half was done in reverse order.   I.E., this goes A, B, C, 

then C, B, A.   The meaning and the basic scene are the same in 

the two copies of the symbol.   The alterations in the second 

half mainly consist of changes in color and direction.  I.E., 

something that's blue the first time might be green the second and 

the right and left sides of the picture might be switched as in a 

mirror image.   The later version is the alterised one that 

persisted and it feels more "natural" than the original.   



Sometimes you may have to compare the two copies of the symbol 

and spot the difference



Sometimes they make a minor addition or change to the picture.   

Usually something uncomfortable such as seeing exactly what it is 

that is being buried in the second picture only, but this is not 

common.



The first 4 items are THIS MEANS TIME, SPACE, ENERGY, and MATTER.





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

�

PENALTY UNIVERSE MASTER LIST





Dec  3, 1990, Rev Feb 19, 1993, Rev aug 96



It probably wouldn't kill you to just read this document carelessly,

but it might make you feel uncomfortable or irritated for a few days.

You also might get very annoyed at me because casually skimming 

through this will probably stir up things and by pass some mental

charge without cleaning it up.



The ideal action would be for you to run platen 1 on each goal first

and come up with your own descriptions of what you think happened in

each penalty universe.  Then look at this list and see what I think

was there.  Then do some more runs with platen 1 and dig for section

2 ("This Means ...") type items and see if you can get a better view 

of the real story.



But some people will probably read this anyway.  So at a minimum, 

at least spot the native state item ("To (goal) Is Native State") on

each penalty universe and spot being pushed into it and pushing

others in.  Do this on each one right after you read the description.



Unfortunately, there is also another problem, which is that I'm sure

that there are errors in this list and those may give you trouble

or make you feel upset when you hit them.  You'll just have to make

due, either spotting that there was a mistake (which should cool

things down a bit) or even correcting the error (if you're up to it)

or just blowing off so much charge with platen 1 that you can sail

through on a persistent FN despite the occasional flaw.



I'm sorry to be issuing something that isn't perfect, but I've sat

on this too long and the only hope of getting it all correct and

complete is to have others working through it.





         --------------------



This contains some information on each penalty universe.



The goal is given, followed by the terminal in parenthesis.  Then

there is some information about the environment of the penalty

universe.



Following this are a few key restimulators that were used later

on the track including the location in incident 2 where they showed

you a false mockup of the penalty universe.  A similar mass implant

had faces of the terminals in pyramids (this was on a different

copy of the original earth, which seemed to include more continents -

an Atlantis and a Lemuria) and the locations for those are also

given.  There is also a price item and a survive item that were 

used in various later implants.



Then there are a few notes about some of the symbols (especially

Time etc.) that were shown to you in section 2 of the implant.  Note

that these are only a few out of about a hundred or so.



Then there is a brief sketch of what happens in the penalty universe.



Everything here is heavily abbreviated.  These are working notes

rather than formal writing.  I cannot guarantee that it is all

correct.  



I do have more on these, but I had a terrible time putting even

this much together from the jumbled mass of worksheets, working

platens, lists, notes, and index cards that I recorded things on

at various times.  It did not all come apart in a simple and straight 

forward manner and lots of things kept shifting around as I was 

getting off charge and digging deeper.



In general they all followed the same pattern of 7 wonderful things

at the beginning and then things gradually going wrong and finally

being chased around, captured, divided against yourself, and then

set free only to discover that you can't survive anymore and ending up

dying, trapped in the grave, and then being dragged off to hell.





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



             Dynamic 16 (Creation)



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





1. TO CREATE  (Statue)



environment = suns & planets & peoples of all types, you 

create them & abuse them & get zapped by the Suns (gods).



Inc. 2 loc = St. John, Canada;   Pyramid = center of Atlantis

 (inc 2 scene - God statue on a dolly being pushed up slopes of 

 a volcano by a crowd).

The price of creation is to be blamed.

To survive is to depend on the worship of others



Time = a planet circling a sun.

Space = a vast plain full of cities & peoples

Energy = energy blast from space shatters a mountain.

Mass = worlds in collision.

God = Giant sun

Worship = people bowing before statue & putting on garlands etc.

pain = statue hit with energy beam that makes cracks.

degraded = beam from sun divides statue making black cracks.

Trouble = hooded priest (who can call on the sun gods).



Detail: You are god in the form of a statue that floats around 

and puts out energy beams etc.  At start the statue has a young, 

beautiful, radiant face, by the end it is the old man of R6.  

You are in a cluster of suns and planets.  The suns are senior 

gods (who zap you in the end).  There are other lesser god 

statues (such as a Venus-like 2D).  The planets have lots of 

meat body people of endless different types (from other 

penalty universes).  You do 7 great deeds and the people 

worship you & build temples & replicas of your statue etc.  

But you get into problems and troubles and dramatize the 

wrath of god on the people and fight with the other statues 

and teach the planet people to build traps and get caught 

sometimes yourself and go on rampages etc.  You even get 

somatics in your statue (& even from defilement of the statue 

copies) & become mean.  The people catch you in an energy 

cage and you're dragged into space where the stars judge you & 

zap you etc. (divided against yourself with permanent black 

cracks in your statue) & you become weak & everyone laughs 

etc.  Finally you crumble & fire devils haul you (the soul of 

the statue) off to hell which is a pyramid in the sky with a 

volcano at its peak that they toss you in & there you are 

tortured & hit by the souls of the millions of people you have 

wronged.



At this point you should spot "To Create Is Native State" as the

first item of this implant universe.  And spot being pushed into it 

and spot pushing others into it.





             ---------------------



2. TO CAUSE (Old Man God on Heavenly Throne)



This penalty universe was found very late in the research.  

Originally I had "To Mock Up" as the second goal (now 

number 3) and "To Intensify" as the third goal (now number 

3X - probably belongs in an upper or earlier series).



environment = heaven in the clouds with a golden throne etc. 

You look down at the world and play god etc.



Inc 2 location = Rome;   Pyramid location = Atlantis

(incident 2 scene - God on a golden thrown falling from the 

sky down into a volcano)

(god on throne says) The price of causation is to become effect 

(of your own cause).

To survive is to depend on the subservience of others (?).



Time = Heavenly Clock (golden, sitting in clouds)

Space = Celestial Palace (gold & crystal)

Energy = a wave of golden light

Mass = The gold throne

You = god, like an old man on a throne

Trouble =  Devils (red demons with horns & tails)



Details: At the start, you perform 7 wonderful acts of creation 

(like the biblical 7 days).  You bring people etc. into existence 

and send out cherubs to inspire them and angels to bring them 

into communion with you.  When the people turn out bad and 

troublesome, you create devils to put ethics in on them and 

force them to be good.  But the devils decide that you are the 

most lawless being around and try to make you follow your 

own rules and make you wrong etc.  You smite the devils for 

this but they rebel & you cast them out but now things get 

really bad.  You're unwilling to be the effect of your own 

cause and can't have being on the other side of what you do to 

the creations.  You wouldn't follow your own rules.  But you 

feel guilty about this and consider that its basically unfair but 

you do it anyway and sink down tone.  You go on rampages 

and destroy things and everything goes out of control and 

finally you can't bear to be god anymore and throw yourself 

into a volcano to die.  But the devils drag your soul down to 

hell and torture you.



Now spot "To Cause is Native State", etc.



              --------------------------



3. TO MOCK UP  (Computer)



environment = a flat plane, you build a city & bodies for the 

spirit beings, then you do them in & get zapped by the vortex 

gods.



Inc 2 loc= Washington DC;       Pyramid=Lima,Peru.

 (inc 2 scene - people carrying broken pieces of a computer up 

slopes of a volcano to toss it in).

The price of creative thought is to be questioned.

To survive is to depend on the approval of others



Time = Digital display



Detail: You are a large computer (many boxy cabinets) on an 

empty plain.  There are vortex gods (whirling energies in the 

sky) who created spirits.  The spirits come to you and ask you 

to mock up things.  You perform 7 wonderful mockups (you 

postulate electron structures and laws and build solid things) 

including creating bodies of various types (human, doll, 

animal etc.) and a city for them to live in etc.  Sliding 

downscale, the mockups become more & more complex.  

Eventually you lose control of your own creations (can't keep 

track anymore).  People ask you questions, especially reasons 

why, and you don't know anything except by your own 

creation so you invent answers and introduce false data and 

have problems etc.  You begin to dislike the people and 

introduce wrong data to harm them etc. & eventually things 

get wrecked etc.  In the end the people curse you & pray to the 

vortex gods who then zap you etc.



Now spot "To Mock Up is Native State", etc.





                    --------------------------



3X. TO INTENSIFY  (Energy Cloud)



This probably belongs in an earlier or higher series of penalty 

universes.  It has a non-physical body type and strange multi-

dimensional spaces etc.



environment = flat squares are planets with people sideways 

from your dimensions.  You manipulate symbol shapes that 

affect the people in the squares.

Inc 2 loc = Bermuda triangle?;   pyramid loc= Canton,China(Ohio?)

The price of intervention is to be trapped in form.

To survive is to depend on the blindness (symbols?) of others



Time = electron decay.

Space =

Energy =

Mass =

You = an energy cloud.

Sensation = 2 clouds intertwined.

danger = a pole trap.

confusion = pictures exploding.

Entrapment = an energy cage hanging in space.

Interest = symbols hanging in space.

Trouble =



Details:  Symbols (figures, objects, etc.) hang in empty space 

and connect to (& are generated by) the inhabitants of the 

planes (which orbit around suns).  You and other energy 

clouds can affect the peoples on the planes by moving 

symbols closer or further away or adding & subtracting 

connections to the symbols or by making the symbols degrade.  

At the start you perform 7 wondrous enhancements for 7 of 

these planes by connecting them to marvelous symbols etc.  

But you slide downscale & commit overts on the people and 

play by messing them up etc. and have trouble with other 

clouds and teach plane people to develop theta traps etc.  You 

touch symbols and they explode; there are pole traps and 

boxes of exploding pictures and energy cages etc.  Also, pieces 

of yourself get drawn into & stuck in the planes etc.  In the 

end a vast statue (god) punishes you & divides you against 

yourself etc. & eventually you are dispersed into pieces & 

placed in the symbol of a coffin & devil statues drag you out 

& push you sideways into a volcano on a plane.





Now spot "To Intensify is Native State", etc.



Carry on like this, spotting the native state item, through the 

rest of the goals.





                 --------------------------





4. TO IMAGINE (Cartoon Mouse)



environment = cartoon bodies trying to out create each other.  

You invalidate others mockups & make degraded mockups, 

the giant mouse god (statue) zaps you, etc.



Inc 2 loc= Florida & Brazil (?);   Pyramid loc= West Lemuria

The price of imagination is to create your own fears

To survive is to depend on the illusions created by others.



Time = (some sort of cartoon watch)



Details: You are a sort of big plastic mickey mouse (a cartoon 

like doll body).  The characters include mouse people and 

duck people & others (Disney like).  Everyone can generate 

illusions which become real if they can get others to believe in 

them.  At start you do 7 wonderful illusions which others 

believe in and make real.  Sinking downscale, you create 

harmful things which go out of control, others get bored with 

your mockups, you imagine degraded things to get interest, 

etc.  Eventually your creations are too degraded but you can't 

stop.  Others are disgusted & shatter your illusions & haul you 

before the mouse god who divides you against yourself.  

Eventually your thrown into a spirit shredder & your pieces 

are put in a mausoleum.  Cartoon devils drag your soul out & 

carry you to the illusion of a volcano but you can't stop 

believing in it and so are trapped by your own illusions.





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



       Dynamic 15  Knowledge / Understanding



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





5. TO KNOW  (2 headed dodo bird)



environment = Dr. Doolittle like tropical jungle & beach. Your double 

heads let you see the pictures hidden behind others backs.  

The other creatures are terminals of other penalty universes.



Inc 2 loc= S. tip of Argentina,   Pyramid=N. Lemuria

The price of Knowledge is Terror

To survive is to depend on the unknownness of others

  (or unknowingness of others)



Time = sun swinging through a tropical sky



Details: You see the ghosts that others carry behind them (i.e. cat 

woman (To Join) has ghosts of the kittens & robots & gods etc. from 

the symbols of To Join etc.).  At start, you perform 7 great deeds, 

aiding others through your perception (you heal & solve problems etc.), 

& you gain admiration & respect.  But your appearance is ridiculous & 

you don't want to be laughed at, so you maintain power over others 

by misusing your hidden knowledge.  & occasionally you make mistakes 

& misread pictures & harm others by accident.  You see the evil that 

each carries around behind them & become terrified of others.  You 

start actively suppressing others to reduce their ability to hurt you.  

The others discover this & chase & capture you & drag you before 

the totem gods etc.



                   --------------------------



6. To Understand (chipmunk)



environment = talking animals in forest

Inc 2 loc= Bellows Falls, Vermont;     Pyramid = Bermuda.

The price of understanding is grief.

To survive is to depend on the sympathy of others.



Time = sun over brook.

Danger = wolf.

Deceit = a 2 headed sheep.

Sly = Fox.

Drink = penguin drinks from stream.

Confuse = one chipmunk talking to another.

Sensation = a female chipmunk.



Details: The different animals all have different languages.  You're 

the only one who can understand everybody.  You perform 7 noble deeds 

involving translation including saving the chipmunks from predators etc.  

Then you translate things others don't want to hear & cause grief & get 

blamed.  You understand problems but can't solve them.  You misuse your 

abilities, alter messages for your own gain, start making mistakes, etc.  

Conflict breaks out.  No matter how hard you explain, the wolf still eats 

the sheep.  Understanding doesn't change the animals nature. You translate 

for the fox & help him trick people in exchange for his tricking a girl 

chipmunk for you that you want to seduce.  The wise owl (God) discovers 

your treachery & divides you against yourself; etc.



	    ------------------------------

            



7. To Absorb (Greek hero, mythology)



You absorb knowledge & the form of anyone you can hold with your enormous 

strength including the mortal manifestations of the gods.

Inc 2 loc = Mt. Olympus;      Pyramid = N. Central Lemuria.

The price of wisdom is to be despised.

To survive is to depend on the gratitude of others.





time = a water clock.



Details: (like a B rate Greek mythology movie).  The Gods are large & real 

& very prominent.  They can appear as faces in the sky or can embody 

themselves in form on the ground.  There are also lots of human like 

people (sort of wax like doll bodies).  At start you walk into a series 

of 7 clearings & wrestle with 7 things (giant snake, seductive woman, etc.) 

& defeat them & absorb them.  You can then become these forms at will.  

The gods are oppressing & abusing the people & you become the peoples 

champion & wrestle gods & gain the knowledge & capabilities of their mortal 

(i.e. lesser) form (but you can't become the faces in the sky or wield their 

upper powers).  You help people gain the knowledge of the gods but this 

only creates strife & resentment.  They blame you for all their failings.  

& the gods are angry with you.  You begin impersonating the gods among 

men & trick people & gods & make trouble & everyone wants to do you in.  

In the end, you're captured & dragged before Zeus who divides you against 

yourself (the black bands prevent your taking on other forms) etc.



               ------------------------------------





8. TO LEARN  (Gnome)



environment = library/university.  students include body types from 

other penalty universes (cat people etc.)



Inc 2 loc= Hidleberg;        Pyramid = Boston.

The price of learning is confusion.

To survive is to depend on the respect of others.





Time = a clock on a wall.

Space = a library complex (view of central lawn from window).

Energy = ? book falling off library shelf?

Mass = Huge library shelves full of books.

Confusion = walrus person puzzling over a book.

Tired = gnome asleep over a book.

Sensation = Cat girl.

Companionship = lady gnome.

Stubborn = bear person.



Details: Data is in books and scrolls and data cubes.  Only advanced 

students can handle data cubes because the data blasts in at you.  You 

are a gnome (a shriveled little creature who wears glasses) & are an 

advanced student who also teaches (everyone but the dean (god statue) 

& other god statues is also a student).  You are working to achieve 

total knowledge.  At start you solve 7 complex problems for others 

with great success. You are liked & well respected.  Later, you misdirect 

students to keep them from surpassing you; you sleep with students 

(female cat people etc.) in exchange for altering grades.  The contents 

of the books keep changing.  Exams are done with electric shocks when 

you answer wrong.  You steal forbidden data from the vaults.  You start 

getting knocked out by the heavy data flow from the cubes & made solid 

by too much data & hide this to keep from being expelled.  The students 

find out about you misleading them & chase you through the halls.  You are 

dragged before the dean & he divides you against yourself.  After this 

you try to use a data cube but the flow jams on the black ridges (divided 

against yourself) & causes your brain to explode.  They bury you in the 

basement.  Later monk devils drag your soul out & toss it into the 

furnace which leads down to hell in an underground volcano.





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



                Dynamic 14:  Games



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





9. To Exchange  (Spirit Broker - Wizard)



environment = a kingdom of  munchkins & spirits, you trick people or 

do something for them in exchange for their souls & sell them to demons.



Inc 2 loc = Hong Kong;       Pyramid = Catskills

The price of wealth is enslavement.

To survive is to depend on the commitment of others



Time = an hourglass with sand running down.



Details:  You are a spirit broker (looks like a sort of card shark / 

pawnbroker) in a land of rolling hills and cottages etc., a fairytale 

like mid-evil kingdom including a castle with a king etc.  The people 

are munchkin-like.  You can see the spirits of dead munchkins toiling away but 

nobody else seems very aware of this.  There are also demons who others 

can't see.   You are fantastically crafty and trick people into signing 

away their souls in blood in exchange for things and then you sell the 

contract to demons (the people will work for them after they die) who 

give you services in exchange.  At the start you collect 7 souls and 

sell them to demons in exchange for 7 wondrous miracles (performed 

by the demons) which astound the people and make the king shower you 

with riches etc.  Sliding downscale, you try to do less for the people 

in exchange for their souls so as to keep more of the power for yourself 

and you have missed withholds about the true nature of the deal.  The 

people get hints from spirits who have died etc.  You get bored with the 

village girls and start in on sex with succubi & other spirit forms.  

You get withholdy & arrogant.  The spirits get tired of working & start 

protesting & trying to break their contracts and the demons get upset.  

You get in trouble with the king and start blasting people with energy 

weapons (wands) purchased from the demons etc.  People trick you with 

false contracts signed with chicken blood etc.  The demons drag you 

before the demon god (big devil statue) & he divides you against yourself.  

Eventually you die & imps drag you from the grave & toss you in a 

volcano under the castle & the spirits of munchkins & demons you 

cheated torture you forever.



                ---------------------------





10. To Play  (Chinese Children)



environment = houses on stilts over tidal flats.  Only a very old 

few are adults. The games become deadly.  Bodies nearly indestructible.



Inc 2 loc = Shanghai, China;   Pyramid = Santiago, Chili.

The price of joyful exuberance is perversion.

To survive is to depend on the games of others



Time = shadows of sun moving over a village of houses on stilts.



Details:  You are a child in a mud village with houses on stilts.  There 

are adults (old looking Chinese) but they are no bigger than the 

children.  There is the impression that you will be a child forever & 

there are only a few old people.  The village floods whenever the 

tide comes in.  You alternate playing in the mud with sailing around 

in little boats depending on the tide.  The bodies are nearly 

indestructible and might be some rubbery form of doll body rather than 

real meat bodies.  At start it is all glorious fun, nothing bothers 

you, you're not cold or hungry or hurt by drowning etc.  The games 

are very rough but you can't get hurt.  You get trapped in an underwater 

cage during high tide & your only protest is that its dark & boring & 

you want to be out playing.  Sliding downscale you hurt others emotionally 

& by inhibiting their playing.  The games are often mean & viscous.  

Parents are rarely seen but their orders are to be obeyed but this 

interferes with playing so you deceive them & become missed withholdy.  

Also, monsters come in with the ties and sometimes they hurt someone 

or carry them off.  Adults sometimes use you for sex, this is pleasurable 

but also strange & fearsome & a bit frustrating (no climax). The games 

become more harmful & eventually a child dies.  You hadn't known this 

could occur & are horrified & fascinated by it.  Eventually you organize 

a terrible game with the monsters & perverted sex & entrapment & many 

die.  So the others take you into the temple where the serpent god divides 

you against yourself as a punishment.  Then you age but the adults find 

you loathsome & you can't play with the children anymore.  You die & are 

buried in the mud & later carried off to hell in an undersea volcano

by snakes & tortured there by the children you killed etc.



               ------------------------------





11. To Compete (Coach / team leader)



environment = sports arena, human style doll bodies.  A vicious cross 

between soccer, football, & hockey with a steel ball.  About 40 

players per team (many teams in shifting alliances on each side)

& attacks launched against repair dugout & coach's fort as part of 

game.  Referee delivers implants.



Inc 2 loc = Toronto, Canada;      Pyramid = Frankfort

The price of competition is loosing.

To survive is to depend on the encouragement of others.



Time = digital clock on scoreboard.

Energy = steel ball smashing into grandstands.

Cheat = tripping an opponent.

Detestation = fan throws food at a player.

Admiration = cheering crowd.



Details:  You are a coach / team leader.  you instruct & plan the plays 

& are generally in a fenced off enclosure guarded by some of your players 

(but opponents can storm the enclosure & attack you & you can venture 

out & play as needed).  Vast grandstands around you are filled with 

plastic spectators.  In the game, you generally can't touch the last 

person to touch the ball or touch a goalie but you can beat up everyone 

else according to a fantastically complex set of rules.  The bodies are 

very tough but can get smashed, especially by the steel ball.  Players 

go off to the dugout for repairs, but everything is fair game.  

Players attack the dugout & the coach enclosures & try to attack the 

referees (who are well protected) to distract them while rules are 

being broken etc.  Players can die by being smashed to small pieces 

and broken beyond repair.  At start the game is tremendously exhilarating 

- the sensations of play & motion are fantastic.  You plan & execute 

7 brilliant plays & are cheered etc.  Sliding downscale, you carelessly 

let players get broken, find ways to cheat, have trouble with your own 

men, & grow weaker.  There are other coaches on your side of the game & 

you start working against them.  They try to demote you but you lead 

your players against one of the other coaches on your side & destroy 

his enclosure.  The opponents gain strength & score goals as you fight 

your own side.  Your own side grabs you & takes you to the referee 

who hits you with a beam that divides you against yourself (your 

shirt then shows black stripes which are ridges of black energy).  

Now everyone ignores you during the plays and eventually you are 

trampled & your body is broken into tiny pieces.  They call time 

out & bury the pieces in the sand of the arena with a flag planted 

over the grave.  The flag has a Maltese cross on it to keep you in.  Later, 

enraged fans drag your soul out & throw it into a volcano under the 

grandstands where the spirits of the fans & players you betrayed 

throw things at you forever.



                    -----------------------------



 

12. TO MANIPULATE  (Penguin Banker)



environment = a wall street like business district with fancy 

dressed two legged animal bodies.  You are a Penguin in a fancy 

coat who owns a bank.



Inc 2 loc = Zurich,Switzerland;   Pyramid = NE Greenland coast

The price of wealth (profit?) is oppression

To Survive is to depend on the trust (confidence) of others



Time = clock on the wall of a bank



Details:  At start you make 7 fantastic business deals, taking over 

companies etc. and outsmarting the other tycoons.  Sliding downscale, 

you are irresponsible about the side effects of your deals and others 

get hurt.  Homeless people (bears etc.) get angry, picket, tear 

down businesses.  You retaliate, call out police, etc.  Also you incite 

riots against competitors.  Eventually you are dragged into court & a 

god in the form of a computer sentences you & divides you against yourself.  

Your business connections dry up, your bank goes bankrupt, & you kill 

yourself by jumping out of a window.  The body is taken to a mausoleum.  

Eventually, devil bears rip your soul out & throw you into a volcano.





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



               Dynamic 13:  CHANGE



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







13. TO COMBINE  (Siamese Twins)



environment = separating & combining of male & female to make 3 legged twin.

Inc 2 loc= Rangoon;     Pyramid = SE. Atlantis

The price of harmony is self sacrifice.

To survive is to depend on the weakness of others.





time = Siamese clock.

space = city with twin buildings (like the world trade center)

energy = explosion in a laboratory.



Details:  The body type is a pair of Siamese twins which are born 

separately but must combine to form a complete body.  The male has 

only one leg and needs a crutch to walk as a singleton.  Normally a 

male and  a female combine.  The male has the inner shoulder which 

plugs into a gap in the female and he provides the large heart etc.  

The female singleton has 2 legs but only a lesser secondary heart etc. 

and can't exert herself.  After merging, the skin grows together but 

can be separated by an operation and the partners changed.  You change 

partners a few times in the incident and end up as a singleton.  Sex 

occurs between 2 sets of twins.  In  the incident you are a sort of 

surgeon/chemist.  At the start you make wonderful chemical combinations 

that produce marvelous results and you perform 7 brilliant operations 

that separate and recombine twins.  Sliding downscale you make strange 

freakish combinations of people and animals etc.   Also, you make 

combinations of more than 2 individuals etc.  You take other, non-twin, 

races and combine them into twins.  The lobster people object to this 

and try to make everyone into singletons.  You get worse & worse partners, 

get blamed by people for riots & blamed for invasion of lobster people etc. 

and are finally hunted down as a singleton and combined with a dead 

body.  The incident ends with the usual after death sequences etc.



                  ----------------------------





14. TO METAMORPHOSE [ or TO SHAPE or TO BE SHAPED] (clay people)



Body type: Clay people.  You are a body shaper, sort of an artistic 

masseuse / plastic surgeon equivalent who can reshape someone else's 

clay body and get it to hold the new form (using a faint electric current?).

environment = a sort of clay city, like hard earthware built in a 

monumental form of slabs & blocks etc.



Inc 2 loc = Crete.      Pyramid =island off Venezuala/Brazil

The price of admiration is to conform (to others opinions)

To survive is to depend on the malleability of others.



time = clock on big clay building (which looks like an upside-down pot).

space = clay city (pot buildings & cracks in earth giving off fumes etc.).

energy = volcano exploding

Mass = landslide

trouble = fire people

Home = big slab building.



Details: At start you perform 7 wonderful shapings of people giving 

them strength, beauty, etc.  You are highly admired & respected.  Sliding 

downscale, you reshape someone you don't like, making them seem beautiful 

but really concealing an ugliness in the form and hardening it while leaving 

the surface beauty unfixed so that it fades.  Then you convince them that 

it is their true self showing though despite your best efforts.  There are 

many overts & also mistakes.  Your forms begin to unstabilize, bulges 

popping out etc.  This is blamed on a disease plague & people loose control 

of their forms but its really your fault.  Eventually you can't control 

your own form either.  They chase & capture you & you're divided against 

yourself etc.



                     ----------------------------





15. TO CHANGE (Magician)



Body type = wizard (semi-human looking with wrinkled face etc. -  purple 

skin on 1st pass, then red skin (?), others have green skin etc., cartoon 

like colors).  You can metamorphose into many forms.  



env = Arabian nights style (city of minarets etc.).

Inc 2 loc = Tunisia.        Pyramid= Hati (Dom. Republic)

The price of power is insanity.

To survive is to depend on the perversions of others



time = Shadow swings across the dome of a palace.

space = Arabian knight's style city.

energy = a bolt from a wand.

mass = city walls falling

trouble = genies



Details: At start, you work 7 miracles by changing to various forms (by 

way of spells) including a winged horse, snake, mouse, gnome, etc.  You 

gain great power and admiration.  You battle other wizards and win.  

Sliding downscale, you abuse & misuse power & are arrogant & begin 

regretting things.  You make mistakes, loose battles against other wizards, 

trick people, etc.  The people come to hate you.  You object to the tax 

collectors and smash them & then smash the police & then have to smash 

the army & finally you destroy the palace.  Because there is no money, 

the city services fail and there is a shortage of water & food.  You abuse 

& sacrifice young girls etc.  The citizens storm your estate.  Eventually 

everyone is against you and you are hunted and captured and divided and 

killed and tossed in a volcano by snake demons etc.



                   ----------------------------





16. TO BRING ORDER (Gorilla People)



This may be out of sequence.  It would make more sense for it to

fit under the 9th dynamic (Ethics).



env= village in the snow;  getting others to change and align in 

group efforts.

Inc 2 loc = St Petersburg, Russia.   Pyramid= Bismarck, ND.

The price of order is obligation

To survive is to depend on the xenophobia of others.



time = sun/shadows on village in the snow.

Space = View of a snow covered mountain slope with gorilla people, 

moose's, etc. in the distance.

Energy = gorilla person fights with moose (wrestles with antlers).

Mass = vast wall of snow about to fall.

Gods = a totem pole (the faces are alive).

Crush = gorilla person under an avalanche.

Injustice = individual sacrificed by group.



Details: You solve 7 major problems by getting people to change & align 

with each other.  The village is in a flood area (spring floods) so you 

get everyone to move etc.  People are happy with the changes in general 

but there is the occasional objector who you overwhelm.  Then your changes 

become more arbitrary or for personal gain & also you make mistakes.  

There are more protesters who you label as SPs & overwhelm but your 

justifications begin breaking down & you regret things but carry on anyway 

to make yourself right etc.  You overwhelm by getting others to gang up 

on the dissenters & argue at them & push at them & beat them up.  You see 

to it that people who try to stop you are murdered by your followers, 

but your followers also die due to your mistakes & greed.  Eventually 

the people rebel & tear down the villages & hunt you through the forest etc.



I may have two goals collapsed together here.  When I ran it, I got a

mixture of snow and jungle pictures.  Possibly the jungle stuff is

gorillas with the goal to bring order and the snow scenes are with

gorilla like abominable snowmen and some other goal (maybe To Align).  

I also had some trouble with this one getting mixed up with the bear 

people (see first dynamic goal to feel or to experience).





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



                 Dynamic 12:  Reason



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





17. To Reason (clown)



env = big city, human like energy bodies which give off sparks 

(keystone cops etc.).  You point out the irrationality of everyone's games.

Inc 2 loc= Manhattan.;    Pyramid = capetown S. Africa.

The price of logic is to entrap yourself

To survive is to depend on the stupidity of  others





time = building (like empire state bldg.) with big wristwatch 

  style clock on it.

Space = the city at dusk.

Turmoil = keystone cops chasing around.

Sensation = woman in lingerie (this is street dress)

Companionship = woman in checkered apron.

Sex = exchanging energy sparks.

(note that these are doll bodies with the clothes built into the body).



You are absurdly logical and a comic character so that the people

will love you despite your being far more intelligent than they are.

You handle 7 difficult problems, solving them with brilliant logic.

You use logic to talk people into giving you money, sex, etc.

Eventually this catches up with you and the people turn your own

logic against you so that you become a tragic figure who must

trap and destroy himself according to his own rules.  But you 

rebel and deny your own logic and they hunt you down etc.  You are

hauled before the energy god who is a crackling cloud in a power

plant and he divides you against yourself, etc.





                  ----------------------





18. To Orient (Wire Man)



The body is made of thick wires which you can bend around etc.  There

  is a shoulder plate and a genital box (with a sort of electric plug).

env= building a complex cagelike structure in space.  

  In the end you get it wrong & it  collapses.

Inc 2 loc = polar orbit;    Pyramid = Antarctica

The price of orientation is to be stuck

To survive is to depend on the confidence of others.



Time = sun/light/shadow moving across a structure in orbit.





At start you are a brilliant genius who can see how to align the

wires in the structure for maximum efficiency.  The space structure

tunes to basic energy in the universe and adding more with better

alignment increases the flow and brings great wealth.  The crowds

cheer you, the priests honor you etc.  But your constructions become

overly complex.  You make mistakes and the wire bodies are shaken

by painful bad vibrations etc.  Eventually your hauled before god

who is a statue of a man and divided.  Eventually your broken

parts are placed in a metal box with a cross on it to keep you in

etc.



          --------------------------





19. TO GUIDE  (Pilot)



env=1930s barnstorming plus continents in the sky (a la 

Charles Fort) & guiding Zeppelins to them.  In the end you 

betray everyone & get zapped by a god statue

Inc 2 loc = Indianapolis;     Pyramid = Lemuria

The price of success is to be despised

To survive is to depend on the good will of others



Time = dusk on prairie.

Space = flying in clouds.

Impact = plane crash.

Guide = plane (WW1 style) leading a zeppelin through the clouds.



Details: You fly a small barnstorming type plane with 

fantastic skill & daring guiding zeppelins through the endless 

clouds to carry goods between different cities & continents in 

the sky.  The worlds are flatlands tumbling around in a space 

filled with atmosphere.  The plane is actually very powerful 

& long range & only looks primitive because of the double 

wings & open cockpit.  The continents shift around & 

visibility is poor so the freight & passenger carrying zeppelins 

need guides.  Early on the pilot can levitate somewhat (jumps 

out of plane without a shoot etc.) but later he has trouble with 

this.  He wears goggles which give him a partial ability to see 

through the clouds.  At start you guide 7 great convoys 

between flatworlds.  Everyone admires you, businessmen pay 

you large sums, crowds roar at airshows, & you take your pick 

of girls etc.  Then you demand too much money, get married 

& cheat on wife, act arrogant & put others down, get drunk & 

loose a zeppelin in the sky, crash a few planes, gets lost & 

disoriented, starts falling & getting hurt, develops dizziness 

etc.  The townspeople get angry, wife leaves him, businessmen 

sue him, etc.  Eventually he takes a young girl up in a plane, 

looses control, she dies, he falls badly.  So townspeople 

capture him, & take him into a cathedral where god divides 

him against himself.  Then he tries to fly but crashes etc. 

everyone avoids him.  Finally dies in a plane crash & they 

bury him in a cemetery with a cross over the grave to keep 

him inside.  Then winged devils tear his soul out of the 

ground & carry him to a flat earth volcano & throw him in 

where he is tortured forever by all the people (businessmen, 

women, etc.) that he betrayed.



          -------------------------





20. To Compute  (toy bodies)



env=a logic maze constructed of toys, you take a new toy body 

off the rack every time you judge wrong & get smashed.  God 

is a giant toy Santa who zaps you for cheating & hurting other 

players.

Inc 2 loc= North Pole.    Pyramid = Perth,Australia

The price of intelligence is self destruction

To survive is to depend on the answers of others



Time = a toy clock

Trouble = a rolly polly clown



At start you solve 7 difficult problems.  You are super bright

and pleased with yourself.  You help others.  You work your way

deeply into the maze.  Occasionally you loose a body, but not often.

You have sex with girl toys etc.  You zap troublesome toys with

energy.  Sliding downscale, you lose more bodies, get worried

that you'll never solve the maze, trick others into trying things

before you do so that you wouldn't lose a body (and have to resume

from the starting point).  You get worried about others beating you,

so you give out wrong answers, fix puzzles so that the answer is

different and the people behind you get broken, etc.  You also

find that the answers are changing around and you can't get into

the maze as deeply as you used to.  You feel its unfair, and are

worried about running out of bodies etc. so you organize riots.

Eventually you're divided against yourself by a toy Santa who

is god.  Your last few bodies now have black lines in them.

You keep trying to start the maze again and getting broken until

the last body is lost.  Others collect the piece and store them

under a machine with rotating crosses that keeps you in there

until devils drag you off to hell in a volcano that is under

the aerial roadways that connect the machines in the central part of

the maze.





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



             Dynamic 11 (Construction)



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





21. To Construct (beavers)



you build dams and traps for capturing and enslaving fish & skunk 

& squirrel people etc. eventually you trap your friends because they're 

scornful and you let the dam break etc.



Inc 2 loc = Bangor,Maine.      Pyramid = Perth, Australia

The price of industriousness is entrapment

To survive is to depend on the labor of others.



Details:  You are a beaver person with big teeth, fur, unusual 

hip joints (you can sit crouched for hours), arms, hands, tail, 

and wearing clothes (a vest).  You have orgies in the mud.

Squirrel people act as slave laborer, skunk people work as maids etc.

You undertake 7 large construction projects, managing the building of 

dams and traps and extending the village out on planks (like a dock)

over the water.  Your traps catch other people who you enslave and

put to work.  Then you begin building traps for beaver people too.

The people rebel, etc.  Eventually the god of the lake rises up

and divides you against yourself, etc.





          ----------------------------





22.  TO ARRANGE (Blockhead)



The goal To Engineer (below) may belong in a higher goals series.  

Or possibly To Build (#23) may be the incorrect one.  Or maybe this 

goal (to arrange) which was located late in the research is the 

incorrect one.  None of these three were run thoroughly and one of them 

is probably some sort of guiding spirit behind a constructive 

civilization rather than an embodied individual in that civilization.  

The guiding spirit type of body would go with a higher goals series.





          ----------------------------





22X. To Engineer (Lobster People)



env=underwater city

Inc 2 loc = S. Africa (lake)        Pyramid = Ghana,Africa

The price of calculation is to be detested

To survive is to depend on the strength of others



Time = mechanical clock with exposed gears.

Space = an undersea domed city and seabed.

Energy = giant machines (pumps with big swing booms, churning water & turmoil on 

seabottom).

Mass = underwater avalanche.



Details: You are a lobster person (walks upright, big claw arms and 

small manipulative arms -  2 pairs - at sides).  You are a brilliant 

engineering genius who designs 7 marvelous projects including pyramids, 

a core tap, etc.  But you alter designs for your own profit, things 

collapse, and people die.  Power sources fail due to your misengineering. 

and riots start etc.  They find out it is your fault and hunt you down.



          ----------------------------





23. To Build (snake people)



env = a space city similar to Arslycus which gets too big.  

  Enslaves other races.

Inc 2 loc= in orbit & Alaska.     Pyramid = Bangkok.

The price of havingness is enslavement.

To Survive is to depend on the compulsions of others.



Time = sun in orbit.

Space = space city (sun orbits the city).

Crash = aircar smashes into building.

Crush = snake person under collapsing roadway.



Details:  There is tremendous exhilaration at the fantastically

complex and beautiful construction.  You undertake 7 projects

to expand the city.  You hurt slaves in the process, but its for

the greater good.  Then you have problems with construction errors,

riots, etc.  Eventually the part your building gets too big and 

falls apart and the enraged citizens chase you through the sky.





          ----------------------------





24. To Structure (Crystals)



levitating gems getting salts from water & energy from sunlight. 

  They can put out energy beams etc.

env: a crystal city hanging in the air over a lake, mostly

  aerial rods with an occasional structure etc.

Inc 2 loc = Great Salt Lake.   Pyramid = Versallis,France

The price of alignment is to be held in place (located)

To survive is to depend on the form of others



Time = pulsing crystal.

Energy = flow blasts out from a crystal.

Shattered = crystal breaking apart.

Sex = sides in contact between crystals, rubbing with crackling energy.



Details:  You undertake 7 vast projects extending the city further

into the sky etc.  You are highly admired.  Sliding downscale, you

make mistakes, begin stealing light from others etc.  The poor must

float up above the city to get their daily energy because they live

deep in shadows but often lack the energy to do so (because it takes

energy to climb high) and fall (breaking apart and dying).  You help

the rich build bigger and higher levels and that makes it worse for

the poor.  Eventually society fails and the city falls.  Mobs chase

you etc.





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



            DYNAMIC 10:  AESTHETICS



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





25. To Invent (munchkins)



You are an inventor, sort of like a little old toymaker or shoemaker.

env= like an old bavarian city. You invent wondrous devices & then 

suppressive things

Inc 2 loc = Bavaria;    Pyramid = Poconos in Pennsylvania

The price of ingenuity is entrapment

To survive is to depend on the aesthetic appreciation of others



Time = Mechanical Clock.

Space = large cluttered workshop.



Details: At the start, you invent 7 wondrous things including a

fancy town clock.  These are very aesthetic.  They work not so much by

logic but because they are so wondrous to behold that they gain

instant agreement.  Then your greed & lust & pride cause you to

maintain your position by building terrible but aesthetic devices to

gain things.  Also building weapons of war & enslavement (for use

against the insect people) & control which are then turned against

the population.  You invent things like devices which inspire lust in

women etc.  Eventually the mobs chase you etc.



          ----------------------------





26. To Enhance (Ghost People)



You are a female ghost in a sort of spirit body

env=spirit world and an 1890s style city of human and cat people

 where you enhance their view of things.  There is also a ghostly 

 city where you live that partially intersects the real city.

Inc 2 loc = Copenhagen,     Pyramid = Buenos Aries

The price of improvement is condemnation

To survive is to depend on the illusions of others



companionship = a male ghost

sensation = a living male cat person



Details:  You go around enhancing living peoples view of things.

You do 7 good deeds by enhancing.  You make the guys see girls as

more beautiful etc.  Without enhancement, the city looks drab, like

ashes, but you make it appear beautiful to the living.  You receive

praise and offerings.  You visit living men in the night for sex and

take a drop of blood as an offering.  This makes you more real and

stronger than other ghosts who look up to you etc.  But you can never

forget that its all ugly under the surface and you are fooling

people.  They get in trouble because you make things seem better than

they are and lead them into mistakes.  You become mischievous and

trick people and haunt them and demand sacrifices.  You do heavy

sexual blanketing which harms people.  The priests try to exorcise

you etc.  Eventually you're captured and hauled into a church where

god on a cross divides you against yourself etc.



          ----------------------------





27. To Inspire (muses)



you bring inspiration in dreams but eventually you steal others ideas.

Inc 2 loc= Florence, Italy;     Pyramid = Ethiopia

The price of new ideas is to be scorned

To survive is to depend on the dullness of others



Time = sundial.

Disaster = Earthquake.

You = girl in robe.

Sensation = another girl.



Details:  You are in a sort of astral body (female), but the knights

have flaming swords which radiate heavenly energy that can cut on the

astral plane as well as the physical.  At the start you bring 7

wonderful inspirations & the people and the dream master praise you.

But then you start inspiring people into crimes, degradation, etc.

Also, you run out of inspiring ideas so you start stealing ideas from

other muses.  Eventually you start bringing nightmares etc.  When

you're thrown into the volcano at the end, you can't escape because

you have no inspiration (no ideas).



          ----------------------------





28. To Beautify (faire godmother / faire queen )



env= storybook land, you make everything beautiful & then kill 

all the people to keep it that way.

Inc 2 loc= Babylon;   Pyramid = Orlando, Fla.

The price of beauty is suffering (sadness)

To survive is to depend on the good taste of others



Time = sun swings over storybook land.



Details: You float around and can wave your wand and make things

beautiful.  You perform 7 wondrous deeds such as making a poor girl

beautiful so she can meet the price (like Cinderella) etc.  You make

the countryside and cottages and castles beautiful etc.  But you see

everyone messing up the environment and doing ugly things such as

eating each other etc.  The Cinderella like girl gets the dress and

coach messed up having sex, so you give her a poisoned apple (like

sleeping beauty, but no happy ending) etc.  The children are starving

so they eat the gingerbread houses so you throw them into a furnace

(like Hansel & Gretel) etc.  Eventually you get items like "To

Beautify is to ignore suffering" etc.  You depopulate the countryside

and become a horror to everyone, so they summon witches and devils to

use against you and there's the usual business of being captured and

divided etc.  Eventually you're dead and buried under a magic circle

which keeps you in the ground until witches on broomsticks drag you 

off to hell in a volcano.





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



�



PENALTY UNIVERSE MASTER LIST



Dynamic 9: ETHICS





29. To Purify (Fire People)



you see the impurities in the flames of others, find criminals & toss 

  them into a volcano, etc.

Inc 2 loc = Lima Peru;     Pyramid = Pompey,Italy

The price of purity is the loss of self-determinism (individuality?)

To survive is to depend on the bigotry (sins?) of others





Time = sun swings over the fire city (clay slabs and billowing 

    fire and balls of fire).



Details:  At the start, you find 7 criminals by seeing the impurities

in their flames and capture them and toss them in the volcano.  The

people cheer you for saving them.  Gradually it becomes like the

inquisition, with you searching out people with impure thoughts etc. 

And the you start tossing in good people as well for personal gain

and you also make mistakes and toss in the wrong people etc.  Then 

the usual business of captured and divided etc.





          ----------------------------





30. To Arbitrate (Bull people / minotaur)



CORRECT GOAL MAY BE "TO JUDGE" - to be investigated.



you solve disputes in a Greek style city with other races as slaves

Inc 2 loc = Crete;      Pyramid = Buenos Aires

The price of compromise is universal misery

To survive is to depend on the obligations of others



Time = sundial in plaza.



Details: You solve 7 great disputes including one between the king

and the workers.  You do this by talking to them and shifting their

viewpoints until they come into agreement.  You are greatly praised

and rewarded.  But you see that bringing people into agreement and

getting them to compromise creates harm.  You get the workers to

compromise on a point of safety and then a building under

construction collapses on them.  You get the girls to compromise on

being ravished by the bulls etc.  Eventually everyone looses by

compromising too much and they blame you etc.





          ----------------------------





31. To Defend (little green men)



env = flying saucers and a planet with many types of people (from 

  other implant universes) ruled by religious zealots who want

  everyone to be good and follow the rules.  The saucer people are

  the chosen of god and defenders of the faith & civilization etc.

Inc 2 loc = Japan;       Pyramid = Tibet

The price of ethics is betrayal.

To survive is to depend on the integrity of others.





Time = saucer in orbit.

Space = ship over city.

Holy = cross on control panel.



Details:  You fight 7 great battles against forces of evil including

invaders, revolutionaries, heretics, etc.  You find out that not all

the rebels are bad and regret blasting them but continue doing it

because of pride and duty.  You become arrogant and lord it over the

ground population etc.  You blast entire cities of loyal people when

the lizard invaders occupy them.  Resources run short and you force

the cities to supply you while their citizens starve.  Civilization

crumbles but you keep on defending and wrecking things further. 

Rebel ships capture yours and haul you before the silver robot god

and he divides you against yourself.  You're allowed to return to

your ship but now the crew despises you and considers you a traitor

etc. and tosses you out into a volcano, etc.





          ----------------------------





32. TO STRENGTHEN (Strong man)



This goal, found late in the research, might belong here instead of 

To Protect which seems like it belongs in the upper series.  

This goal requires further investigation.



It is also possible that the gorilla goal "to bring order" belongs

here.



Additional note:  The upper series might also include the goal To Nurture 

(guardian of the forest).



Details (?): You pour energy into the weak to help them. (?)





          ----------------------------





32X. To Protect (colored balls of energy)



you police a city of other body types, zapping wrongdoers.

Inc 2 loc= Tibet;       Pyramid=Washington DC.

The price of safety is inhibition.

To survive is to depend on the sins of others



Details: You are a colored sphere of energy which floats around.  You

handle 7 situations, protecting the innocents by zapping their

attackers.  You feel very proud and helpful etc. and are rewarded by

being fed electricity.  You have sex by exchanging energy with other

spheres etc. (there doesn't seem to be any male/female polarization).

Eventually you zap the wrong people, mishandle things, fight with

other spheres, develop perversions (such as drinking in sex flows

from bodies).  You become viscous and outlawed, no longer fed energy

but stealing it, sometimes draining it from bodies and killing them,

etc.





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



                Dynamic 8 (religion)



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



                               (zodiac mass = Pisces)



33. To Enlighten (or to preach) (rabbit preacher)



env = cartoon like rabbits walking around in frock coats.  You preach

    human sacrifice (to wolves in leather jackets) & sex orgies

    & end up dying on the cross.

Inc 2 loc = Libya (? or Jerusalem), Pyramid = Montgomery,Ala.

The price of preaching is sacrifice.

To survive is to depend on the faith of others.



Time =



Details: You are a preacher and carry a holy book with you as

you go into town.  You preach sacrifice to higher purposes.  You

work 7 miracles.  You sacrifice rabbit people to the wolves and less

die than before.  The usual decline and troubles.





          ----------------------------





34. To convert (reptile/fish person)



 - looks a bit like the creature from the black lagoon); 

you can evoke heavenly pictures & promote a false religion & even fool 

the lesser gods (statues) so they think you represent a higher god.



env = seashore & lagoons, very colorful.  Coral & multi-colored sand.

  Giant shells used as boats and temples built on the reefs etc.

Inc 2 loc = Jakarta, Indonesia;    Pyramid = S.E. Atlantis

The price of divine revelation is to be fooled

To survive is to depend on the gullibility of others



Time = sun over lagoon (floating houses & fish people)



Details:  The people worship god statues (the pilot, mermaid, etc.

- generally terminals of other penalty).  The statues have

cantankerous lesser gods who expect sacrifices and so small favors

for much worship.  You have the ability to evoke heavenly pictures in

the sky.  These pictures are scenes from other universes.  With this

you falsely convince others that you are the agent of a higher god.

Even the lesser gods get scared and become propitiative.  You perform

7 wondrous revelations, using the pictures to stop wars etc.  But

you can't really heal the sick or control the weather as the lesser

gods can, and they miss your withholds and you get into various

troubles and go through the usual decline etc.



          ----------------------------





35. To connect (female angel) 

env= heavenly clouds (later hell on Earth), you get a sexual kick 

  from connecting with God, and later find that you can get 

  the same kick with body sex (forbidden) & get sent down to hell.

Inc 2 loc= Los Angeles (heaven in clouds); Pyramid = Hawaii

 (inc 2 scene - angel with burnt wings tumbling into a volcano

The price of sensation is defilement

To survive is to depend on others for fulfillment



Time = sun on clouds.

Space = pearly/golden gates & clouds

Energy = golden rays coming down from God on high.

Mass = golden alter in heavenly cathedral.

Ecstasy = angles in cathedral writhing in light of God.



Details:  You receive religious & sexual ecstasy by connection 

with God.  You go through 7 divine experiences in various places 

such as the cathedral & the courtyard etc. generally in a group & 

the light of God shines on you & you all have a vast 

religious/sexual experience.  Sliding downscale, you enter 

forbidden places & do forbidden things such as eating of the tree 

of knowledge & get M/W/Hs from God & you hide this when he 

sends out a ray of ecstasy making the ecstasy diminish.  Sex 

(forbidden) lets you connect with & have ecstasy with someone 

other than God & you do this & pervert other angles & have 

problems etc.  The sexual ecstasy gradually decays & leaves you 

with empty cravings.  You are found out, argue with God, blame 

him, become arrogant, & are cast out of heaven & into hell on the 

ground.  There you are tortured but also seek sexual ecstasy 

through pain, but it diminishes & you die etc.



          ----------------------------





36. To worship (knights) 

env= castle, you make sacrifices to the God in the cross (who 

  absorbs the soul of people put on the cross) & do holy quests & 

  persecute other religions.

Inc 2 loc = England;      Pyramid = China

The price of faith is blindness

To survive is to depend on the blindness of others



Time = sun over forest & castle by lake.

Space = ramparts of castle looking over the meadow.

Energy = knight swinging sword.

Mass = walls of castle.



Details: At the start you perform 7 holy quests (like holy grail

etc.), smash the god statues of rival religions, become arrogant,

etc.  It gets a bit like the inquisition, with you as an inquisitor,

and then you begin to feel sympathy for the victims and start

cheating and betraying your comrades and it goes down from there.





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



                 Dynamic 7 (spirits)

 

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



37. To predetermine (the soothsayer)



 - this is a symbol body which manifests in various forms such as 

 the blind prophet, the wise fool, & the water carrier.



env = flat earth; you see the symbol bodies behind

  peoples human forms & You insert meanings into things and

  setup theta machinery and predetermine what will occur.

  The symbol bodies are like stick figure drawings using lines 

  of fire.  The flat earth is old testament/Babylon like.

Inc 2 loc = Turkey;  Pyramid = Southern Alberta, Canada

The price of prediction is to be foredoomed.

To survive is to depend on the superstitions of others.



Time = sun shadow far above a pasture on a flat earth.

Space = Mountains in the distance.



Details: You can see the symbol body behind the physical forms

and therefor know their fate.  You make prophesies based on their

symbols and this keys them in and makes it come to pass (because

it is the doom that you see waiting for them).  You begin with 7 

prophecies of doom but help them overcome the calamities.  Eventually

you become greedy, vengeful, etc., makeup false dooms, preach

against the kings, etc.  Finally the god who is a mountain divides

you against yourself etc.





          ----------------------------





38. To collect (elves/fairies) 

env=fairyland, souls are captured & made into enchanted weapons etc.

Inc 2 loc = Bombay, India;   Pyramid = Baghdad

The price of power is corruption 

To survive is to depend on the enslavement of others



Time = Sun passes over an elf tree city.

Space = field where elves dance.

Energy = bolt from ring of power.

Mass = elves pushing a bolder.



Details: You are a great spellsmith who captures spirits and enchants

them into weapons and things.  You collect beings.  You begin by

making 7 great devices in this manner.  You raise your arms and let

your spirit flow out and surround the victim spirit and crush it down

an into an object you have made.  When someone dies you try to be on

hand to collect the spirit etc.  The people at first praise you and

then come to fear you and despise you.  You become vain and arrogant

and hate everyone.  The gods divide you against yourself.  When you

die, you're collected into an object and locked in a vault until

demons come to drag you off to hell, etc.



          ----------------------------

 



39. To Influence (cupid) 



env=greek mythology style space opera; 

  you inspire people to love, hate, etc.

Inc 2 loc = Jacksonville, Fla.;   Pyramid = Vermont

The price of excitement is to stay hidden

To survive is to depend on the discomfort of others.



Time = 



Details: The cupids live in the clouds as do the angels and

demons (who both object to the influence of the cupids, because

they have strong purposes whereas the cupids only want interesting

experiences).  The people in the cities are of various body types

including humanoid and wire people etc.  At the start you visit 7

cities and inspire people to 7 interesting emotions.  You are

admired by the other cupids etc.  Then you begin inspiring lower

emotions, terror and hate etc. and have various fights and problems.

Eventually you inspire the people to riot and destroy civilization.

The angles capture you and drag you before god (who is on a golden

throne in the clouds) and he divides you against yourself.  You 

die and are "buried" in a spirit coffin in the clouds.  Finally

the devils haul you off to hell in a volcano etc.





          ----------------------------



40. To Embody (Pan - goat god).  



You evoke nymphs etc. out of trees etc. & solidify their bodies 

  by playing panpipes.

Inc 2 loc = Catalina;      Pyramid = Greece.

The price of embodiment is suffering.

To survive is to depend on the harmony of others.



Time = sun swings over forest glade.

Space = forest & brook

Energy = Geyser coming up out of a lake

Mass = Dryads melted into a rock.

Invoke = playing pan pipes & calling something forth from a tree

Solidify = dryad outside of tree becoming solid.

Terror = bull like demon rises out of lake by waterfall.

Trouble = Pinwheel of energy around a silver cap.



Details:  At first you are alone in a forest glade.  You use the 

panpipes to evoke the spirit of each natural form and then make it 

solidify into a person (i.e., summon the spirit from the tree and 

embody it into a tree nymph etc.).  You go around and evoke 7 

groups of spirits and solidify them.  All of them praise and worship 

you and want their friends embodied as well.  You carry on 

populating the woods etc., but you occasionally bring out a 

monster or demon (or the energy pinwheels, which are dangerous 

to you).  Also, the embodied spirits have problems etc. and begin 

to blame you.  Also, the nymphs etc. sometimes refuse to give you 

what you want and so you embody monsters to force them.  Also 

you solidify things for your own gain and demand payment from 

the solidified spirits etc. and you make mistakes and hide them.  

You can also embody concepts, etc.  And you embody evil as well 

as good.  The trees etc. all start dying because you've pulled out 

all of the spirits.  Everyone blames you for everything and they 

hunt you down and the guardian of the forest divides you against 

yourself (Tree God) and devils throw you in a volcano etc.





Note: This was previously To solidify / to Not-Is in 6th dynamic.  







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



               Dynamic 6 (physical)



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





41. To Locate (Leprechaun (wise fool, human like)



env = rooms interconnected at random.  You find various people

  (symbols) in rooms and try to find your way to the center.

Inc 2 loc = Inside a space wheel in orbit (rings of rooms

  sliding in relationship to each other);  Pyramid = Quito,Equ.

The price of being located is to be a target

To survive is to depend on the mis-orientation of others



Time = Grandfather's clock

Space = a room + shadows of rooms in 4th dimension.

Energy = a ray from the center passes into a room & hits someone

Mass = someone pounding on a wall.

Boisterous = a drinking hall.



Details:  The "Sun" in the center (in a circular room surrounded

by a railed balcony and maybe a control panel) puts out higher 

dimensional rays which pass through the walls and illuminate the

rooms and unlike most people, you can sense the direction of the

rays and know where you are even though the rooms keep shifting

(as if they are mounted in a series of concentric rings which 

rotate in relationship to each other).  There are also some large

halls such as the kings hall, the drinking hall, etc.  You are

a locator working for the king.  The people are reminiscent of

medieval tarot card drawings.  At the start, you go on 7 missions

of locating people and things and are showered with riches etc.

Sliding downscale, you hide things and keep the locations to

yourself (treasure etc.) and get others lost.  Finally you start

making mistakes and get lost yourself etc.  The kingdom begins

to fall and the king blames you and soldiers chase you etc.

In the end you wind up in hell in a volcano that is located on

the floor of the central room beneath the center sun.





          ----------------------------



42. To permeate (theta body); 



you permeate meat body people & implant orders, at first helpful 

  & then harmful.

Inc 2 loc = Rio de Jenero;  Pyramid = Saudi Arabia

The price of pervasion is dissolution

To survive is to depend on the suggestability of others



Time = a shadow moves underwater (?).

 (or world turning in sunlight seen from low orbit?)



Details:  You help the tiger people, fox people, etc. by blanketing 

crowds and implanting orders to stop riots etc.  Then you decay and

do sexual blanketing and implant things as jokes (like a bad

hypnotist) and inspire people to fight etc.  Finally the god,

who is a statue of a Centaur, divides you against yourself and 

you give conflicting orders when you try to implant others, etc.





Note: was previously in 7th dynamic, and had To Solidify in 6D 

(which is now To Embody in 7D, but solidify might still be another 

goal and permeate might be in error and actually be part of to 

energize, note similarity in the body type etc. - needs to be 

investigated).



          ----------------------------



43. To energize (thought circles; color flows)

Inc 2 loc = In the Aurora Australis (southern aurora)

  Pyramid = Kashmir.

The price of motion is pain

To survive is to depend on the unawareness of others.



Time = moving swirl of color.

Space = lines of energy stretching out towards infinity.

Energy= star exploding.

Mass = black hole pulling in asteroids etc.

God = a planet (like the man in the moon).



Details: You permeate mest & sublimate it & it turns into flows of 

colorful energy which you feed on & play in.  at start there are 7 

wonderful sublimations where you release the energies of planets 

etc.  Colors reflect energy levels, blue is warm, red is painful, 

black is death/unconscious.  You have problems with stars blowing 

up and unsettling your stomach, overts of stealing energy from 

others, overts of destroying pretty places, etc.  Eventually a 

planet god divides you against yourself (black lines in your 

energy swirly), finally you're drained of all energy & go black & 

are pulled down to a planet & fall into a volcano.



Note: This one might belong to a higher series





          ----------------------------



44. To gather (Spacesuit bodies - like radiation suits, but

   the suit is the body, no face inside), 



env = like 3rd Invader force.  You go around using a fac 1 like device

   to implant & take over.

Inc 2 loc = Nepal;   Pyramid = Atlantis

The price of wealth is to be controlled.

To survive is to depend on the conditionability of others



Time =



Details:  At the start, you conquer 7 societies (unicorns etc.) and

are hailed as a great leader.  Then you make mistakes, get

overwhelmed by robots, revolutionaries, etc.  Note that you never

consider it an overt to conquer the meat body people, your idea of

overts has to do with betraying other invaders and your own loss

of courage etc.  Then comes the usual decline.





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



             Dynamic 5 (life)



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





45. To grow (Genetic entity), 



env=a southsea volcanic island.

    you are a GE & evolve a genetic line trying to have your

    forms overwhelm the forms evolved by other GEs in the 

    chain of islands.

Inc 2 loc = Tahiti;   Pyramid = Australia.

The price of growth is death

To survive is to depend on the sacrifices of others.



Time = cells/micro-organisms in the sea as day turns to night

Space = An island in the sea, bay, reefs, the sky above.

Energy = lightning bolt striking a forest and starting a fire

Matter = a vast rock cliff above the beach

Affinity = GE feeling tender for a mouse like creature

Reality = a volcano sheathed in clouds and its slopes teaming with life

Communication = one monkey points a snake out to another

Understanding = 2 sloths hang together looking at each other in the trees

Fate = Glacier

Help = Aneoba reaching towards another that is sinking

Decay = fungus on tree

Creation = strange glow from a cave in the slopes of a volcano

you = GE (golden cloud)

Fall = bird dropping a clamshell

Warmth = Green Sun in sky

Turbulence = surf

Competition = another GE, blue colored

Abandonment = shellfish on beach

Doom = volcano erupting





Details:  You are a genetic entity growing lifeforms.  You begin with

simple ones on a lifeless volcanic island, and gradually get more

complex.  Then a rival GE starts up on the opposite side of the

island.  He sends birds against the clams, vines against the trees,

so you grow monkeys to tear at the vines, so he grows tigers to eat

the monkeys etc.



This one probably belong in a higher series.  The GE is a cloud

form and the scale is creation first followed by decay instead

of a straight decay down to death.



          ----------------------------



46. To discover (centaurs), 



env=ship sailing from bay to bay on a new continent, explorers 

 who first try to find treasure, learn wisdom, and teach, but end up 

 like conquistadors.

Inc 2 loc = New Zealand;   Pyramid = Durban, South Africa

The price of discovery is blame (ruin?)

To survive is to depend on the gullibility of others



Time = sun swings over ship at sea with centaurs.

Space = Looking over the rail of a ship at the shores of a vast bay.

Energy=Rhinocerous charging.

Mass=Cliffs at shore, waves drive a ship towards them.

Trouble=Angels.



Details: At start you are on an explorers ship landing in natural 

harbors etc. along the shores of a new continent (large island).  It 

is very exciting and you are filled with the thrill of finding and 

learning new things.  The places have strange flora & fauna.  You 

visit 7 bays (rabbit people + robots; cat people + bears; Elves + 

goat people; Magicians +arabs; Gnomes + giants; Frog people + 

insects; Greek gods + dog people).  You visit each bay and are 

exhilarated by what you find, but you try to dominate the people.  

At first you help them and they welcome you.  Eventually you 

exploit and enslave them.  Also, you get drawn into their wars etc.  

You try to teach them about things and fail, you discover new 

ideas but they don't want to listen, so you begin to trap them for 

their own good and force them into schools & they rebel etc.  The 

people pray for help against you and angels with fiery swords 

come and oppose you.  Eventually they destroy your ship and 

capture you and god divides you against yourself etc.



          ----------------------------



47. To heal (Tree Man), 

env = forest,  You heal the animals taking all the hurt away but 

when they disobey you, you push it all back in & they get sick.

Inc 2 loc = Prague;  Pyramid = Uruguay.

The price of healing is pain.

To survive is to depend on the weakness of others.



Time = shifting slant of sunlight threw forest canopy.

Space = a path going off through the trees into the distance

Energy=

Mass=

Trouble= A Bore Person (pig man with tusks).



Details: You are in a forest with cat people, bull people, etc.  At 

start you visit 7 races and perform great healing for each.  They 

all build alters to you and worship and praise you.  But you don't 

like them fighting each other etc. so you try to control them.  You 

push injuries back in on the and they sicken and die.  Another 

forest guardian sets up on the far side of the forest and your 

people and his people fight.  Too many are killed and hurt for you 

o heal them all and so your people turn against you.  Eventually 

your captured and taken before the mountain god (earth god) and 

divided against yourself etc.



          ----------------------------





48. To Adapt (Thread Man).

You are a bundle of threads that can unravel and reweave into a 

  new shape.

Inc 2 = N. Siberia;   Pyramid = Syria

Price

survive



Time = A clock on a tower (silver ball with streamers)

Space = Gossamer city

Energy = wave shakes the city (Underwater?)

Mass = great rock crushes things.

You = A thread man (like many pieces of string

Trouble = Cyclops



Details: At start you adapt and teach others to adapt to 7 threats.  

There are crab people who chop you with pincers and cyclopses 

who burn you with beams from their eye and bull people who 

enforce rules.  There are snowflakes, etc.  You have a horror of 

solidifying and of burning.





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



         Dynamic 4 (race & society)



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





49. To Establish (giant), 

env = three eyed giants dominating flatlands linked by a hyperspace grid

Inc 2 loc = Philadelphia;   Pyramid = Dublin, Ire.

The price of order is invalidation

To survive is to depend on the obedience of others



(note, originally had this as one eyed giants - i.e. Cyclops, 

but some confusion between this & To Judge; also was missing the 

next goal upwards, so items got crossed up)



Time =



Details: There is an electronic grid (looks like graphics) ultra 

dimensional grid linking 7 firmaments / planes / flatlands.  You 

establish the 7 flatlands & setup a race of beings on each one 

(Chinese peasant children, fox people, etc.) in a rigid cast 

system.  Each race has a trade / task / skill & you establish a 

civilization co-ordinating all these & expanding the space grid.  

You hypnotize (implant) any dissenters for the greater good.  At 

start you have wonderful goals of a glorious civilization etc.  

Sliding down, people revolt, get implanted, you do many overts, & 

finally give up & let civilization fall & are captured by mobs etc.



          ----------------------------



50. To Share (dolphins), the dolphins have no hands, but 

   can levitate things by group postulation.  They launch wooden

   spaceships and build a very low orbit space station.  You

   create too much dissension and the station falls.

Inc 2 loc = near Hawaii.   Pyramid = Azors

(inc 2 scene: dolphin in a glider spiraling into volcano)

The price of sharing is enforced agreement

To survive is to depend on the agreement of others.



Time = sun over ocean with dolphins

space = dolphin in glider high above world

energy = beam from sky boiling ocean.

mass = dolphins in ocean levitating vast glob of water.

god = giant statue of Poseidon with trident.

Trouble=aliens (like giraffe people?, or insect people?)





Details: You do 7 great cooperative efforts including uprooting 

trees from the islands and launching the space platform and 

shaking the aliens' (insect people with energy weapons) ship 

until they will trade peacefully.  Gliders and platforms are wood 

frames with plastic film holding water.  Sex is group orgies at sea; 

You have no hands and can only operate in a group.  Agreements 

are forced by projecting thought bubbles at each other;  You 

commit overts as ordered by the group including casting out a 

friend (thrown off platform) & then rebel & obsessively 

individuate.  Poseidon divides you against yourself etc.



          ----------------------------





51. To Unite (dog soldiers), 

env=a Nazi Germany like war for racial purity.  In the end you 

  turn traitor & both sides do you in.

Inc 2 loc = Frankfort,Germany;   Pyramid = Perth, Australia.

The price of loyalty is dishonor

To survive is to depend on the honor of others.



Time = sun swings over a battlefield.

Space = a harbor with ships & planes & troops massed on shore.

Energy = a large bomb blows up a city (mushroom cloud).

Mass = giant steel doors of a bunker like fortress. (huge).

God = Statue of a giant bird on a pedestal.

Trouble = cat people



Details:  You are an officer engaged in 7 glorious campaigns, 

defeating the enemy & uniting countries & purifying the race.  

At first you agree heavily with this & see the sense of it & are 

happy to have an opponent, but gradually you begin to question.  

The army installs control devices in your teeth.  You have sex 

with an enemy spy & sympathize with the enemy & begin helping 

them.  Your discovered & flee to the enemy who implant more 

control devices & send you back as a counter spy & you're 

caught again & implanted further etc.  Your divided against 

yourself & sent again as a spy with hidden portions of yourself 

taking over when you are asleep & reporting in etc.  Eventually 

you blow everyone up by disabling the shields during an attack.  

Your comrades from both sides drag your soul out of the grave & 

toss you in a volcano for betraying them.  This is high tech with 

laser cannons, laser rifles with bayonets, etc., the women have 4 

breasts.



          ----------------------------



52. To Control (frog people),



env= pond with houses on stilts, much politics

Inc 2 loc= Caspian Sea;   Pyramid = Lake Nayassa, Africa.

(inc 2 scene: Frog person dumped into a volcano by a crowd)

The price of civilization is oppression

To survive is to depend on the meekness of others.



?? maybe some error on this one, 

possibly slime monsters should be saucer people?

maybe something else wrong, (turned on headache).



Time = a water clock (a series of trays of water)

Space = a village of floating cushions w/ sunshades + houseboats

Energy = a tidal wave.

Mass = a vast cliff overhanging the lake.

Trouble = slime monsters.



Details: You are a frog person (manlike, has hands, wears clothes, 

etc.).  The frog people mostly live in & on the water although they 

have buildings on the shore too (need to breed underwater, etc.).  

You control the pond by leading & manipulating the people & try 

to control other ponds as well.  You perform 7 great deeds of 

control to get the people to work together to fight slime monsters, 

stop crime, build a dam, etc.  The people wouldn't obey rules so 

you put thought control helmets on them (supposedly on criminals 

but really on anyone who protests). The helmets give headaches 

when they disobey orders or break laws or thing bad thoughts 

about the state etc. Eventually you covertly aid the slime monsters 

to give you more excuses for more control etc.  You misdeeds are 

eventually found out & the people rebel & your chased & caught & 

divided against yourself etc.



------ Following, to judge, probably belongs with the 9th dynamic

  (same as arbitrate), kept here temporarily as a safety measure., 

see 9th dynamic.



??. To Judge (giants - a Judge), 

  env = courtroom, you make

   others divide against themselves for their crimes.

   You travel to villages of underpeople such as elves & fairies

   & hold court.  Twist cases for your own gain.

Inc 2 loc = Philadelphia;     Pyramid= Dublin, Ire.

The price of law is injustice

To survive is to depend on the law abidence of others



Time = courtroom clock.





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



               Dynamic 3 (groups)



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



53. To Organize (clerk; human), 



env = a bureaucracy (everything happens inside); planets are being 

   taken over & you do the paperwork; eventually angry mobs storm 

   the building & burn forms etc.

Inc 2 loc = London;       Pyramid = Portugal

The price of order is frustration

To survive is to depend on the uniformity of others.



Time = beeping computer signal (red flashing light on console).

Space = looking down at a cafeteria from a mezzanine.

Energy = someone throws a basket of forms at the clerks head.

Mass = endless ceiling high piles of forms.

Trouble = bull people.



Details: The body type is a hermaphrodite (bi-sexual).  Sex is 

used as an office hierarchy privilege, done to you by seniors & 

by you to juniors.  There is a sort of 2D as well & the sex in the 

office is a source of upset.  God is an administrative computer.  

The entire incident happens indoors.  The exhilaration at the start 

is on putting order into everything & categorizing & airing it.  

Planets are being taken over & you handle all the paperwork.  At 

start you organize 7 departments, creating new forms & 

procedures to introduce more order into the every growing piles 

of data.  There are forms about forms.  When you make a mistake, 

the penalty is to pay tax & the form for this are endless & 

horrible.  You inflict forms & lines & procedures on others & 

sometimes they starve & die on line.  There are bull people who 

wouldn't tolerate this and wreck things etc.  Sinking downscale, 

you become horrified & guilty but can't stop.  Eventually angry 

mobs storm through the building & burn forms etc.  Eventually 

you are caught and divided for your sins by the god computer.  In 

the end you fall down an elevator shaft which opens into a big 

cavern in the basement that contains a volcano which leads down 

to hell.



          ----------------------------



54. To Co-operate (robots), 



env = warring space stations in orbit (blue Vs red robots) (squarish 

  robot bodies, cube heads)

Inc 2 loc = orbit;    Pyramid = Detroit

(inc 2 scene - robot falling from sky into a volcano).

The price of agreement is obedience

To survive is to depend on the obedience of others.



Time = sunlight moving across a space station.

Space = 2 large space stations (wheels), a planet is high above.

  (about 8 big platforms + ships & robots moving around)

Energy = ship smashing into station & debris flying around.

Mass = large bundle of girders drifting into a bulkhead & 

   crumpling it in a large loading dock (gravityless).

God = computer

Creator = octopus in tank of gas.

Dissolve = robots tossing others into a vat of boiling acid.

 

Details: you do 7 great projects working together with the other 

robots to build things & expand the station & fight the enemy 

robots etc.  You're a sort of team leader who gets others to work 

together but they get in each others way & you sacrifice & harm 

them for the sake of the project without regard to fairness or 

impact on the individuals (i.e. purely practical).  The individuals 

become upset so you have them reprogrammed (implanted) & also 

you pretend to be helping them but really (at first) are only 

working for the sake of the group.  Later you become dis-

illusioned & only work for yourself & your own gain.  Finally you 

want to overthrow society but can't because the other robots will 

destroy everyone.  Your evilness is found out & your dragged 

before the computer God etc.



          ----------------------------





55. To Participate (mermaid) 



env = in ocean.  Sex splits open the tail & causes you to develop 

  legs which is considered degraded & confines you to land.  You do 

  it anyway for the sake of participation & become debased & cast out.

Inc 2 loc = Capetown, S.Africa;  Pyramid = bay in N.E. Lemuria

The price of approval is self degradation

To survive is to depend on the sympathy of others 



Time = moon swings (nighttime) above a mermaid on a rock at sea

Space = undersea castle with glow fish swimming around etc.

Energy=ship crashing on the rocks.

Mass=heavy chest sinking in water with mermaids struggling & 

  failing to pull it up.

Trouble = Centaurs on the deck of a ship.

God = giant statue of Poseidon half out of the water w/ a trident



Details: You participate in 7 great group activities.  These include 

singing which compels human sailors to come & crash on the rocks 

where their stuff can be looted.  Your voice has magical powers & 

they are amplified by singing together with others.  Sometimes a 

ship has centaurs instead of human sailors & they can resist your 

voice & have magic of their own & hunt you. Finally you have sex 

with a human & your legs split open & your cast out & you 

participate with the other cast out mermaids on shore to sink ships 

but the centaurs come & catch you & drag you before Poseidon 

(god statue) who divides you against yourself etc.  (? maybe some 

errors in this).  The mermaid's big button is showing others how 

they've ruined her.



          ----------------------------





56. To Expand (mouse people - railroad engineers),

 you engineer a vast railroad at the expense of everything else.

 You are in competition with others doing the same & you

 work your mice to death & are sentenced by the gods.

Inc 2 loc = Edinburgh;   Pyramid = Philadelphia.

The price of expansion is confusion

To survive is to depend on the toil of others



Time = RR clock tower over station.

Space = Trainshed

Energy = Locomotive in motion

Mass = coaling tower dumping tons of coal

God = looks like USA's Uncle Sam.

Trouble=a hausefrau like dollbody, hypnotic beams shoot from eyes



Details: At start you organize 7 great projects.  You get them 

building railroads (British looking, red engines & competition has 

green engines).  Working to beat another company & be larger.  

Eventually you do too many overts and overexpand and it's all too 

complicated and everyone works too hard.  Doll people object to 

your expansion etc.  You work the mice to death.  They revolt 

etc.



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



             Dynamic 2 (sex/family)



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



57. To Reproduce (insect people) 



You are one of the bug eyed winged people that

   reproduce by injecting eggs into paralyzed hosts.  Walks on

   2 legs and has 4 hands.  Space traveling.  Swoop down on

   planets (a bit like 5th invader).

Inc 2 loc = Calcutta?;      Pyramid = Buenos Aires (?ural mts).

The price of expansion is detestation (starvation?)

To survive is to need the bodies of others



Time = Wristwatch on wrist of an insect body.

Space=insect invaders swooping down on a valley.

Energy=Gorrillas with laser cannon blast down a cliff (insect 

  invaders are at top of cliff).

Mass=spaceship sinking into mud.

God = a stone spider

Trouble = Gorilla People.



Details:  At start you swoop down as part of an invader force 

against 7 planets where you inject eggs into the natives (various 

body types).  You come down from orbit riding prone on a small 

torpedo shaped device with handlebars.  Your wings can support 

you in the air briefly but tire rapidly.  There is a tremendous 

'high' about populating all of the universe with your own species.  

As a male, your sexual organs draw eggs out of the female & 

fertilize & hold them (where they build up pressure) until you can 

inject them into a host.  Some of the peoples you attack are high 

tech.  There are laser armed gorilla people who object to being 

egg victims.  They give you much trouble & get you in the end.  

You begin to realize that your whole life is an overt but you can't 

stop.  Eventually the gorillas burn off your wings & drop you in a 

volcano, etc.



          ----------------------------



58. To Satisfy (cavemen), 

env= stone age (see Hits of Man), much sex, rape, breaking women's 

    legs to keep them from running away, infidelity, etc.

Inc 2 loc = Peking             Pyramid = France

 (inc 2 scene: caveman jumping into a volcano)

The price of pleasure is to sin

To survive is to depend on others for pleasure (fulfillment ?)



Time = caveman by cave overlooking a valley with shadows creeping.

Space = looking down at valley from rocks.

Energy = caveman bashing head of mammoth with club.

Mass = a great rock.

Crush = arm sticking out from under body of a mammoth.

Trouble = elves.



Details: At start you are master of the land, hunt mammoths, kill 

bears, etc.  There is much sex, all the women want you but each 

wants to keep you for themselves.  At start there are 7 women who 

you mate with successfully and then things begin deteriorating.  

One woman drives off all the others.  You want one from a 

different tribe who isn't interested in you & you break her leg to 

keep her & then regret it etc.  There are also elves.  You steal elf 

women & rape them, chase them through their caves.  But elves 

strike you with magic bolts etc.  Finally they catch you & take you 

before the statue of the mammoth god who divides you against 

yourself.  Eventually no female wants you, you can't kill game, & 

the elf women throw stones at you.  Finally they roll a bolder on 

you & you die & are buried in a cave where fire demons drag 

your soul deeper into the caves which leads into a volcano & 

down to hell.



          ----------------------------



59. To Join (cat people) 



env = a neo-modern (cubist) city of flying (levitating) cat people crazy 

   for sex.  Have endless kids & throw them out or kill them until robots

   come & force you to feed them (kids eat your breasts which grow back, 

   but its painful).  You betray lovers turning them in to the robots etc.

Inc 2 loc = Orleans, France;    Pyramid = Baghdad

The price of love is betrayal

To survive is to depend on the lusts of others



Time = sun swings over a cubist city with flying cat people.

Space = cat person floating in air over ocean.

Energy = cat person levitating.

Mass =a great iron chest which falls & crashes through the floor

Trouble = Robots

God = Earth Mother statue.



Details:  You are a cat woman who is exhilarated about sex.  You 

have 7 wonderful 2Ds.  When you have kids you bash their heads 

in or throw them out to starve.  Then robots come & explain that 

your supposed to let the kids feed on you & they enforce it as a 

law.  Each litter bites you & scars you all over (the breasts are nubs 

to be eaten).  You violate laws, kill kids, engage in sexual abuse, 

fight robots, etc.  Also, you betray your lovers turning them over 

to the robots when they give you problems etc.  The robots catch 

you & haul you before the earth mother god (giant human like 

statue with dozens of arms & breasts & endless kids of many types 

in its arms).  It hits you with a beam that divides you against 

yourself.  They release you and you grow old and ugly, no males 

will join with you etc.  You jump off a building & find you can't 

levitate anymore & smash to the ground & die.  The robots scrape 

up the body & put it in a drawer in a mausoleum & lock it 

electronically so that your soul can't get out.  Then devils drag 

your soul out (you try to stay in) & haul you out to sea & throw 

you into a volcano sticking above the surface.  Inside, the souls 

of all the children you killed torture you with painful degraded 

sexual sensations.



          ----------------------------



60. To care for (birdgirl) 



you protect the forest & strangle trappers etc. 

env = a forest of giant trees.

Inc 2 loc =Alcopoco, Mexico;  Pyramid = Niger/Chad Africa.  The 

price of caring is grief.

To survive is to depend on the suffering (?) of others



Time = Birdgirl on the porch of a tree house watching the sunset.

Space=birdgirl on giant tree branch looking at forested valley.

Energy=birdgirl flying hard up to the top of a cliff.

Mass=Rock promontory jutting out over valley (& starting to crack off).

Trouble=snake people (engineers).



Details: You are in a forest of ferns & trees with dinosaurs etc. & 

snake people who build things.  You have 7 families of children 

including your own & other types of creatures who you care for 

with great pleasure & success.  They spread through the forest.  

You also care for other children such as dinosaurs etc. but they all 

fight & hurt each other although they love you.  You try to make 

everyone stop fighting but they resent this.  The snakes enslave 

others & build vast structures & cut down trees & you interfere & 

they hunt you.  You try to stop everyone from doing anything & 

begin killing anyone who moves (all for good reasons) & you 

wouldn't let anyone live their own lives & begin implanting 

people not to fight etc.  Your like a god to the various children at 

first but then you become an oppressor.  At one point, the snake 

people promise to stop the fighting (by enslavement) and so you 

help them, but they betray you.  Eventually the children catch you 

& turn you over to the snakes who haul you before the snake god 

(a creature in a bottle) who divides you against yourself.





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



                Dynamic 1 (body)



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





61. To Feel (To experience the feeling of being alive, 

    also could be translated as To Live) (bears) 



env = snow covered forest & mountains,  these are pretty much real 

 bears, not bear people, you offend the spirit guardian of the forest 

 by making mess, also hunters chase you (fox people with rifles)

Inc 2 loc = Canton, China        Pyramid = Green Bay, Wisc.

The price of sensation is pain

To survive is to depend on others for sensation



Time = sun swings over snow covered forest.

Space = snowy mountain slope.

God = statue of forest god (treelike man).

Difficult = Bear trying to catch fish.

Pain = tree falls on bear.

Trouble = Hunters (fox people)



At start you are the master of all you survey, experiencing 7 

incidents of wonderful feelings including climbing trees, scaring 

other animals, sex, catching fish, eating honey, etc.  But you mess 

up things etc. & think its a lot of fun.  It gets cold & you hibernate, 

bees sting you, etc.  You offend the guardian of the forest by 

making so much mess, and hunters (fox people with rifles) chase 

you.  There are tree people (trees with faces) & you torture them 

with fire, you also burn down part of the forest.  The tree god 

catches you (in his spirit form) and takes you to his alter & divides 

you against yourself.  Now everything is terrible & you age etc.  

Then the hunters kill & skin & eat you & bury the bones.  You 

can't get out of the grave because they build a magic cairn over it 

to keep you in.  Plant devils come & drag your soul off to hell.



The goal here might be to experience instead of to feel.



          ----------------------------





62. To replenish (looks sort of like an old Arab), 



env = desert & mts.  Lots of stealing from Arab camp & from robots, 

  much need to rest.

Inc 2 loc = Jerusalem;       Pyramid = Shanghai, China

The price of motion is tiredness (strength is exhaustion?)

To survive is to depend on the creations of others



Time = sunset in the desert.

Space = sitting on rocks looking at sand.

Energy = hurling a spear.

Mass = the mountains.

Trouble = spider people



Details:  You are sly and crafty and ride around with great 

exhilaration and take what you want.  There is treasure in the 

mountains and you find it and steal it.  You do 7 great thefts to 

replenish the tribe's coffers.  Then, sinking downscale, you 

develop considerations on taking others things and using others 

energy and get tired etc.  You stumble on a robot base in the 

mountains and steal from them and get in trouble.  Eventually the 

spider people (invader's who own the robots) catch you and take 

you before their computer god who divides you against yourself.  

Then you age rapidly and totter about as the old man of the 

mountains & die etc.



There might be some errors in this.  Its possible that the goal

is To Survive, and that it comes between to eat and to endure.





          ----------------------------





63. To Eat (tiger), 



env = jungle, eating monkeys, chased by

    natives, sacrificed to the monkey gods (stone statues)

Inc 2 loc = Kenya;           Pyramid = S. India

The price of energy is guilt

To survive is to depend on the energy of others



Time = sun swings over tiger eating monkey on hill above jungle

Space = Tiger looking over plane.

Energy = tiger leaping between rocks.

Mass = tiger watching natives struggling to lift a waterbuck.

God = giant statue of a monkey.

Trouble = natives.

(see Tiger symbols platen for full list).



Details: You're the tiger in the jungle.  You eat 7 monkeys with 

great gain in strength and aliveness.  Gradually you deteriorate, 

having trouble with natives, elephants, rhinos, etc.  Finally the 

natives capture and cage you and haul you before the monkey 

gods who divide you against yourself and then you age and 

starve, struggling in the jungle.  You die and the natives dance on 

your grave so that you can't get out.  Then devil birds come and 

carry your soul off to hell in a volcano.







          ----------------------------





64. To Endure (pyramid) 



env = desert.  You are a stationary pyramid (3 sides with 1 eye in each, 

   one eye for sex & sensation, 1 for blasting things with energy, & 

   1 for hypnosis/control), you're a god similar to the statue in

   to create but immobile & need people to care for the pyramid,

   There is a space opera city in the distance & you hypnotize

   the people in it to serve you until they destroy you.



Inc 2 loc = Egypt;            Pyramid = New York

(inc 2 scene - the ground cracks open beneath the pyramid and it 

  falls into the fires of the Earth).

The price of endurance (or persistence or havingness?)

   is to be weighted down.

To survive is to depend on the care of others



Time = sun swings over pyramid (with eye).

Space = desert (city in distance)

Energy = beam coming out from pyramid.

Matter = bricks of pyramid.

Danger (fear) = spaceship approaching pyramid.

Trouble = an old man with a staff.

Hurt = sandstorm abrading the pyramid.

Pain = beam from ship knocks off bricks from pyramid.

Control = eye of pyramid shoots beam into a one eyed man.

Excitement = a space opera type city.

Influence = a beam from the pyramid embraces the city.



Details: You are a sort of God (like the statue in To Create), but 

you are immobile.  You permeate the nearby city and the people 

(Egyptian like but the headdresses are part of their heads) come 

to worship you.  You hypnotize rulers etc. and play games with 

the people, using them like toys.  At first you help the city (do 7 

wondrous things, resolving conflicts etc.), but eventually you're 

just an evil influence.  There are other pyramids.  You can 

intertwine your sensation beam with them for sex but its very 

shallow.  All feeling is slightly numb & heavy except for pain 

which is very worrisome.  As parts of the pyramid crumble, you 

hypnotize people to rebuild & fix it.  You come into competition 

with another pyramid on the far side of the city & the 2 of you 

start a civil war hypnotizing the people against each other.  

Eventually you get the people to destroy the other pyramid and 

you know it is possible to die.  A prophet comes who is immune to 

your hypnosis (blind) and he calls down the sky gods (giant man 

shaped spirits) who come down & divide you against yourself.  

The people cease to worship you and you decay & die & are 

buried by sand & eventually you're thrown into hell in a volcano.



         -------  End of Penalty Universe List -------





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



�

On the early track we built universes that were tailored to

implant (condition) each other.  Especially the penalty universes

of the home universe era.  Here is basic data, road maps,

platens, etc.





PENALTY UNIVERSES: TIGER UNIVERSE SYMBOLS





                   TIGER IMPLANT UNIVERSE



                     (The Goal To Eat)         

  

                     SECTION 2: SYMBOLS



June 15, 1987



(I found about 3/4 of these and then finally found platen 1.

I got the rest, and made corrections on a subsequent pass after 

running platen 1 on the goal To Eat.  Everything here read on

the meter at one point or another, but I could not at that

time take this to an FNing platen.  Past a certain point, I

was picking up charge on similar items in other penalty universes

when I tried to go further with this section.  So I began running

platen 1 and spotting symbol items on other goals and mapping out

the entire series of penalty universes.  Eventually the whole

mess fell apart with a huge persistent FN and I never really

got this platen fully straightened out.  There are probably errors

and missing items and things out of sequence.  But this platen

was close enough to take off a lot of charge and let me get 

to the items of platen 1 (which will go to an FNing platen) and

it should at least give you an idea about how these things fit

together. - Aug 1996).



                      ------------------

                              



This section defines the basic symbols used in the implant 

universe.   At this point, you are in a space with at least 5 

dimensions.   The symbols are 3 dimensional pictures, but there 

is a bit of a time component (you can feel a bit of motion in 

them) which is 4th dimensional thickness (i.e. each one is 

really a series of 3 dimensional pictures layered in a 4th 

dimension to give the appearance of motion) that seem 

to be stacked up (in a 5th dimensional direction) like a pile of 

photographs.   You reach through this deck of symbols seeing each 

one in turn.  As you see each one, you get the intention "THIS 

MEANS ....".



Each symbol is in the pile twice.   The original form is in the first 

half and the alter-ised form is in the second half.   The second half 

was done in reverse order.   I.E., this goes A, B, C, then C, B, A.   

The meaning and the basic scene are the same in the two copies 

of the symbol.   The alterations in the second half mainly consist 

of changes in color and direction.  I.E., something that's blue the 

first time might be green the second and the right and left sides of 

the picture might be switched as in a mirror image.   The later 

version is the alterised one that persisted and it feels more 

"natural" than the original.   



Sometimes you may have to compare the two copies of the symbol 

and spot the difference



Sometimes they make a minor addition or change to the picture.   

Usually something uncomfortable such as seeing exactly what it is 

that is being buried in the second picture only, but this is not 

common.



It seems like they had to use symbol items at the beginning of

the implant to give any meaning to the mockups, because these

things were new and undefined and when the implant was first

done, you wouldn't have even known who the good guys and the

bad guys were.  The rest of the implant would all have been

meaningless.



The first item immediately follows the last item of platen 1 on

the goal "To Eat".





1. As you reach, you encounter the basic symbols.   These are 

like a stack of 3 dimensional pictures.   You know that if you reach 

for them, you will gain understanding.



  TO EAT IS TO REACH FOR UNDERSTANDING



2. You connect with the thought of each symbol in turn.



  TO EAT IS TO CONNECT WITH THOUGHT



3. As you connect to the first symbol, you realize this:



  TO EAT IS THE BASIS OF ALL SYMBOLOGY



4. Now you contact the first and most basic symbols of all existence



  TO EAT IS TO CONTACT SYMBOLS



5. Now you realize that through this you will achieve an 

understanding of all existence



  TO EAT IS TO KNOW THE BASIS OF ALL EXISTENCE



  * * *



6. You reach into the first symbol.   A brown tiger is eating a gray 

monkey as the sun moves through the sky from right to left. The 

tiger is on a small hill above a purple jungle.



  THIS MEANS TIME



7. A gray bolder rolls down a hill



  THIS MEANS MOTION



8. A brown tiger looks out over a purple grassy plain with light 

green lamas.   A gray waterbuck is visible in the background. The 

tiger is up on the gray rocks.



  THIS MEANS SPACE



9. A brown tiger leaps with a great bound between gray rocks



  THIS MEANS ENERGY



10. A brown tiger watches black natives struggling to lift the 

carcass of a gray waterbuck (water buffalo).   They are by the 

waterhole.



  THIS MEANS MASS



11. a tiger watches a family of zebras together in the tall grass



  THIS MEANS AFFINITY



12. There is a waterhole.   It is almost a small lake but shallow.   

There are gray monkeys and green vultures and gray waterbucks 

and other animals in different areas around it.



  THIS MEANS REALITY



13. A tiger by the carcass of an antelope in the grass looks

warningly at another tiger.



  THIS MEANS COMMUNICATION



14. A beautiful little yellow horse (about 1 foot high like the dawn 

horse) sits facing a brown tiger who admires him.   The horse is on 

the left.   They are in the grassland near a tree.

  

  THIS MEANS ADMIRATION



15. A tree stands in the grasslands.   The trunk is orange and the 

leaves are purple.  It absorbs energy from the sun (which is to 

the right) and from the earth and it seems to be getting bigger.



  THIS MEANS GROWTH



16. The next symbol is the jungle with trees and purple foliage 

and shadows and vines.   Some gray monkeys and a small brown 

snake are almost in view.   Its very aesthetic and interesting



  THIS MEANS ADVENTURE



17. A gray monkey is in the tall grass



  THIS MEANS FOOD (THAT WHICH IS EATEN)



18. A brown tiger is biting a gray monkey in the purple jungle



  THIS MEANS EATING



19. Pink and yellow stripped zebras are running across the 

grassland



  THIS MEANS FAST



20. A tiger struggles uphill



  THIS MEANS DIFFICULT



21. A brown tiger is in mid air tumbling over a waterfall (on the 

left).  A blue eagle and a red lizard bird are in the air watching 

and a pink rhino and a red croc are at the bottom in the water



  THIS MEANS DISORIENTATION



22. There is a sort of earthquake.   There are gray monkeys and 

some brown tigers jumping around up on the gray rocks and it is 

all shaking and rocks are flying in all directions.



  THIS MEANS DISORDER



23. A brown tiger falls into a tree on the right and his cheek

is pierced by a branch.



  THIS MEANS PAIN



24. Yellow ants are swarming over bodies (on the left) next to

the river (on the right) and there is a tiger tied by a vine to

a tree with ants swarming over him.  He is struggling.



  THIS MEANS TORTURE



25. There is a gray volcano slightly to the left.  It has violet and 

green flames.   Rust red winged creatures (lizard birds - devils) 

are circling above it.   They appear small because this is in the 

distance and the volcano is vast.   You can see one carrying 

something but you can't see what.



  THIS MEANS HELL



26. A brown tiger tears at the flesh of a gray waterbuck



  THIS MEANS ACHIEVEMENT



27. A light green toucan (tropical bird) flies from right to left 

toward a tree near the waterhole



  THIS MEANS FLYING



28. A reddish pink rhino is charging a brown tiger and catching him 

in the stomach with his horn (the tiger is in mid leap). The rhino is 

on the left.   They are in the grassland.   The rhino looks sort of 

like a triceratops with a big shield behind his head



  THIS MEANS ATTACK



29. A gray waterbuck charges a brown tiger.  The waterbuck is on 

the right.  The tiger is stepping aside.



  THIS MEANS AVOIDANCE



30. Black natives are skinning a yellow & white giraffe with big 

knives



  THIS MEANS CUT



31. It is dark in the grassland with a tree to the left.  A pink and 

yellow zebra looks to the left in terror at a rust red lizard bird 

(like a pterodactyl but really files rather than glides and has a 

snake head - they look sort of like gargoyles or flying devils).   A 

rock dropped by another lizard flying above has broken the 

zebras back.   A brown tiger watches



  THIS MEANS TERROR



32. A great gray stone statue of a monkey.   It is a monkey god.  

Its hands are uplifted.



  THIS MEANS GOD



33. Black natives are sitting in the village eating.  You can see the 

cutup remains of a gray waterbuck.  A brown tiger watches from 

the bushes.



  THIS MEANS STEALTH



34. A black native is on his back (head to right) with a brown tiger 

ontop of him.  The native is struggling and holds a knife crosswise 

in the tigers mouth cutting the lips and the back of the mouth to

either side.  Blood flows from the tigers mouth



  THIS MEANS BLEED



35. A black native who is wearing a yellowish loincloth and 

holding a big spear.



  THIS MEANS TROUBLE



36. A procession of black natives climb the gray rocks.   They 

have the body of a brown boar on poles.  The procession goes up 

from right to left.



  THIS MEANS DEFEAT



37. A dirty messed up brown tiger, skinny and with his fur in 

tatters, is hiding among the rocks.  He is missing teeth.



  THIS MEANS HOPELESSNESS



38.  A brown tiger hangs on the side of a gray rock cliff.  He has 

been climbing but is too tired to continue.  The rocks are on the 

left.



  THIS MEANS WEAKNESS



39.  There is a brown boar (wild pig with tusks).  It is snorting and 

snarling.



  THIS MEANS FEROCIOUS



40. A tiger looks longingly at a monkey up out of reach in a tree.



  THIS MEANS NEED



41. A black native lassos a pink and yellow zebra with a purple 

vine rope.  The native is on the right.



  THIS MEANS CAPTURE



42. A green and violet (splotchy coloration) kangaroo hops out 

from a bush startling a brown tiger.  The kangaroo is on the 

right.



  THIS MEANS SURPRISE



43. A brown tigress (female tiger) is sitting a den.



  THIS MEANS SENSATION



44. A brown tiger hits an orange one with his paw.   The orange 

tiger is to the left.  You are looking from behind (over the 

shoulder of) the brown one.



  THIS MEANS STRIKE.



45.  An immaculate brown tiger is sitting upright in the grass facing 

you.



  THIS MEANS BEAUTY



46. A pink elephant on the left hits a charging tiger who is on the

right.  The elephant's tusk is smashing into the tiger's cheek and

you can see some of the tiger's teeth shattering.



  THIS MEANS BREAK



47. A tiger stumbles around a waterhole



  THIS MEANS DIZZY



48. There is a pit with the remains of a purple covering of leaves 

around it.  A pink and yellow zebra lies at the bottom with stakes 

piercing it.  A brown tiger cub is struggling to climb out of it.  A 

black native is to the left holding a spear ready to throw.



  THIS MEANS TRAP



49. A brown tiger (facing right) is defecating



  THIS MEANS DEGRADATION



50. Brown tiger cubs are playing with their mother watching.



  THIS MEANS OBLIGATION



51. A brown tiger tears at the flesh of a lama.  The lama is slightly 

greenish in color.  No blood splatters.



   THIS MEANS SUCCESS



52. A giant green and silver spider with a white jewel in its 

forehead spins and orange web.  A brown tiger watches.  The 

spider is to the left.   It is at least 5 times bigger than the tiger.



  THIS MEANS CREATION



53. High grass is blowing in the wind.   The sun is bright and warm 

and the sky is blue.



   THIS MEANS CONTENTMENT



54. A brown tiger is on his back, pierced by a spear.



   THIS MEANS AGONY



55. A brown tiger is resting in the jungle in the dark.



   THIS MEANS RECOVERY



56. There is a tigers den with a male, female, and 3 cubs.   The 

tigers are brown.   It looks peaceful.



   THIS MEANS HOME



57. An orange leopard with green spots leaps from a tree behind a 

brown tiger.   The tiger is to the right.



   THIS MEANS AMBUSH



58. A pink elephant is throwing a brown tiger in the air.



   THIS MEANS STRENGTH



59. A small brown snake is sinking its fangs into something (partial 

view of a lama) as it contracts around it and squeezes.



   THIS MEANS FAILURE



60. A green alter is in the jungle.   There is a body of a gray 

monkey on it (the alter is not overgrown with vines).



   THIS MEANS WORSHIP



61. A blue eagle is on the back of a pink and yellow zebra who is 

running to the right.   The zebra's head is turned back and is 

bleeding and has great tears of flesh pulled out of his cheek and 

his eye is missing.   The eagle is tearing at him and has a strip of 

flesh in his beak.



   THIS MEANS TEAR



62. There is a handsome brown tiger leaping among the rocks.



   THIS MEANS YOU



63. A brown tiger is running through the grass.



   THIS MEANS RUN (GO FAST)



64. A brown tiger looks up at a vast roaring waterfall.   The 

waterfall is on the left.



   THIS MEANS FORCE



65. A gray monkey is hiding under a tree.  A brown tiger is 

searching for him but cannot find him.



   THIS MEANS HIDING



66. There is a far off jungle on the other side of the grassland.   A 

bit of the nearby jungle is visible to the right.



   THIS MEANS DISTANCE



67. A big orange tiger pacing through the grass (note opposite

color from you).



   THIS MEANS COMPETITION



68. A gray waterbuck is crashing through the jungle and a brown 

tiger is chasing after him.   They are going to the right.



   THIS MEANS HUNTING



69. A brown tiger is stealing the hindleg of a gray waterbuck.   

Black natives have their back to him and are looking the other 

way.   The tiger is on the right.



   THIS MEANS CHEATING



70. A brown tiger watches the antics of a gray monkey with a

yellow stripe on his back.



  THIS MEANS AMUSED



71. A brown tiger (on the left) steps in a burning campfire.



  THIS MEANS BURN



72. A greenish lama is drinking from the waterhole.   Behind his 

back a red croc is creeping forward with his mouth wide open.   

The croc looks happy and is on the left (slightly bigger longer 

legs than earth crocs - these crocs could hop when on land).



  THIS MEANS DUMB



73. A Brown tiger runs from a gray waterbuck.



   THIS MEANS FLEE



74. A brown tiger jumps between two gray rocks



   THIS MEANS LEAP



75. A Brown tiger on the right watches mesmerized as brown, 

purple, yellow and green monkeys dance around a fire with green 

and purple flames to the beat of black and brown drums played by 

black natives.   the fire is on the left and the drums are behind it.



   THIS MEANS TRANCE



76. Green vultures are picking over the body of a brown tiger.



   THIS MEANS DECAY



77. There is a big hole in the ground.   The black natives are 

pushing something into it but you can't quite make out what it is.



   THIS MEANS TO LOSE



78. A blue eagle is sitting on the stiff leg of a dead pink and 

yellow zebra (rigor mortis).   The eagle is to the left.



   THIS MEANS STIFF



79.  A dark and turbulent river winds through the jungle.   It flow 

from right to left and froths like there are rapids.



   THIS MEANS TURMOIL



80. A rock area high above the grass and jungle.   The sun glitters 

on the rocks.   There is some grass and some gray monkeys 

climbing around and a green vulture in the sky.



   THIS MEANS SKILL



81. A gray monkey has thrown a piece of green fruit which hits a 

brown tiger in the nose.   The monkey is on the right.



   THIS MEANS THROW



82. A brown tiger roars at an elephant



  THIS MEANS ROAR



83. There is a tigers den with brown tigers - male, female, and 3 

cubs.   A brown boar is running around in it.   The tigers are 

snarling.   It is chaotic.



   THIS MEANS UPSET



84. A brown tiger facing left looks sorrowfully at the dead body

of a gray monkey with a yellow stripe who has been slashed by

a tiger's claws.



  THIS MEANS REGRET



85.   A herd of green lamas is stampeding



   THIS MEANS CONFUSION



86. A brown tiger has come upon a sleeping rhino and is quietly 

backing away.   The rhino is reddish pink and has a big armor 

plate behind its head (looks more like a triceratops than a rhino).   

The rhino is on the left.   They are on the riverbank.



   THIS MEANS SLEEPING



87.  There is a native village with huts of brown straw and some 

black natives standing around.



   THIS MEANS DANGER



88. Bright blue bats fly out of a cave.   The rock is green and the 

foliage around it is purple.   The cave is on the left.



   THIS MEANS MYSTERY



89. A black native spears a pink ostrich with his head in the 

ground.



   THIS MEANS UNAWARE



90. A wide open tiger's mouth, tilted slightly to the right. 

3 teeth are missing, 2 broken, and others have black spots and

holes in them.  Particles of food are caught in the teeth and

decaying.



  THIS MEANS ROT



91. An old brown tiger stumbles along.



   THIS MEANS DISABILITY



92. A brown tiger has bands of black energy crosswise through his 

body.



   THIS MEANS EVIL



93. Natives with torches run through the night.  A stampeding 

pink rhino is behind them.



  THIS MEANS PANIC



94. A brown tiger is lying in the grass panting watching pink and 

yellow zebras run off in the distance.



   THIS MEANS TIREDNESS



95. A spear is sticking in the flank of a brown tiger.



   THIS MEANS INJURY



96. A yellow and white giraffe runs from a brown tiger.   They 

are running from left to right.



   THIS MEANS FEAR



97. A brown tiger going over a gray cliff



   THIS MEANS FALL



98. A cage made of something like bamboo is in the jungle.   It is 

empty.



   THIS MEANS ENTRAPMENT



99.  There is some meat on a spit cooking over a fire.   The stones 

ringing the open fire are gray.



   THIS MEANS HOT



100. A bolt of lightning strikes a tree on the side of the trail.   It 

strikes with great force.   The trail runs off to the right.



   THIS MEANS ELECTRICAL

   (or - this means zap)



101. It is snowing.   There are patches of snow on the gray rocks.



   THIS MEANS COLD



102.  A wild brown boar is being cut open with a knife.   The black 

native doing it is partially visible.



   THIS MEANS KILL



103. A pink and yellow zebra lies dead in the desert.   He is slightly 

to the left.   A blue bat is draining his blood.   A red lizzard bird 

(devil) is in the sky.   A yellow reptile watches.   The parched 

earth is purple/gray.   There is a pink skull and the pink skeleton 

of a tiger.



   THIS MEANS DEATH



104. A volcano on the left is erupting.  Lava flows and there is

smoke and burning.  Black natives and gray waterbucks and many other

creatures are running in panic.



  THIS MEANS DOOM



105.   A gray waterbuck is charging at a brown tiger.   A tigress is 

watching.



  THIS MEANS TO FIGHT



106. A brown tiger stands on the rocks.   he is tall and proud.  

There is an alter before him on which is the carcass of a gray 

waterbuck.   A procession of black natives moving from right to 

left is carrying more carcasses to him.   There are more carcasses 

pilled on the grassy plain and other creatures wait patiently to be 

slaughtered for him.



   THIS MEANS WIN



107. You see a landscape below you (this is the original inverted 

version of the big map).



        violet mountains

      the far jungle (purple)



        x x        brown grassland

            x

             x     * * * *         /

   gray rocks  x  *    purple      /river

             x     *     jungle    /

       x   x        * trail        /

                      * *         %%%%

                          * * %%% swamp



   THIS MEANS THE UNIVERSE



108. A wide dirt trail leads between the trees in the jungle.   The 

trail disappears off to the left.



   THIS MEANS PROCEED





  * * *   end of section II part A  



Then comes part B.  It begins with the item "This Means Proceed",

and the colors and directions are reversed.  It seems like you're

going one way and then you've swung around and are going the other

way.  Then you get the map again, and everything is switched right

to left etc.  Now the mountains are brown, the jungles are green,

etc. and everything carries on in reverse order.  The brown tigers

become orange tigers, the pink elephants become gray, etc.



If reading this was at all restimulative, then spot "To Eat Is

Native State" at the top of platen 1, and spot being pushed into

it and pushing others into it.





�

DIVIDE AND CONQUER









(Also included in this file are: 

2.	A MORE ACCURATE LOOK AT INCIDENT 2

3.	PROGRAMMED MACHINE ENTITIES  

4.	CONTROL ENTITIES 

Part B:

5.	THOUGHT POOLS 

6.	SPIRAL DECAY AND DEATH

7.	ARSLYCUS 

8.	ADVANCED SOLO NOTS 

9.	NOTS IN SCIENCE FICTION

10. SPLIT VIEWPOINTS (SVs) )





From the earliest days of Scientology we have known that things are not one sided, but operate in both directions.  The engrams of Dianetics, seen in 1950 only from the view of what has been done to the PC, were in 1952 found to have a balancing side in the PCs commission of overt acts against others.

In light of this, it would seem obvious that if the PC was suffering from being infested by others, then he must also be infesting others himself.  If there were incidents which joined beings together, then there must also be incidents which caused the being to divide.

Ron only discusses this briefly, primarily in the HCL lectures of 1952, and the last mention of it that I’m aware of was around 1954 in the 3rd ACC.  Unfortunately, he says very little that is useful concerning how to audit this, the only technique (as far as I know) being to run mockups of dividing.

This was the rock on which I floundered for many years.  I tried all sorts of techniques.  I researched implant platens where the being was forced to divide and found that they would not run out more than a few of these splits before I would start to get sick.  I tried NOTS techniques and found them almost unworkable in this area.  I experimented with trying to blow out ridges that were dividing me by means of energy flows.  Everything failed or only worked briefly and marginally.

And then I found the key process which is easy and works consistently without problems.  It is quite simple.  If you spot or otherwise sense something that might be a part of yourself which is split off, isolated, or otherwise blocked from your awareness, you have it do the following command:



POINT TO THE BEING THAT YOU DIVIDED FROM.



Something will seem to go somewhere.  And you will feel better and unbothered.

Apparently there is an important factor in the order or pattern of division.  Lets say that A0 divides into B1 and B2.  Now B1 divides into C3 and C4 and B2 divides into D5 and D6.  Here and now all there is is C3, C4, D5 and D6.  If C3 is the conscious viewpoint and it finds D6, then when it runs the process on D6, D6 will point to D5 and rejoin it.  If you try to handle the split any other way, you find yourself trying to force D6 to rejoin C3 which doesn’t work.

This indicates why the other techniques I tried worked so sporadically.  Occasionally I would be dealing with a split off piece that could rejoin directly, but usually I wasn’t.  And the attempt to get it to rejoin would create a sort of bypassed charge in terms of the missing piece that was in between, which is why it was so easy to get sick while fooling around with this.

Furthermore, the above process will work to some degree on BTs, so you don’t have to worry too much about whether you’ve really got a split off piece of yourself or something else.  If there is any remnant after running the above, use “Who Are you”.  Sometimes there is a whole crowd of BTs that become visible after blowing one of these splits, and usually you can just run the Who question immediately.  You can also repeat the Point command given above.  The pointing often undoes valences etc. because it gets back to the basic identity.

Occasionally blowing one of these splits will reveal some large very solid mental machinery built out of programmed machine entities (which I abbreviate to PME).  If so, then use the key command on them for undoing the machine building implants.  The command is “Spot being made into a machine”.

If you run this point command on yourself, you should find that you can indeed point in some strange direction and you feel a bit better and more certain of yourself and who you are.  But you will not takeoff and rejoin some other thetan or something like that.  There apparently is a difference between truly separate individuals who split off of the same earlier being and unconsciously split off pieces of an individual.  The latter will rejoin on being handled whereas the former will remain separate but know better who they are.

The “pointing” works even when it is done in a vague and sloppy manner, you don’t have to be very precise about it.  The pointing is not necessarily in a physical direction.  Also, you are not necessarily pointing to where the other being is now.  Usually the pointing is towards the original direction in which the split occurred.

Since this works on any BT, it might act as an undercut or at least as a repair on OT3 or NOTS, but this has yet to be determined in a practical sense.

I am nowhere near finished with running this level.  Therefore, I can’t guarantee that everything I say about it is correct.  The best I can do is give you my notes and trust that the above process will carry you through any mistakes or restimulation.  

To the best of my knowledge, there were only 10,000 individuals on the early track.  My guess is that this is the number of separate pieces of theta that split off from the infinite static and went through the Jewel of Knowledge independently of each other.  Their only connection is that each one is part of the underlying static and they all share the fact of having experienced the jewel.

Each of these basic individuals was capable of assuming many identities simultaneously and being in many places at once.  This total level of skill and ability is still available to us despite the fact that we have been heavily implanted and otherwise abberated into being located in one place and doing only one thing at a time.

These individuals eventually divided many times and eventually became the trillions who inhabit this universe.

When an individual truly and completely divides, the result is two complete fully capable copies.  There is no parceling out of spiritual resources or loss of horsepower.  Both are identical, one is not senior to the other.  Both copies have the full remembrance of being the original that divided.  From that point on, they each evolve individually.  If my analysis of the original purpose behind it all is correct (e.g. to balance the infinite nothingness with creation), then these two will never rejoin because there is no benefit to having fewer unique individuals.

A split off piece of an individual, on the other hand, is not a separate being.  It is simply a part of themselves, often sent off somewhere or hidden or otherwise kept out of sight.  These fragments can be aware in the sense of perceiving and recording and reacting to things, but they are not self aware.  They can think, but they have no self perception of their own thinking.

Don’t make the mistake of thinking that you have some big conscious oversoul that you are a subordinate piece of.  There is stuff at higher realities which you might call an oversoul because it generates much of the manifestations of space-time and arranges things for you, but it is not somebody else.  It is you, and you are the conscious self-aware portion of that “oversoul”.  It is simply that you are completely unconscious in those higher realities.  As you wake up, you will find that you are still you, except bigger.  So this “oversoul” is simply part of your greater subconscious and works much like your heartbeat and all the other things that you do for (or to) yourself automatically.

An individual cannot actually have an effect imposed on him by another.  The only mechanism consists of an individual copying and mocking up for himself the proposed effects that another is attempting to project at him.  But it is split of portions of the person operating at a sub-awareness level which do this copying and mocking up on an automatic basis so that you have the apparancy of one person hitting another when the only thing that can really happen is for one person to give a picture of getting hit to another and talk him into creating it.

This almost turns NOTS into a joke.  All a BT can do is talk one of your own split pieces into mocking up a somatic for you.  There is no way that they can impinge directly.  Its just that you’ve got so much of yourself running on automatic and most of it is stupid enough to accept orders from anybody.

The assist where you put somatics or emotions or drug effects or whatever into the walls or room objects is actually a drill whereby you are redirecting your own split off machinery to aim at another target than the place where its normally directed.

Most of the determination of agreed upon reality is coming from PMEs (Programmed Machine Entities) of which you may be a few of them but most of them are part of other individuals.  However, the copying of the results computed by this machinery and projecting it into your own reality is done exclusively by split off pieces of yourself because there is nothing else that could affect you.

An interesting process at this level is “From where might you be mocking up ...” and when you find a spot that seems right, have it point to the being it divided from.

Note that the pointing is done mentally and must not be limited to three dimensional physical universe directions.  Most of this stuff is not within the current 3 dimensional reality.  Some of it is sideways of reality in a sort of 4th or 5th dimensional direction.  Other stuff is in other universes and the “pointing” is sort of a pointing out the location of something in a completely disrelated space and time.  

There is some natural splitting.  You put bits of yourself onto people and places and things that you want to keep track of or influence.  Since these are not enforced, they can pretty much be brought back under control by simple exercise.  You can master dissolving these things and putting them back at will.  There’s actually nothing that stops you from dissolving these or controlling these pieces except your own worry that you wouldn’t be able to put them back or that you will loose track of things.  So all you have to do is drill projecting and dissolving split pieces because you’ll let go of the ones you don’t need as soon as you’re certain that you can put them back as needed.  This is actually your natural mechanism for staying in the game and remaining connected to other people.

Putting out split pieces is not the actual abberation.  The abberation is splitting without control or awareness and losing control and awareness over pieces that are already split.  This often happens under the impact of implants.  

One point that is still under research is whether or not we have multiple self aware operating centers.  In other words, we might each be a number of different people and making a point of not knowing about our other selves from any of the individual viewpoints.  This might be like a computer running multiple programs and shifting memory banks as it timesliced between the different programs.  Or imagine setting up a 4 player card game and playing each of the 4 roles.  You might mock up a personality for each one (maybe one is greedy and one is skillful and one is having fun and one is trying not to make a fool of himself) and then intentionally pretend to not know what the other 3 are thinking as you play each role.

If this is the case, then it is different location, information, resources, and goals which differentiate your handling of the individual operating centers.  And don’t make the mistake of thinking that you’re everybody else.  You’d only be a small percentage.  Maybe one in a billion.  But the galaxy is large and even that ratio might mean that you are millions of different people.  We used to operate this way on the early track, but we were aware of doing it.

I will guarantee that there are complete splits which make other individuals and that there are sub-aware split off pieces of each individual but I cannot guarantee that this third area of split self-aware portions of the same being is real.  In the presence of heavy charge, it is possible either to dub-in something that isn’t there or to suppress knowledge of something that is there and I’m not yet far enough along on this area to avoid those pitfalls.

The entire subject of beings splitting has been heavily abberated by implants.  These include:

a)	Simply smashing the person apart by force

b)	Making someone be in two places and implanting the two locations with different mutually antagonistic goals so that from each viewpoint, he will fight back against the other one.

c)	Nasty tricks like showing you a fake mirror reflection of yourself which shows you dividing (when you’re not) and telling you that you are splitting and can’t resist doing it (and eventually you resist too hard or go into apathy and then you do split).

d)	The big mass implants made you put pieces of yourself onto others to control them and keep them human.

e)	In a similar vein, there were police implants which made you split off and place “control entities” onto “criminals”.  Some societies made everyone do a bit of this on a regular basis as part of their civic duty.

f)	Some of the early track military organizations had officers splitting off and pushing control entities onto their underlings etc. going all the way down the chain of command so that an invasion force would operate as a single unit managed by a thetan at the top.

g)	Sometimes you were made to split to provide servants or laborers for various reasons.  Thetans are the coin of this universe.  One of the reasons people can be infested with BTs so easily is that they have early postulates about acquiring entities for use as servants and slaves.

h)	It was common, especially in the symbols universe, to put pieces of yourself into thought pools to copy emotions and sensations.  Some of this was of your own free will (you liked having sensations etc.) but some of it was enforced or later hidden and removed from your control so that you could be made to feel pain etc.

i)	You intentionally set up machinery (which can be found in various non-physical directions) to create reality etc. for yourself and put pieces of yourself into it.  But again this was heavily implanted and put out of your control so that you could be enslaved.

j)	Even the penalty universes used items like “To eat is to be the tiger in back and hide from myself forever” (there is a whole series of these “tiger in back” items).  



If anything got stirred up by reading this, have it point to the being that it divided from.

Don’t make the mistake of thinking that we’re all one.  There are other people out there.  But we are fewer than we think.





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





Since I’ve barely started on this area myself, I don’t have a lot to say about it.  So instead, I’ll round this document out with some related topics.



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





2.	A MORE ACCURATE LOOK AT INCIDENT 2





The Galactic Confederacy was fairly small as far as star empires go.  It grew up in the aftermath of Arslycus which had enslaved the populations of this and the next inward spiral arms (millions of planets) and put the galaxy into a dark age with its collapse.

After a major collapse, the people will rally around strong leaders and look to them for salvation.  And so the stage is set for feudal warlords and ambitious demagogues to form their own little empires in the darkness.

These empires are typically founded by low order OTs who then gradually decay due to overts, mistakes, corruption, and debaucheries.  With advanced technologies and controlled reincarnation, such an individual might last many thousands or even hundreds of thousands of years, but eventually falls to a more cunning manipulator or a revolutionary leader or whatever.  And then the cycle repeats.

Feudal Japan has the right flavor for describing the Galactic Confederacy, except, of course, the technology was much more advanced and the people did have more rights and freedoms (you can’t maintain a high technology with serfs).

These empires often try to attract “gods” both to handle cataclysmic disasters and as a way to back up the emperor’s power as his own abilities are failing.  Usually a real god (by which I mean a high order OT) is not that interested in managing governments but will back up an emperor who keeps him entertained.  The last emperor of the Confederacy had been particularly adept at attracting gods to the civilisation and keeping them under control.

One of the more common parthenons of gods (but far from the only one) used the terminals of the penalty universes.  In theory, there is a set of 64 including The Tiger and The Clown (the wise fool) and The Pilot etc.  If you’re going to be a god, you need some kind of manifestation, and its useful to pick one that is hard for ordinary people to confront because it often gets you instant agreement.

So there were statues to all these guys in the temples, and the people would come and pray for stuff (very carefully and humbly least they get zapped) and the gods usually would keep a line on their various statues and occasionally even grant something.  A real god would not actually be in the statue, they were normally disembodied and materialised bodies at will, but they used these statues as anchor points.  Often they would simply appear as a face hanging in the sky (at least if they wanted to overawe the masses) rather than showing up in a body.

Of course a small empire like the Confederacy wouldn’t manage to fill the entire parthenon, and the OT they managed to attract to be, lets say, The Pilot would not be a very powerful or sophisticated one in comparison with the kind of Pilot a big empire might get.  But on the other hand, weaker gods are easier to control and safer to have around.  At worst, they might smash a city rather than tossing an entire planet into the sun.

As to how somebody gets to be a god, there are two ways.  Either they entered this universe that way (high wizards from the magic universe bypassing incident 1 and showing up here with maximum horsepower).  Or they are ordinary people who dedicate many lifetimes to researching their way out of the trap and dig out far enough to rekindle OT abilities.

As a little aside, falling to the temptations of becoming a god (or stopping at an even lower point and becoming an emperor or whatever) is one of the reasons nobody makes it all the way out.  Because, of course, you then remain in the trap and eventually decay back down to human.  This was the fate of the Pilot of that old Confederacy.  He had researched far far more than I know right now and became a god sometime around 121 million years ago.  And with that, he let the search for truth die and in the long run, he was smashed and ended up back down here with the rest of us.  I don’t claim to be more than a fragment of that shattered individual.  I think you’ll find many of us.  And shattered pieces of other gods as well.  I think everyone has done the god trip at sometime or other, and we’re all still here, and more human than ever.

As a last bit of background on The Pilot, by the time of incident 2, he had decayed significantly and was suffering from various upsets and anti-social tendencies.  He didn’t get on well with the others gods nor did he like crowded planets.  So they had sort of shunted him off to a jungle world known as Teegeak (many English spellings are possible, the name comes from the cry of one of the more common types of dinosaur).  There he played with the animals and manipulated the genetic line and acted as a sort of a nature god over the dinosaurs.  It was not a highly populated world.  Mostly ranger stations and hunting parties, all very careful to put offerings at The Pilot’s shrines and working hard not to mess up the environment and get him mad at them.  The planet had never been properly colonized because it was a copy of the original Earth (from the fall of home universe) and therefore was considered too restimulative for a sane civilization.

The emperor, either because he felt his abilities had weakened too far, or because he had pissed one of the gods off and wanted to be out of the area for awhile, decided to go off on some kind of a quest and left, never to return.  He placed the empire in the hands of the loyal officers until his return.  The loyal officers were so called because they had been loyal to the emperor in some revolution or other.

The loyal officers were to periodically elect one amongst themselves as the chairman of the council and protector of the realm.  He ruled on behalf of the absent emperor but his powers were severely constrained.  The ruling council also included elected representative of the noble families, various guilds, and even some sort of union representatives (which were the common people’s only elected spokesmen).

Quite a few of the loyal officers wanted to become the next emperor, but none dared to do so.  Instead, they maneuvered for position and played the usual games of palace intrigue.  Xemu was one of the more ambitious and ruthless ones and he engineered incident 2 after becoming chairman.

Another group involved in this were the implant dealers.  These are about the equivalent of gun runners.  Periodically, they get chased out of an area by lynching parties and set up somewhere else a few thousand light-years away.  The group that set up business here just before incident 2 was rumoured to have actually fled here from the Andromedia Galaxy (millions of light years away) at some time in the distant past.

Implants are recorded and kept on file and sold for a price.  The various ones used in incident 2 had been around for a long time and are not unique to incident 2.  They can be found at many different dates individually.  The whole file cabinet full of them can also be found being used together in incident 2.  It will almost never be the basic (or first time) that any one of them was used on a particular person.  Big mass implants like incident 2 are the implant dealer’s top of the line item and are both vary rare and extremely expensive.  Xemu almost bankrupt the empire buying this one.

The implants are recorded on crystals.  These crystals are simply the high tech equivalent of computer chips and are used for everything from running navigation programs to recording music or whatever.

But an implant needs to be projected telepathically.  So you need very decayed beings who have been made into machines (programmed machine entities) who will read the pre-recorded implant (commands and pictures) off of the crystals and project them into people.

Simple implant devices consist of a projector and a crystal (with the implant recorded on it) and possibly some sort of energy beam and most important, a bunch of entities built into the machine to do the telepathic projection.  They will aim one of these things at a “criminal” or prisoner of war and condition him to be a good boy or whatever.  These are common in advanced civilisations and are simple affairs to buy, setup, and run.

A mass implant, on the other hand, requires tons of exotic hardware and super implant devices capable of blanketing a planet.  These are placed in satellites (so they wouldn’t be destroyed, the implant dealers save them and carry them from place to place) which are set in geosynchronous orbit (meaning the satellite remains over one spot).  Devices are also placed in volcanoes (where they can run lines deep into the earth) and energy ribbons are run between the satellites and the volcanoes (you need two terminals).  Once the force ribbons are grounded (which includes ionizing a path from orbit down to the surface), the volcanoes can be blown with nuclear weapons.  Then the devices in the satellites can project telepathic pictures across the planet (no movie screens).

To sell an operation of this kind, the implant dealers will send in agents to stir up revolutionaries and renegades and then present themselves at court to offer helpful solutions to the riots and troubles.  In Xemu’s case, he wanted to seize power so they had his co-operation in these covert activities.  The great social cleanup would not only round up all the revolutionaries, minorities, troublemakers, etc. but would also provide a covert means of eliminating anyone who would object to Xemu’s grab for power.

Note that you can’t just shoot criminals in a society like the Confederacy.  Reincarnation was known and there was some slight retention of past life memories even among the common people.  A criminal would be back in business within twenty years and might be looking to get even as well.  With high tech, the normal lifespan gets up around 200 years easily so that you might feel very threatened by the same bad guys showing up again and again.

To get all the victims to Earth for the implant, they had to be shot with a drug that put them into suspended animation.  Since the body is still alive, the thetan stays in it (unless he’s very smart and able) and it can be frozen and shipped.  This was well within the Confederacy’s normal capabilities, whereas devices that could handle a bodiless thetan were exotic super technology that would have to be purchased at fantastic prices (they had a few of these things to guard the ruler from casual attacks by demi-gods, but they were not practical for broad use).  Once the mass implant started, it wouldn’t matter if the victim’s body died because he’d be here on Earth getting hit with energy fields that were capable of controlling a bodiless thetan as long as he was still using some sort of energy form (i.e. an astral body or whatever) when he was between lives (the implant dealers hardware was far more advanced and expensive than that used by the Confederacy).

They needed a lightly populated planet to setup on, and preferably it should be a restimulative place.  Namely, a copy of the original Earth.  And so they chose Teegeek, which is our Earth at the time of “The Great Dying” which killed off the dinosaurs.  Incident 2 IS the great dying, and it is a few million years earlier than is indicated by radio carbon dating because the nuclear explosions raised the background radiation level temporarily.  The scientists calculate their dates with the assumption that the radiation level is constant, so that if they see a higher count, they think the object being dated was buried more recently because it hasn’t decayed as far (rather than starting from a higher radiation level).  So they date the iridium layer (which is indicative of a planet wide catastrophe) and the billions of bone fragments (see books like “Digging Dinosaurs”) at around 67 million years ago instead of 75 million.  Of course the current scientific explanation of the layer is that a comet hit the Earth (a really large body planetary impact will probably generate enough heat to go nuclear).

They had to get the Pilot away from Earth, but these guys know how to deal with the occasional god that gets in their way.  If they desecrate the shrines and incite riots and protest marches against one of these gods, he’ll generally only zap a few people before he says “the hell with it” and goes off to find some civilization which will appreciate him.  Gods like to be worshipped rather than criticized.

When Incident 2 started, The Pilot was thousands of light years away, looking around for an interesting place to settle down.  He was mad at the Confederacy and really didn’t care what happened to them, but he had invested a lot of time in the wildlife of Earth and still had some connections to the lifeforms.  When the first explosions went off, he felt a great cry for help and immediately snapped back to the skies above Earth.  And there he beheld billions of people lining the beaches and creatures dying in all directions.

The senior OT ability within an existing universe is the ability to take control over the mockup of that universe or a portion thereof.  The basic underlying static does not care which fragment of itself is the source point for a mockup.  It does not matter which fragment originally created something in actual fact, anyone can become the one who created it by accepting that responsibility and by assuming the task of continuing to create it in present time.  And with that responsibility comes cause and control and the ability to alter the creation.

Early on the track, thetans would fight over who was actually responsible and in control, but in the more recent universes, the general tendency is to fight to avoid responsibility and so it becomes easy for prospective gods to raise their hands and say “Here, give me the responsibility” and all the fools will happily turn all their responsibility and therefore control of the universe over to these gods.

If you’re a god and you see some calamity or something you want to control, your first action is to become the one who’s mocking it up.  Let’s say, for example, a dam bursts because some foolish engineer built it wrong.  You (as a god) come by and say “I’m mocking it up”.  You project this telepathically with lots of intention, and everybody will agree with you right away because they don’t want to be blamed for the dam bursting.  Most especially, all the guys who built the dam will be more than happy to hand off all responsibility to you.  And as a god, you don’t care about being blamed for anything.  Part of the road to becoming a god is to be willing to do anything and accept causation for anything.  So you don’t mind being the one who made the dam burst.  And with that, you gain control over the mockup.  Then all you have to do is change your mind about what you want to have happen in the area and it all shifts around because now it is your dream rather than theirs which is controlling the projection of reality.  And after the dam snaps back together and the devastation is erased by your postulates, the people are even more willing to agree with your being cause over everything because they like the results.

So when The Pilot appears in the skies during the mass implant, his immediate and instinctive reaction is to broadcast telepathically “I’M MOCKING IT UP” and the reactions of all the living things and captured people on Earth is to agree with that intention.  And the implant stops dead in its tracks.

But the programmed entities in the satellites, and the implant dealer’s crew, (and possibly another of the gods who was supporting Xemu in the effort to do the implant) did not go compulsively into agreement, but instead insisted that they were mocking it up.

The result of this is that everything hangs suspended in the balance and the individuals fighting for control go into a sort of “glare” fight and battle for who can take the most responsibility.  And if he’d just hung on, the pilot would have won because he had the massed agreement of the population behind him.  But the fight took time, and the pilot was a weak god who counted on only having to be responsible for anything really horrible for only a moment until he could change it around.  And that wasn’t happening.  And so he was sitting there with full responsibility for having designed and launched the implant and for everything that had already impacted on the people and also for having abandoned the planet earlier.  It was just a bit too much and he flinched.  And that was the end of him.

You remain a god as long as you can take responsibility without suffering any consequences, and when you fail, you begin to flinch at responsibility and down you go.  And in attempting to stop the implant and failing, he caved in and went through the implant along with everyone else.

I don’t know too much about the subsequent events in the Confederacy.

Ron’s story is that the loyal officers rebelled and overthrew Xemu.  I suppose that at that point they were claiming to be loyal to the people although that was not the origin of the name.  A few of the other gods might have remained around (there weren’t many to begin with) but most were probably driven off as was the Pilot (but they didn’t have the intimate connection to Earth and so would not have come back).  

At a guess, The Tiger (from the old penalty universe with the goal “To Eat”) might have remained and supported Xemu and his mass implanting.  Possibly the Faire Queen (from the penalty universe with the goal “To Beautify”) might have remained to oppose the implanting.  Ron talks of her palace blowing up.  But that would not have been on Earth.  Perhaps the implant had pictures of the explosion.  The Pilot, by the way, originates in the penalty universe with the goal “To Guide”.  To be one of these gods, you had to be capable of using penalty universe mockups without keying in and sliding into the low toned decay and collapse that is pictured in the penalty universes.

Although mass implants are rare, the track is long and there have been many of them, both before and after Incident 2.  They can’t normally be run without first running out the penalty universes because they intentionally key in the penalty universe mockups so very heavily.  But Incident 2 has one special characteristic, which is that it was stopped momentarily by the pilot’s failed attempt, and that gives you a way to run it without having to handle the tons of restimulation that occurs in the later parts of the incident.  Because it did stop for a few seconds, you can run off the beginning part and bail out when the Pilot shows up without being carried forward willy nilly into the later heavier parts of the incident.  Trying to run those later sections (which are not basic) without first running the penalty universes is what pretty much did Ron in.

Basically we had a Catch 22.  You had to run charge off of the mass implants to be able to get at the penalty universes.  But you had to run the penalty universes first before you could safely handle the mass implants.  Ron found the way for others to run Incident 2 safely and sacrificed himself in the process, because he had to run the end of the incident to find the beginning.

Note:  The list of volcanoes given on OT3 is not very accurate.  The Earth has shifted around a bit.  You get away with it because the names of the volcanoes are not in the bank and the being spots what he needs to.  Someone like a geologist who actually knows very precisely where the modern volcanoes are might actually have a lot of trouble on OT 3 because he may force things to match the locations he knows and that could act as a wrong location.  Most people only have a vague idea where Krakatoa is located, for example.  So if they need to spot a volcano somewhere in that part of the world, they call it Krakatoa and that’s good enough.  I never bothered assessing a volcano list when running an entity through incident 2.  It works just fine to have them point without bothering to put a name on it.  The best way to do any volcano handling on OT3 is to simply have the being point to the volcano where he was implanted and don’t do any assessments.
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May 12 1990



There is light machinery which is simply mocked up and heavy machinery which is built out of beings.

Light machinery generally resolves easily with mockup processes and Nots techniques.  By light, I mean machinery which is directly mocked up as itself.  For example, you just mock up an electric generator in the kitchen and postulate that its running and feeding energy to the refrigerator.  A BT can mock up a machine like this or get stuck in a machine that another is mocking up or infest a machine that you are mocking up.  In all cases, the BTs can be blown easily with the Nots valence technique.  As far as your case is concerned, you can just mock up and throw away lots of these machines and have a good time and gain plenty of havingness.  This kind of machinery can be very complex and can even have a great deal of mass if you’re up to making very solid postulates.

But there is another class of machinery.  This machinery consists of a series of programmed postulates that mock something up or cause something to occur.

For example, you make the postulate “When the door opens, a bucket of water will appear and splash down on the person’s head.  If they scream at this, then a mouse will run out of the closet, otherwise a clown face will appear and say ‘have a nice day’”.  You mock this up one day and leave it hanging there over the door until it triggers.  Or you have it happening forever after until you turn it off or somebody else erases it.

These postulated programs can be very complex.  They are just like computer programs except that they can range all the way upwards to tools which create and manage universes.

In their pure form, these programmed machines (or simply a programmed series of postulates) can be very useful and are only slightly abberative.  Their big original liability was that one could set them to run forever, forget them, and loose control.  Later on the track, they also get infested with BTs that copy them, gum up the works, etc.  Again this can be handled by blowing off the beings with Nots techniques.

Usually one puts the programming on a sort of template for the machine.  This will usually be off in some separate space that you mocked up.  You reach back and put a little intention (or energy later on the track) onto one of these templates to trigger the machine.

Since people could erase each other’s machinery rather easily, we started making copies of templates and running levels of alter-is to hide things so that someone might have to track back through 3 or 4 levels of finding the template behind the template to get to the basic template of a machine.  Of course, if someone unmocked a machine of yours, you could simply mock it up again.

However, we were sliding downscale and by the time of the Symbols universe, we had very complex machinery and too many considerations of inability to keep it all mocked up in the face of opposition.  And so a new idea was born to make machinery which would persist.  The idea was to make beings into machines so that they would keep them mocked up.

This is the first period in which beings were built into programmed machines.  But people were still fairly powerful and they didn’t remain machines forever.  It happened to everybody many times.  You’d be capture and built into a machine and stay that way for a thousand or a trillion years and they you’d wake up and say “the hell with this” and take off.  None of the current machine entities trace all the way back to the symbols universe.

The current batch of Programmed Machine Entities or PMEs (which is how I’ll refer to these) mostly traces back to the magic universe.  The magic universe was really machine crazy, building beings into magic wands and rings of power and all sorts of stuff.  But there’s also quite a few that were built in this universe and the occasional ones which trace back to the Theta-Mest wars.

The beings are made into machine cores which follow a programmed series of postulates laid out on a machine template.  Note that the being’s own postulates do not enter into the picture.  He’s just running off a program willy nilly.  So use a gentle touch on these guys and don’t get mad at them for what the machine is doing.  These guys are slaves and have usually been stuck for a very long time.

In this universe, the implant dealers are the big manufacturers of PMEs.  A mass implant will leave lots of broken pieces of beings lying around that are cleaned up by the dealers who sold the implant to the government.  They take these back to their factories.  Also, ordinary electronics implants frequently build up a pile of dregs in the implant chamber which consists of BTs etc.  that were knocked off of the guys who got implanted.  These are also taken to the factories.  The implant dealers scare the government with stories that make them look at these dregs like radioactive waste so that they even pay the implanters to do this clean up.

Besides building PMEs into implant machines, the modern factories also tailor PMEs for other uses.  One popular form is the Virus.  Here I’m not using a symbolic name, I’m talking about the actual physical viruses that the doctors fight against.  They’re not quite life forms, but they make the body sick and they put little anchor points into the cells that happen to look like mini versions of the black cylinder machine cores that these guys have been made into.

Viruses are generally sold for use against enemy populations.  However, they are also released on prison planets to keep the inhabitants suppressed.  Specifically, a huge load of them was dumped here over the last ten thousand years to keep the planet in check after the current space empire decided to use this as a prison planet.

Running back some Virus PMEs, they all seemed to come from recent mass implants either around 18,000 or 7,000 years ago, sat up on the shelf for a long time, and then were released on Earth at various times, mostly during the dark ages.

PME programming often includes a splitter mechanism.  The being is made to divide in two (i.e., what I’m calling the split viewpoint or SV mechanism).  This is in the programming.

When you run a Virus, you will find thousands of PMEs in the body.  If you run one, it blows but then is “replaced” by the original splitting again and reappearing in the location.  You can run it again and get the same dates and everything and have it blow again only to reappear.  What you do is reach back to the original and run that one instead.  You’ll find that that will blow thousands of its later copies out of the body.  But sometimes even that one will be “replaced”.  So you reach back another level.  You find that your going off into some strange space somewhere to find these basic underlying originals.  Just keep working back until you blow one that doesn’t get replaced.

When handling a virus, always check for a replacement after it blows.  After blowing out the basic one, check back through the series of templates and into the body to see if any of its split viewpoints didn’t blow.  Sometimes they need a little nudge to leave (blow by inspection or with “who are you”).

If you get sick with a virus or your handling someone else who’s sick with a virus, you usually have to blow off a few Virus PMEs before the body recovers.  I.E., there may be 3 or 4 different basic individuals each with their own dates etc. underlying the sickness.  Also, there’s a strong tendency for the virus to reappear again.  So check for more each day during the following week.  It seems like there’s yet another mechanism even further back of all this that keeps trying to put a new virus in to replace the old one (but its not a true “replacement” as described above because it will have its own dates etc. rather than being another copy of the old one).  With this technique, you should be able to get an instant resurgence with a small amount of auditing.  I.E., sickness gone rather than the usual “maybe now I’ll start getting better” that happens in many assists.  Then each time the body starts to relapse, just blow another virus out until your completely over it.

Many forms of PMEs have this replacement quality and you have to work back through a few layers of templates to get to the original.  You will also find an occasional BT or Cluster who’se doing this sort of thing too, but its rare.  If you blow something on a fairly specific answer and then get the same thing again a bit later, and its not that somebody is copying the one who blew, then check for replacement and trace back to the original.  There were a number of times on Nots when I kept getting the same valence answer from endless beings in the same location over the course of weeks (in between running other things).  It can invalidate your ability to blow things and make Nots seem endless.

Part of the handling is to get them to spot the first time they were made into a machine in the symbols universe.  The machine building process seemed to use a cylinder which was covered with pictures of all of the penalty universe terminals.  The being would have a non-confront on at least some of these images so he would be unable to move through the wall of the cylinder even though he could pass through ordinary mest easily.  It was his flinch at these mockups.  The non-confront was so bad that he would be unwilling to touch the wall of the cylinder and would scrunch down inside.  A whole pile of beings would be put into one of these and then the cylinder would be made to shrink.  The victims would squeeze tighter and tighter together inside.  This is a high pressure cluster forming incident.  Then they were implanted and programmed.  The incident is much more complex but all that’s needed is to spot the cylinder at the beginning.  

Prior to this you will find them being captured by one kind of trap or another.  A common trap used a pyramid with penalty universe symbols on layers of walls.  The being would wander in, the door would close, and he’d be stuck.  Other kinds of traps used penalty universe symbols like a giant tiger or mermaid or whatever and he’d be drawn in by the aesthetic of the mockup and then held by a keyin on the later part of the penalty universe.  There were also symbol traps based on the valence masses such as the Scientist or the Girl or whatever.  Since the valence masses were originally implanted by use of penalty universe terminals, it seems that all the traps in the symbols universe depended either directly or indirectly on his flinching at the original penalty universe terminals.  So you can have him spot being captured and then shift his attention earlier to the penalty universes and undercut his being entrapped.

As far as the actual routine for handling PMEs, there is a short form and a long form.  Its difficult for these guys to wake up and blow, they’ve been mest for so long.  So the long form addresses the entire cycle of their entrapment in detail and pulls them up out of it on an easy gradient.  But its a lot of time and work to run it.  Using the short form depends on your having enough horsepower and granting enough beingness to get them to spot a couple key things without bothering to handle all the other stuff that’s on the long form.

You’ll need to know the long form and probably need to run it a few times to get your causativeness up.  Then you can start simplifying steps until your down to the short form version.  Really it would be nice to get up to the point where you can free these guys purely by inspection and granting of beingness, but its like raising the dead.

Sometimes you can find a PME directly.  But usually you’ve just got a machine to handle.  The machine includes the PME and template and all sorts of mockups and usually lots of BTs and Clusters being part of the machine.  You can just run the whole machine on the following rundown and most of it will blow early on leaving the machine core which you handle by finishing the rundown.  With Nots techniques or simple date/locate on the machine building incident, the machine appears to blow and you might think that its all gone.  But a few days later, the machine core gets the thing mocked up again and some new BTs get entrapped in it and the whole thing is there again.  So if a machine appears to blow, check for a remnant machine core and continue if it reads.

MACHINE HANDLING - LONG FORM

1.	Locate the PME or the machine containing the PME (if a machine, check PME for read since there are also simple machines which only need BT handling).  If its obvious that there’s a more basic original behind it (somewhere else), then shift to that one.

2.	Handle out-int.  Machines almost always have out-int, but check int first and skip if no read.



WANT TO GO IN

CAN’T GET IN

KICKED OUT OF SPACES

CAN’T GO IN

BEING TRAPPED

FORCED IN

PULLED IN

PUSHED IN

MADE TO GO IN

MADE INTO A MACHINE



Note that the last 2 are my additions.  On small reads, indicate that it is “correct for some” and continue assessing.  When you get a good read, indicate it as the primary charge.  The charge can also be on the “ON” variation of these (i.e. Pulled On, Pushed On, etc.) but I only found this in rare cases where the machine was built up in layers (such as a layered blanket of confusion).

You could actually do a whole int rundown here, but the real int charge is generally on the machine chain for these guys and the incident where they were made into a machine is the basic on their being forced in or whatever.  So just go on with machine handling which takes you to basic faster.

3.	Optional: Date when they went into the body.  This is useful on a virus or other mobile PME that went in recently.  For ordinary machinery that was built, installed in you, and has remained there ever since, this step is not very useful except for producing research data.  On a virus, you can even date when they were first sent to Earth.

4.	Have them spot being made into a machine.  If necessary, date and locate it.  Easiest is to first check which universe (this one, magic universe, or an earlier universe).  You can do the locate by having them point.  I have gone so far as to assess star maps for the location of a machine building factory (on recently built viruses - its no good on old dates because the stars move relative to each other) but this doesn’t seem worth the bother.



Recent machines were generally in a mass implant before the machine building process.  You can have them spot this and again do a date locate and also spot the prior moment of capture or whatever is the beginning of the incident.

Only do this step until the machine comes apart.  Eventually, you get so that you can grant them enough beingness and have them spot being made into a machine with enough theta to just have the machine come apart at that point.

If the machine goes on this step, check for a residual machine core and only continue if it is present.

You can go on to the next step without the machine fully coming apart as long as it loosens up significantly.  But if its staying very solid and not reading well, check for overts on making others into machines.

5.	Have them spot the first time they were made into a machine.  I have always found this to be in the symbols universe (but maybe there will be an exception someday or maybe some will need to spot intermediate incidents before getting basic).  If necessary, have them spot the machine building cylinder.  I’m reluctant to date/locate on this step because you may still be dealing with a composite and different individuals might have different specific dates etc. for this.



If this seems impossible for them to do, have them spot making others into machines in the symbols universe.

6.	Have them spot being captured before being built into a machine.  I used to check for pyramid trap, symbol trap, etc. and try to identify it, but its more unnecessary work that is difficult to do.  Instead, simply swing their attention earlier to the penalty universes and indicate that these underlie all the symbols universe entrapment techniques.

7.	Assess for the penalty universe underlying their entrapment.  

Do this by assessing the dynamics.  Then check the goals for the best reading dynamic.  Sometimes you get multiple reads.  Just take the best reading.  Sometimes your still dealing with a composite and may need to run a couple goals (in the same or different dynamics) to blow everything.

8.	As you find each penalty universe goal, have them run it as follows:



Spot “To (goal) is Native State”

Spot being pushed into this

And/or pushing another into this

And/or others pushing others into this

Spot “To (goal) is Native State”

If needed, ask Who Are You (get a “Me” answer)



If needed, do another goal on them.  Often some blow but there’s some left.  You can also just try to use the first goal, To Create.  If another goal is really hot, it might not run, but usually it will run as the second goal after the heaviest charged one has come off.

9.	If there still seems to be something left, run the agreements universe by having them do the following:



Spot rushing to get into agreement.

Spot going through the triangle.

Spot the first line “To Agree is Native State”

Look earlier and spot when you decided to agree.

If needed, ask Who Are You (get a “Me” answer)



If needed, you can also have them spot encouraging others to agree and others encouraging others to agree.  Or have them spot working on the agreements universes (specifying the agreements or designing the universes or postulating them).

Each of the above steps can shortcut.  You spot the goal and the being charged up on it blows.  There’s others left but its not their main area of charge so you go on to the next step.

Running a wrong goal is not much of a problem.  To some degree, everyone has charge on all 64 of these goals.  So it doesn’t give you out list phenomena.  But sometimes you will get someone objecting because he wants to run a different goal and your trying to run a being that blew already.  If someone is spotting a goal, others usually ride along in an interested manner even if its not the one they want to run.

You do have to watch out for overrun.  Handle by having them spot the moment of relief and acknowledge it (or use a full rehab procedure, but its rarely needed).

Sometimes you will suddenly find the whole mess blowing apart into a cloud of individuals.  Simply sit there and acknowledge and handle partial blows if needed.  Sometimes you simply need to take a break at a point like this and give them a chance to sort out and take off or whatever.  Then check back in a while to see if some need more handling or whether there’s still a remnant of the machine to be run.

Also watch for replacements as mentioned earlier.  You can also have simple copying going on.

Ordinary Nots phenomena can also apply.  You can have one machine trying to hold on to another or hiding another.  Sometimes there is a repair machine that tries to keep the machine your running in place or copies it when it leaves.



MASS CLEARING FOR LARGE TEMPLATES FULL OF MACHINES.



Sometimes you get back to a big interconnected mess of PMEs.  

Blowing one out is hard because the others try to keep it there.  

Also, there can be so many that single handling just takes too long.

The following will blow off many (but not all).  It tends to clean up an area.  It is based on the fact that many will ride along with interest while a being is spotting a penalty universe.  Given a large collection of PMEs, there will at least be a few who can run any particular goal.

So do a broad attention span and run the entire composite on the set of penalty universes.  Generally you can start from create and go through the list of goals in order.  You do this like step 8 above.  The goal and each spotting step should read.  Quite a few should blow on each goal.  At some point, they will all get the pattern of the penalty universes, i.e. all the goals were screwed up the same way and you’ll get a big release on the ones whose goals haven’t been run.  Don’t continue running the goals past this point (if you do, you may have to clean up lots of overrun individuals).  If a goal doesn’t read, suspect that this release point has just happened.

Then do step 9 above (agreements universe) to handle anything remaining.  Acknowledge individuals if needed and then take a break.

Although this will cause many to blow and tend to clean up a template, there will still be many who were not up to running on the mass clearing.  Since they are generally halfway there, sometimes you can just blow them by inspection or with Who Are You (me).  The usual technique would be to use the machine handling short version (below) on them (even if your still using the long version in general) because they’ve already been loosened up.

MACHINE HANDLING - SHORT VERSION

Here we are counting on your ability to grant them so much beingness and lifting them up to spotting the items with so much certainty that most of the steps can be bypassed.  If necessary, you can use an action from the long version if it seems to indicate.

This is the preferred process and should be used whenever possible.  Its short and easy enough that it can be used out of session once your perceptions are up to it.  Early on, this is important for assists so that you can handle something even if you can’t get to a meter right away.  Further down the line, it gives you a trick for taking apart theta traps even if you don’t have a body and E-meter handy.

This process is a developed skill and you have to work up to it on a gradient.  You should get a read on each step and see things coming apart and blowing.



1.	Locate the machine (it will read on machine or PME).

2.	Have it Spot Being Made Into A Machine.



It should loosen up significantly on this step (maybe not quite as much as on step 4 of the long version).  If necessary you can date this or even shift into anything on steps 2 to 4 of the long version.  But really you can always do it with a simple spotting action if you endow enough life to barrel them past the out-int and past their flinch on the time and location of the incident.

3.	Have them spot the first time they were made into a machine.



This is the same as step 5 of the long version.  But in the long version, you can get away with a shabby step 5 and still carry them through with steps 6 onwards.  In this case step 5 must be well done so they really blow the charge.

4.	Have them spot making others into machines.

5.	Have them spot being tricked into thinking that machines were necessary.



I didn’t have steps 4 and 5 originally and that made it difficult to do step 6 below.  Once I finally added these two steps, most of them began blowing on step 5 and the remainder generally left on a simple who are you.  After that it never seemed necessary to go on to step 7, but I’m including it here in case it is necessary when you are first getting started.



6.	Ask them Who Are You (getting the Me answer)



At first I was running the long form steps 7 and 8 here getting them to run the penalty universes.  This requires assessment and is too long.  You can still do it here if it seems necessary.  I kept trying to simply have them run the agreements universe, but it didn’t usually work until I hit on asking Who Are You first to restore some more life to them.  This gets them up to doing it.  Sometimes they even blow on this step, but not often (that changed when I added steps 4 and 5 above, now they blow easily on this step).  Usually they are still a bit in shell shock from being a machine for so long and feel they need something to beef themselves up a bit (so they wouldn’t get caught again) before taking off.



7.	Run the agreements universe.



Spot rushing to get into agreement.

Spot going through the inverted triangle (golden).  Spot the first line “To Agree is Native State” Look earlier and spot when you decided to agree.  If needed, ask Who Are You (get a “Me” answer)

This is the same as step 9 of the long version.

This short version runs very quickly.  It can be done in a minute or two with spectacular results.  As in all machine handling, watch for replacements and work back to the original if it occurs.



TROUBLESOME MACHINERY

You can handle any type of machine on an assist basis.  But you shouldn’t get into a major project to handle other kinds of machinery until these troublesome ones are knocked out.

1.	Viruses



Unlike most machinery, these are semi-mobile and only attach to the body on a temporary basis.  They replicate themselves endlessly and you have to work hard to get back to the original.  Unlike germs, these are not true living organisms.  The scientists consider them to be a weird sort of half life.  The pictures of viruses under electron microscopes look like little machine cores.

At this time I’m not certain if germs will run as easily (since they are real life forms with a cellular structure) but its worth a try.

A nice idea would be to eradicate a specific viral disease from the planet by completely unmocking its base template.  But this may be wishful thinking.  Once people are holding a disease to make themselves right or whatever, they’re liable to simply copy it and reactivate it.



2.	Wraiths



In folklore, a wraith is an energy draining spirit.  I’ve borrowed the term to describe a PME that does this.  As is the case with Viruses, quite a few of these were set loose on Earth in the last few thousand years or so.  They are semi-mobile and do not permanently attach themselves to an individual.  But normally once they get in a body, they stay with it until it dies.

The wraith is a sort of energy drain.  They make one tired and weak.  Possibly the fast aging that occurs on Earth is due to them.  As you get older the body is gradually accumulating more of them.  Eventually there are so many that there is no energy left to keep the body running properly.  I think that you will find that you pick up a few of these each year.  You can date the year when one went into the body quite easily.  After the body dies I think they stay in long after the Thetan and GE leave and try to drain out the last dregs of energy.  Then they exteriorize and go searching for another body to dive into.

If you are seeing BTs blow as little sparks of energy or dots of light occasionally (they don’t always emit energy on blowing so you don’t always see this even if you can), then an exterior wraith is very very visible.  It looks like a single point source of energy (just like a BT) but it is very much brighter, almost dazzling.  They may be shedding or otherwise expending the energy that they drained while they are searching for a new body.  They always move in a zig-zag evasive pattern working in towards the body fairly rapidly (a few seconds to cross the room and dive in).

Once in the body, they pull in energy instead of emitting it and stop being so easily visible.  When you try to contact them to run them, they tend to jump around in the body rather than staying in one place.  But they usually only move around in a small area.  Just get the idea of putting out an attention unit that will stay attached to them as they jump around and start auditing them.  Usually they settle down as soon as you get them to do a command.  They blow quite easily.



3.	Disheartening Machinery.



These are mobile machines which put out thoughts of being lazy, apathetic, tired, disheartened, etc.  Also discouraging thoughts like its all hopeless etc.

These are mobile machines which drift in and hang around for awhile and then wander off.  Sometimes they go in the head, other times they stay outside.  Sometimes they get stuck to other machinery your carrying around and then they can stay with you for many lifetimes.  Unlike the wraiths, they are slow and nebulous.  The apathy they mock up affects them too.  If you are up to seeing BTs as sparks, these often look like vague colored spheres.

This stuff is mostly used against enemy populations during wars to reduce opposition.  You may have old ones stuck to you from old wars on other planets as well as the current batch drifting around here on Earth.



4.	Monitors



Monitor machinery was installed and attached to people to keep an eye on them.  You’ve probably been dragging some of these around for quite awhile (maybe even as far back as the magic universe).

They try to stay hidden and watch you (they read on Monitors or Watchers).  Often they are over the head or behind the back.  Their job is to tattle on you when you do something you shouldn’t.  Many report to old police forces that are long gone and therefore are not really troublesome.

But some of them are spotters for the control machinery back in old invader installations etc.  If you levitate an object or do some other spectacular verboten thing, they call the attention of these other guys who will then focus on you and try to block your abilities or key you in with an implant from a distance.  If this happens, blow the remote machinery and also blow the monitor (or else he’ll just get another remote machine pointed at you).



5.	Protective Machines



There is also machinery which tries to block your handling machinery or hides machinery or otherwise interferes with your auditing of machinery.  There is also repair machinery which tries to put machines back when you blow them.  Sometimes you handle a machine and it starts coming apart and then another machine stops them from blowing.  These all handle fairly easily once you spot them.

There are also implants which tell you that you shouldn’t blow machinery (especially machinery installed by the police) and stir up your own overts of installing machinery in others to control them.  You should be able to blow this on inspection.

Going a step further, there are also the cases where you contributed a piece of yourself to a machine installed in someone else.  This may have been forced by an implant or you may have been convinced that it was your civic duty or contributed it as the price of a spell you wanted to work as a magician or whatever.   You can often blow this by inspection or assess for the penalty universe underlying the splitter implant and spot the native state item from the split viewpoint.  General handling of split viewpoints is a separate rundown.  But if you find a certain kind of machine very hard to handle, find where your doing it to someone else and blow that.



MORE ON RUNNING MACHINES

Assessing the penalty universes can be hard if you have charge on them.  Its best to concentrate on running penalty universes before doing too much machine handling.

Also, the penalty universes are a more intimate portion of your real case than machinery added ontop of you.  Probably you should just handle the troublesome machinery and then leave the rest until much later in auditing unless some part of it really draws your attention.

Machinery can blow without FNing.  If your pulling something out of a big complex mass, that’s enough to suppress an FN.  Also, fooling around with lists of halfway run penalty universes etc. can suppress an FN.  Also, its often not your personal case anyway.  So don’t make a big deal about FNing these as they blow.

But you should have clean reads and a reasonably clean needle.

If a lot of machinery is in restim, it can drive the TA up.  If this is the case, the TA comes down into range very easily as you blow off a few (and the meter reads fairly well as you run them).  If its not coming down, see if you’ve overrun a bunch of them (especially if you did mass clearing on a bunch in the previous session) or check other reasons for high TA.

There’s lots and lots of machinery of various types.  Some of it you even bought and paid for.  Some of it is attached to you and some to the GE and some of it IS the body mockup.



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







4.	CONTROL ENTITIES



June 28, 1990



Control Entities (CEs) are active, semi-aware intelligent beings implanted to keep one jailed or under control.  They do not respond to machine (PME) type handling at all (they object to being considered machinery) and are very difficult to handle with ordinary Nots techniques (I was only rarely able to blow any of these before developing this rundown).  They are usually set up as “Jailers” or blocking perceptions or keeping you from thinking or knowing about certain things etc.  They answer up as being “Smart, honest, able individuals doing their duty for society”.

They generally come from police implants.  Here the “honest citizen doing his duty” is implanted with false data and made to split off a piece of himself which is then implanted into a “criminal” to keep him jailed and under control.  The “Jail” is the body and these guys are supposed to keep you in the body.  Usually you find them in one or another of the various levels of astral body (i.e., you have to shift up in vibration band and move a bit sideways in a non-physical 4thth dimensional direction).  This has apparently been in use for a long time and the practice goes as far back as the Thought universe.  You will find them in the “thought” level body keeping you in the “spirit (conflicts universe) body and in the spirit body keeping you in the low level astral body (magic universe) and in the low level astral body keeping you in the physical body etc.

Usually they are implanted to keep you or themselves from questioning the state or police methods or from finding out about the real nature of reality or higher universes etc.  Generally they did not seem interested in keeping one from doing criminal things.  Apparently one was being sentenced to a lower universe (?) or lower plane of existence and the “police” didn’t care if you acted as a criminal as long as you didn’t escape and come back to plague them.  The bit about being loyal to the state and not questioning police methods was probably aimed mainly at the CEs themselves so that they wouldn’t cognite and blow.

They key point is that these CEs consider that they are blocking you for good reasons and will not generally blow or get out of your way until you get them to spot that they were implanted with false data.  They are much more awake and active than the usual BT.  They are not generally malicious.  They act like mis-guided ethics officers acting on wrong data.  Often the blows are very spectacular with visible clouds of blue fire and jumps in one’s vision (your view of the physical universe will hop up and down for a moment without your eyes moving).

You will find these installed in earlier universes to keep one down in lower universes.  You will also find them installed in higher planes of this universe to keep one down in lower planes etc.   A very active source of these seems to be an astral plane organization known as “Control Central” which is very busy at making CEs and PMEs.

The usual instructions for these CEs are to make one obey the “physical universe laws” of the lower universe or plane to which the victim is being sentenced.  Sometimes the victim has the connotation of being a criminal but other times it is somebody who has earned the privilege of going to a lower plane (i.e., he’s being permitted to re-incarnate after being judged) and the CEs are being installed to make sure he follows the rules.

There is also an army/invader type variation on this.  In this version, the members of a fighting team (platoon or whatever) are all split and cross implanted into each other to inspire “courage, loyalty, trustworthiness, and to make sure everyone obeys orders”.  Since each soldier depends on the others staying brave etc. during the fight, they are quite easily convinced that the implant is necessary and beneficial.

There are probably many other variations of group members being cross-implanted into each other.   I suppose a big league sales team could even do this to make sure that everyone pushes the product hard.  But these kind of CEs should blow very easily (and many probably went on Nots or whatever) because (unlike the police kind discussed above) they do not have a PT why for remaining in place.  If necessary, this rundown should handle them as well since the keynote of this is always splitting for some purpose and being implanted with false data and/or a false purpose.

In some cases, you will find that the CE split was allowed in exchange for something.   Someone might go to a wizard and trade a piece of his soul to pay for some favor.  I.E., he splits off a CE which the wizard (or whatever) will then program up and use against someone.

Sometimes you might have to have the CE you’re running spot the overt flow of making others into CEs or implanting others with false data.

You should also spot times when you did these overts as well.

Besides running out CEs that you find impinging on you, you should also run out splits of yourself where you are being a CE on someone else.  You can spot where you were made to split and then spot the false data implanted into the split off piece of yourself (this false data pushes you into the split viewpoint out of agreement with you in your normal viewpoint and keeps you divided).   But when you run one of these, you will generally find that there are a number of beings meshed together with the same false data implant etc.  Your piece is only part of a small cluster with the false data implant being the cluster forming incident.  The easiest way to run this is to spot yourself being part of a CE somewhere and then just do the full CE rundown (below) as if you were running somebody else.  Your piece will come free and the others will blow.  Often you feel freed on the first command or two but you carry on to completion to handle the others.  This avoids the problems of cross-copying etc. that might otherwise develop.

I worked this out and ran it long before I found the “Point to” processes which I have added as step 5 below.  Hopefully, this upgraded version will make the rundown much easier.



CONTROL ENTITY RUNDOWN



1.	SPOT BEING MADE INTO A CE.

2.	ask “MADE TO SPLIT TO SAVE SOCIETY?” if no read, then ask “Made to split to gain something?” if no read, then ask “Made to split to serve a higher purpose?”

3.	SPOT BEING IMPLANTED WITH FALSE DATA.

(if incorrect, then use “Spot being implanted with a false purpose”.  If still no joy (not reading etc.), then use flow 2, “spot implanting others with false data” or making others into CEs.).

4.	SPOT THE FIRST TIME YOU WERE IMPLANTED WITH FALSE DATA.

(if necessary, steer the CEs attention toward the false jewel of knowledge in the motions universe since this is usually the basic on false data).

5.	POINT TO THE BEING YOU DIVIDED FROM.

6.	WHO ARE YOU? (me).

7.	If you were running a penalty universe when the CE turned up, and the CE is still around, have him spot the native state item at the top of the penalty universe.

8.	If more handling is needed (i.e., the CE has freed up a bit but is waiting for something more to be done), then run the top of the agreements universe (rushing into agreement, triangle, To AGREE IS NATIVE STATE, spot your decision to agree before that).







�



5. THOUGHT POOLS



2 Dec 90



Thought Pool:  A location containing thoughts and ideas and 

sometimes pictures into which a being may extend his awareness 

to experience what has been placed therein.  



A pool might be created by an individual or a group.  It is then 

made to persist so that it can be viewed.  In some cases, the pool 

is meant to be contributed to (with additional creations) by 

subsequent viewers.



Thought pools were very popular in the home universe era.  

There were entertaining ones which were like combination of a 

museum and a poem and ideas all at once in a structure 

perceived by permeation.  Often they were non-linear and you 

would slide around between pictures/mockups (in contrast with a 

story universe where the sequence is meant to be linear).



There is also a special kind of thought pool which is dynamic in 

nature.  These act as communication relay points or cross copy 

relays which are used to enable a group of beings who are 

playing together to stay aligned to the same mockups.  In this 

case, the beings generally leave a portion of themselves within 

the pool.  For example, 5 thetans want to play basketball.  They 

need to agree on the court and the ball and their bodies (so they 

don't accidentally slide through each other) etc.  Now if one 

player throws the ball, all the others have to know that and keep 

their mockups in the same position or else there might be 5 

different balls each going their own way.  So they setup a pool 

and each places a portion of themselves into it while playing.  

These portions are in physical telepathic contact and cross copy 

the ball's location etc. so that all will agree on it.  In this case, the 

beings playing would choose to not-know the data that they 

know within the pool (in the pool they have to know where 

every molecule is to keep the playing field mocked up) to make 

the game more interesting (i.e., they might not see where the ball 

is etc.).



In the home universe matrix, one would push into or pull out of 

these dynamic pools very freely.  among other things, these 

would be part of the entry point to the various individual 

universes and one would push a bit of oneself in to them to pick 

up the cross-copy that kept the universe mocked up.  Later on 

the track, pools that are used to keep universes mocked up 

became much more compulsive.  The central hubs of the 

universe machines that keep this universe in place (through a 

perpetual cross-copy) are dynamic thought pools, but they are 

enmeshed in a much more complicated structure to keep them 

protected etc. so that people don't fool with them or just pull out 

of this universe very easily.



Pools which hold one in agreement and cross-copy are not 

inherently abberative, but they become so when one is in them 

compulsively.



The really troublesome pools are somatic pools which include 

pains, sensations, emotions, and attitudes.  At basic, this is where 

somatics come from.  Let's say that you bang your fist on the 

wall.  You are just moving a mockup against another mockup.  

The body mockup is generated by machinery (generally PMEs 

although you can also put a body there with purely mocked up 

machinery or even just mock up a body directly).  The 

machinery is programmed to reach back to the appropriate pool 

to bring up the feeling of banging on the wall.  



If the body machinery or template is based on PMEs or is at all 

infested with BTs, then you have beings present who can go out 

of PT and remain connected to the pool even after you stop 

banging the wall.  Or they can be restimulated into thinking that 

you are banging on the wall when your not, as is specified in the

Dianetic A=A logic.  This results in the psychosomatic pains (as 

opposed to the PT somatic of feeling it when it really is 

happening).  Running an incident Dianetically pulls them up to 

PT and causes them to disconnect from the pool.  Blowing the 

BT or PME (or whatever) can also turn off the somatic by 

removing the being who is holding the connection.  Note that you

can't get sensations from these pools unless you also have a

piece of yourself in them because at basic its always you

mocking it up.



You can also knock out a somatic by disconnecting the line to the 

pool.  But note that once the entities in the body connect to the 

pool, then entities in the pool also connect back to the body, so 

these connections are not easy to dissolve.  Furthermore, at a 

deep level, you do not want to lose out on feeling things, so you 

wouldn't completely unmock your connections to these things.  

But you can temporarily suspend the connections at will when 

the sensations are not desired.  Removing the pool connection is 

senior to most other handlings in that it can undo PT somatics as well 

as psychosomatic.



The emotional basic incident set up emotional clouds which are 

basically pools for each emotion.



There are "reality mirrors" which are basically cross copy pools.  

They are generally formed by implants.  There are some that 

were setup before incident 2 that use items like "it is not 

safe to look" and "everything is in you and you cannot look at 

yourself so you must see yourself in a mirror".  These reality 

mirrors are things you look into instead of looking directly at 

reality.  It is pretty hard to manipulate MEST universe stuff if your 

seeing a reflection of it and trying to levitate the reflection (like 

trying to levitate something that is on a TV screen image rather 

than the object itself, if you could get a beam on it, you would 

only move the entire TV set).



There are abberative pools such as the Pools of suffering used 

in the Magic and Motions universes.  These were build based on 

some absurd ideas that everyone had to suffer but you could 

have someone else suffer for you.  The "Gods" that were around 

in those days were pretty abberated and miserable but still had 

considerable power.  Magicians would hook up with these "gods" 

and would get favors in exchange for doing some suffering for 

the god (who would think that this would make him feel better).  

Each magician would have a quota.  Instead of doing it 

themselves, they in turn would gather apprentices and have them 

do the suffering for the god (and a bit for the magicians too since 

they also believed this garbage).  They would set up a pool of 

suffering and each apprentice would have to put a piece of 

himself in it to suffer on behalf of the god etc.



There are many other abberative pools as well.  There are also 

implants which make beings serve in these pools or put pieces of 

themselves in these pools.  You'll probably find that you have 

quite a few pieces of yourself stuck in various pools as well as 

having impingement of various sorts come in from connections to 

pools.  You'll want to run all this out as well as become causative 

about your connections to universe cross-copy pools and somatic 

pools.



Techniques for handling pools:



1. Spot the formation of the pool.

If needed, you can spot which universe it was formed in.  Also 

spot the common somatic of the pool (if there is one) or what the 

pool does.



2. If a somatic turns on, then check for defenders who are 

protecting the pool and handle (see below).



3. Handle the entities (generally PMEs) who are holding the pool 

together (see below).  Note that often they will only loosen up 

on being handled and wouldn't blow until the pool comes apart.



4. Then check if there is a more basic pool underlying the 

current one and handle the same way.



If necessary, you can handle other beings in the pool as well, 

but usually it will all come apart once you've handled all the 

ones that are holding the basic pool together.



Pool entities can be handled as follows (other PME techniques 

sometimes also work and might even be needed occasionally. 

Sometimes defenders might need to be handled with CE 

techniques).



a) Spot being put into the pool.

b) Spot the first time you were made to serve in a pool.

 (remaining steps only if necessary)

c) spot making others serve in a pool.

d) Spot others making others serve in a pool.

e) point to the being you divided from.

f) If not yet blow, then ask who are you.

(if necessary, spot To Create is Native State or spot building the 

agreements universe).



I ran this without step e above because I hadn't figured out the

point to process at that time.  This improved version should

be faster and easier.



Note, often the first time they served in a pool was in the games 

universe.  Often, this first pool is a sort of universe machine with 

"To create effects ..." type items.  Although there are earlier 

pools (including the group postulation of the penalty universes), 

this is the first time that beings were implanted to fully split and

have the split pieces pushed into the pools (rather than simply 

extending a bit of your beingness into a pool temporarily).



Once the pool comes apart, you may see lots of beings zipping 

around.  Give them a little time to blow before running 

something else.  Also, you can give them acknowledgments.  If 

any beings hang, use "who are you" on them.  Also check for 

copies.



Often you handle a pool and it comes apart even though there is 

a more basic pool.  In this case, the more basic one might start 

sending in replacements.  So if the pool seems to show up again 

or somatics persist etc., check if the is a more basic pool 

replacing the one that blew.



Historical note: In the HCL lectures, Ron mentions that there 

were nice thought pools around in Home Universe.  Aside from 

this, I know of no references or definitions in his materials.





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



               6. SPIRAL DECAY AND DEATH





In History of Man and the tapes of 1952, Ron discusses the thetan

living in "spirals", going through stages of being a "young" and

then an "old" thetan and then dying and then beginning a new spiral.

This usage of "spiral" came from the idea that the thetan was on

a declining spiral and each of these young to old periods represented

one turn around the spiral.



These turns around the spiral appear to be the lifespan of a theta

body which the thetan has his energy, machinery, pictures, etc. 

wrapped up in.  To the best that I can determine, there are a

number of layers of these things and they to some degree mimic the

later series of universes that we have come through.  In metaphysics

they also have some idea of levels of spiritual bodies with the

astral body being the lowest.



Of special significance is the "energy" or "theta" body which goes

back to what I refer to as the "thought" or "theta" universe which

is 3 universes back.  This is where the person thought that he was

an energy production unit and this theta body is a simple cloud or

sphere characterized by having an energy level and an energy 

production capability.  At that time, the thetan believed himself

to be one of the "thought" people in conflict with the meat body

people who were breaking out of the conflicts universe and invading.

This body type has much of his identity and also his energy

production capability tied up with it.  And because it is in

agreement with energy, it slowly decays (grows old).



But it was not actually a pure energy body because energy (at least 

on the later track) requires particles in motion.  The actual structure

was more like a cloud of golden specs constantly dancing around,

and as it ages, these specs slow down and eventually collapse into

a condensed point of mass.  The thetan's idea when this happens is

that he is dead and it ends up as some sort of theta gravesite,

usually out in deep space somewhere or at the bottom of a trap.

Of course its boring being dead, so he projects out a bit of himself

which picks up another theta body, but deep down, he still thinks

he's dead and just dreaming about a new life until the new one gets

so distracting that he forgets about being dead.  But even with this,

only his awareness has moved on, he still leaves part of himself and

a good bit of his stuff behind in the dead theta body.



Now most of this is pretty speculative, and there's lots of work yet

to be done on the subject of processing these theta bodies, but I

have found one thing that I am quite confident of, and which is 

extremely beneficial and workable.  And that is to find these

points of spiral death and blow entities and split pieces of yourself 

out of those locations.



And that is actually a good technique for any level of dead body

including the meat body.  Blowing BTs out of the grave in France

where I was buried last lifetime significantly opened up my recall of

that lifetime.





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



                   7. ARSLYCUS



3 June 1991





Arslycus was a vast and troublesome city in space.  Almost anyone 

who was in this galaxy a few hundred million years ago has had 

some involvement with it.



LRH References:

HCL-22 5203Cxx How to audit a theta line

HCL-27 5203Cxx How to search for incidents on the track

PDC-(one of the early lectures, I forget which one)

Individual Track Map ( old tech Vol 1 p 238) uses arslycus as an example.



There is only a small amount of LRH data on this.  I believe that 

the date of 1 trillion years ago + given in the track map example 

is incorrect.





---------





1. General Information



Arslycus implanted people to make slaves.  They used false track 

implants, between lives implants, and body in pawn mechanisms.  



They stripped the entire population from both this and the next 

inward spiral arm of the galaxy.  That's probably around 500,000 

inhabited planets.  Eventually they bumped into the borders of the 

Galactic Empire which is in towards the central core of the Galaxy 

and were finally destroyed.



(Note: at some point, the Galactic Empire was subverted or converted

by Hellatrobus, at least for awhile, and might then be termed the

Hellatrobian Galactic Empire.  Their symbol was the cross.  I'm

still having trouble sorting all this out.  It might have been the

war with Arslycus that allowed Hellatrobus to gain power in the

Galactic Empire, because Arslycus and Hellatrobus were long term

enemies.  Hellatrobus used implants to make people good.  Arslycus

used implants to make slaves.  The early Galactic Empire was

against using implants until Hellatrobus got their claws into them).



Normal planets are inhabited only on their surface.  This is really 

a 2 dimensional area with only slight use of height etc.  A space 

city with total artificial control of gravity and energies is capable 

of building in 3 dimensions.



If you imagine the Earth spread out flat, and then additional earths 

each supported a few hundred feet apart to a height of 8000 miles 

(the diameter of the earth), you will see that a space city hardly 

larger than the earth could have almost a quarter of a million times 

the surface area of our planet.



Arslycus was actually much larger than this, being closer to the size 

of the sun rather than the Earth.  These tiny space empires of a few 

hundred planets like Marcab or Espinol or the old Galactic Confederacy 

could have their entire populations placed in a corner of a single 

level of Arslycus.  And Arslycus had many thousands of levels.



There was a great deal of space within the city.  There were endless 

little flat planes covered with blocks of suburban homes and skyscrapers 

hanging at various angles in the air and roads in the sky tying these 

all together.  Light came from some sort of energized glowing white 

clouds and the sky was blue with air everywhere.  They had full 

control of artificial gravity.  You might look across at another 

building hanging in the air and the people in it might be upside-down 

relative to you.  If you got a short distance away from any of the 

buildings or surfaces (parks etc.), you were weightless and could 

swim in the air (or rent wings to flap with etc.).



At the time it was started, around 626 million years ago, it was 

probably a nice place, but it became very degraded.



At the center, they had a captive black hole, probably formed by 

imploding a large star, which provided the power to run all of this.



The society eventually became an oppressive cast system, like India.  

They were crazy on the subject of expansion because that let the older 

low cast workers move up as new people were brought into the system.  

Early on you will find planets invited to join and big time politicians 

making deals to get high ranking positions for themselves from 

bringing people in.  Later on it wasn't so easy to get recruits and 

Arslycus began sending space fleets against planets to capture 

their entire populations and make slaves of them.



Arslycus was located in the gap between our spiral arm and the next 

spiral arm inward towards the center of the galaxy.  Astronomy books 

call these the Orion arm and the Sagittarius arm respectively since 

your looking down the length of the arm that we are in when you look 

towards Orion and you are looking towards the next arm inward (and 

galactic center beyond it) when you look towards Sagittarius.



Since everyone in Arslycus was on a conscious and controlled 

reincarnation (picking up adult vat grown bodies whenever they were 

reborn), there were no new souls being born into the system.  

They tried handling this by levying a slave tax and making people 

divide themselves to produce a slave being (as was done in the 

magic kingdom of Giliad which is an earlier similar on this kind of 

society) but this was not successful and led to a revolt and the 

practice was stopped.  So the population could increase only by 

bringing in thetans from outside.



Over the course of many millions of years, Arslycus raided both 

the Orion and Sagittarius spiral arms for slaves.  Eventually they 

captured everybody from the edge of the galaxy inward to the edge 

of the Galactic core in this quadrant of the galaxy (it was impractical 

to take over the opposite side of the galaxy although some expeditions 

were probably made in that area).



At the core, they ran into the Galactic Empire.  This is an ancient 

civilization with vast numbers of planets (hundreds of thousands).  

Stars are much closer together in the hub of the galaxy and so the 

comm lines are short enough to allow for a very big society.  This 

is also referred to as the Galactic Confederation (not the same as 

the Galactic confederacy of Incident 2) since it protects a large 

number of backwater planets and small empires that are not really 

part of the empire but are its allies (forming a sort of 

confederation, much like the British Commonwealth).



Unlike the small Galactic rim empires, the Galactic Empire was large 

enough to match the population and resources of Arslycus.  Although 

Arslycus had immensely shorter internal comm lines and a tiny 

defensive perimeter, its population was too heavily implanted 

and apathetic to fight an evenly matched war so that after a few 

major battles, Arslycus gave up on any direct attempts to raid 

the Empire.



So Arslycus became covert.  One practice was to launch slave 

raids against backwater planets that could not defend themselves.  

They would snatch all the people they could and then flee from 

empire fleets which would arrive and chase them back to the 

heavily defended outer perimeter of Arslycus.



Another ploy was to setup traps to capture empire ships.  These 

were like black rifts in space.  Ships would disappear into them, 

be vaporized, and the thetans shipped off to Arslycus.  For a 

long time, the empire thought that this was some natural phenomena 

and was all concerned about what they thought were some kind of 

space warps that were appearing and grabbing ships.  Yet another 

practice was to seed between lives pickup mechanisms into the skies 

above empire planets.  These were telepathic projections of things 

like heavenly gates etc.  They were a sort of shallow imitation of 

the Helatrobus operation.  Between lives souls would get suckered into 

these and be whisked away to Arslycus.



Arslycus put vast amounts of effort into researching earlier track 

implants for the purposes of getting more and more slaves.  It was 

the true home of the Brainwashing Psychs by which I mean the people 

who research the mind for the purpose of control rather than freedom.  

It was a very respected high cast position there.



Eventually the empire got so fed up that it committed all of its 

resources to the destruction of Arslycus.  Even so, it could not 

wipe out the Arslycian space fleet or do more than minor damage 

to the city.  Among other defenses, there were endless robot 

controlled "space ships" that were just big frames of girders 

(like a skyscraper under construction) that could project rays and 

energy fields and protect the city.



But the black hole was a weak spot.  Dead planets were collected in 

quantity and empire OTs (this is the society that operated on a 

limited OT basis) drove planet after planet into the hole so that it 

gained too much mass too quickly.  This made the black hold unstable 

and the Arslycian technicians lost control of it.



The city's power sources blew and the artificial gravity went wild.  

It all pulled apart and everyone there fell through the sky.



The city might have fallen about 226 million years ago (?).





----------





2. The Guilt Implant





This incident is used on people when they are first captured by Arslycus 

and to subdue them again when necessary (i.e., if someone is caught escaping).  

You can assess for the number of times it was done (I got 43 times).  Spot 

and date the first time.



This incident is a combination of false track and misdating of your own 

pictures.  They badger you for overts and get you to put a picture of one 

of your overts up on a thought sensitive screen.  This is supposed to be 

a therapy.  Later they show you the picture with a wrong date and make 

you wrong for having done the overt.



This interrogation of the individual to get his overts and put them up 

on a screen seems to be chronic in the later days of Arslycus.  They 

kept the pictures on file and used them against you later.  There are 

many minor incidents of this sort but the big one is the Guilt implant 

with its huge dose of false track.



As is usual with false track incidents, they give you lots of pictures 

of your arriving for the implant and departing from it to make it hard 

to spot the beginning and the end.



They say that they are going to show you a history of the universe.  

They show you arriving in the Mest universe in a doll body in a reception 

room full of angels.  There is a big window or picture on the wall which 

shows the galaxy.  They tell you this is what happened in the year zero 

and that it is 76 Trillion years ago (the correct date for the start of 

this universe is 86 trillion and the picture is pure fabrication).



These pictures are appearing on a screen with dates running along side 

of them.  As you look at them, you are hit with energy waves and Items 

come booming out from the walls with sharp electric shocks.



The picture sequence showing you your "existence" in this universe 

follows the penalty universe goals.



They say that these are your postulates.



The first one is "To Create".  The picture is some vague attempt to 

approximate the 1st penalty universe using doll body forms in this universe.



Note that arslycus didn't like doll bodies.  They were a pure meat body 

culture.  So all this false early track shows you as a doll body.



They say that then you failed to create and decided to destroy.



Now they badger you about "what did you destroy".  They make you find 

an incident and put the picture up on the screen.  They have some sort 

of electrical field which gives them the equivalent of a meter read 

and they use this to make sure that the incident is real.  Then they put 

a wrong date on this incident (to fit their false history of when you 

postulated "to destroy").



They go on to the next penalty universe goal (to mock up) and do the 

same thing with it.



All 64 penalty universe goals are done, with false pictures for the 

positive side, and the overts you dredged up given to you with a 

wrong date as the negative side of the goal.



Then they tell you what a louse you are and run through the misdated 

overt pictures again.  They tell you how you have to repent and 

make amends.  They tell you that you must agree to do 

penance for this by working almost as a slave for millions of years.



If you give up a small overt, they ridicule you and make fun of you 

as well as hitting you with beams until you give up a big overt.



This implant makes you feel guilty, propitiative, and teaches you 

that its safer to withhold your overts.  Badgering sec checks and 

any kind of ethics action on overts given up in session can key 

this implant in heavily.  And that really bars the road out because 

you do need to confront your overts to make it, it just doesn't work 

if its unsafe to do so.  Another liability of this implant is that 

if you spot it halfway, you can get the idea that all of these overts 

are false track, and they're not, they're just misdated and made 

solid by the implant.



After this implant, you're put to work.





-------------





3. The Arslycan Between Lives Implant





They get you attached to a segment of brain tissue or something like 

that which is kept in a jar.  This might be the brain of the first 

body you're given after the guilt implant above.  This is used to 

give you orders and call you back whenever you die.  Your regular 

bodies are vat grown to adulthood and you get one by going through 

this between lives area.



It's very much like Christian or Buddhist mythology.  You die and appear 

in the judgment hall.  There you are badgered for the overts you 

committed in your last life.  Again these are put up on a screen.



Their idea of overts consists of having done a sloppy job one day or 

of thinking bad thoughts about the government.  Almost anything a 

free being would want to do is an overt.  They pile a big ledger of 

these up against you.



Depending on your attitude etc. the Judge often just sentences 

you to another lifetime of work and tells you to be good.



If you were really bad (ran away from your job for a week or 

something like that), they send you to hell.  Hell is mostly a 

false track implant showing you being tortured up on a screen 

with a false duration of many years.  But they end it in a real 

mockup of hell where you stand around for a few hours breathing 

in sulfur fumes and feeling thankful that your waiting to be 

released after all those years.



In the rare cases where your very good, they reward you with some 

time in heaven and give you a similar false track implant with 

pictures of you being in paradise followed by a few pleasant hours 

in the "exit depot" from heaven waiting to be reincarnated.



This between lives experience is actually fairly short so that 

they could process lots of people through it without using too 

many administrators and technicians.



This incident also includes lots of duplicate pictures of your 

arriving and departing and lots of orders to forget this etc.  

But they didn't want you to forget it completely.  They just want it 

obscured so that you remember it very vaguely (to take the rough 

edges off of the false track pictures) and feel very respectful about 

your duties.



This whole thing tends to fall apart as you spot all the false 

data they used against you.







                 8. ADVANCED SOLO NOTS



March 31, 1990



I continued long past EP on Solo Nots.   I probably audited as 

many hours after the EP as I did before it occurred.   During this 

auditing, I ran into quite a few areas that did resolve using Nots 

techniques.   I also ran into a number of areas that did not resolve.  

For these other areas such as actual GPMs and implant universes, 

Nots is not the why.  These need to be handled with their own 

rundowns.



Since the areas that did resolve with Nots techniques might be 

prerequisites to running the new levels, this write-up will describe 

these so that they can be handled if needed.





I. BACKGROUND INFORMATION



The EP of S/NOTS is cause over life.   This is simply ceasing to 

be the effect of BT (Body Thetan) think and being able to do what you 

want to with BTs.   I.E., your just so much bigger than they are and no 

longer mis-owning pictures, thoughts, etc. and know it with 

certainty.   This includes the ability to blow anything by inspection 

(not that you don't do this before, but at this point it became THE 

technique).   Also, at this moment, BTs ceased to be the why on 

the case.



After experiencing this, I went along for about a week knocking 

out everything still lying around using blow by inspection.   This 

lead to a second much bigger EP.   I realized with reality that 

location was a lie (of course we've all read the axiom, but this is 

really knowing and seeing it with reality).   I went exterior to this 

universe - like being exterior to the body and reaching in but 

instead I was out of this (and any other universe) and reaching in 

to play the game.   I don't know if this happens standardly at the 

end of solo Nots or if it is a wild variable like the way that some 

people hit theta clear while running Power processing.



This location cog has a strange effect on BT handling.   You see, 

they aren't really located anywhere.   Its only that they think they 

are and it can vary depending on how much they think they're in 

one place Vs another.   They can be in your body or on Acturas 

or in the space and time of INC 1 depending on what they think, 

and although they are not cause over this, they move around 

depending on restimulation.   All you have to do is decide that a 

bunch are in your body and they can be there.   Or you can mock 

up a slight agreement with the middle of Jupiter, and find a whole 

bunch there.



Once you've had the location cog, it is generally enough to just 

touch one and he realizes that he's not located, nor was he ever 

located in the first place and he frees up.   One thing that messes 

this up is to run NOTS processes "locating" BTs.   You can still 

spot where one happens to think he is, but if you push it, or 

search for one somewhere, you frequently find yourself forcing 

a BT to occupy that location.



Let's say that one is in a table.   You touch him and he realizes 

he's not there (and never was except by a foolish consideration) 

and ceases to be there.   This happens so fast that you keep trying 

to locate him.   Since you can reach anywhere in space or time in 

any universe, you can still reach him and the effect is to put him 

back.   This not only lays in a false location but it also invalidates 

a big cog for the BT.   It only takes about 5 minutes of S/NOTS review 

after the location EP to get you into this mess.   With this data, it 

should only take you a moment to spot enforcing a location and to 

dust the BT off and send him on his way.   Without this data, you 

could have trouble for years.



Since they do shift around based on consideration, its very easy

to shift BTs into the body to have something to run if you 

continue past EP.  This can get really awful if you get run

on an audited Nots rundown (e.g. audited on you by someone else)

after completing.  Between the auditor's intention to find something

and your intention to obey his commands and the basic wrong

indication of doing more after EP, you end up dragging them into

the body from all over the universe.  And because this is slightly

invalidative, your ability to blow them by inspection gradually

deteriorates.  The appropriate correction list item would be

"Putting them there to run?".



Another thing that happens on continuing past EP is that you can 

start mocking up BTs that aren't there.  You get into doing this

by blaming things on them when it is not the correct reason.  Then

you think there really should be something there when there isn't,

so you mock up something.  Then, because you are saying that this

mockup of yours is somebody else, you have one hell of a time

blowing it.  So you also need "Mocking up BTs that aren't there?"

on the correction lists.



One very interesting effect which might occur is that some BTs copy the 

cause over life cog and start evangelistically going around freeing 

others out of trees and flowers and old theta traps etc.   This is 

fine.   Sometimes they come back for advice.   Unfortunately, if 

you go long past EP, you begin to invalidate the state yourself.   

Occasionally, these guys pick that up and also cave in on the inval 

and frequently collapse back into you in a state of misery that's 

impossible to resolve unless you spot that this is what happened 

and rehab their EP.



After EP, there are two other things that fool you and make you 

think you're not done.   The first of these is hidden standards.   It 

is true that the BT cross copy is one of the reasons you can't walk 

through walls, but it is not the only reason.   You also have your 

own whys for not doing this.   Once your no longer the effect of 

BT considerations, it is foolish to blame your inability in some 

area on BTs.   It is your own responsibility and considerations.   

To say that the stop is due to a BT is a wrong why.   After EP, if 

you could walk through walls, you would even if a BT is saying no 

you can't.   After all, you can open a door over a BTs protest 

without a second thought about the matter.



Any inability, physical problem, aberration, or out point can be

made worse by BTs.   But there is nothing for which the why is 

always BTs.   Anything can also be due to your own postulates and 

considerations etc.   There are other OT levels.



The other thing that fools you is that BTs can be masked by your 

own aberrations.   Lets say you have horrible overts with carving 

knives (or these knives play a big part in an actual GPM that you 

can't confront).   You might not spot a BT being a carving knife or 

hiding in a carving knife.   It is not that the BT keeps you from 

perceiving him or is creating a non confront on carving knives.   

It is your own non-confront.   So as you do things that raise your 

confront, BTs do show up and blow.   After EP, they generally 

blow by inspection unless you have a why that is keeping you 

from inspecting.   After EP, you don't have any non-confront of 

BTs and can't be fooled by their attempts to hide, block, or 

obscure things.   However, you are still at liberty to non-confront 

something on your own that happens to contain a BT.



After EP, you can and should continue to handle BTs.  Because of 

the non-confront factor, you can find and blow considerable 

numbers of them while running other materials that address your 

own case.



If you have overrun the EP, the above discussion should help you 

rehab it.  You need to dust off your ability and certainty on 

handling BTs and get rid of any invalidation on it so that you can 

blow them easily by inspection when they show up on more 

advanced processing.  The blow by inspection ability deteriorates 

quickly on inval so don't let anything shake your confidence in 

this area.  Clean up the skill and use it and don't let anybody or 

anything put you into a Q & A about it.





2. NOTS PHENOMENA



There are a few NOTS phenomena that you should know about 

just in case you didn't hit these already.   For me they turned up 

on audited NOTs but I had heard about these kinds of things in 

the HCL lectures.   By the way, you should listen to these lectures 

(The Hubbard College Lectures of early 1952), especially the 

later ones (History of Man, Theta Bodies, How to audit a Theta 

line, etc.) for additional information.   They contain a great deal of 

data about entities and "idle spirits" and what they do and how to 

get them to blow.



During heavy overts, motivators, ARCXs, and other things which 

cause valence shifts, it often happens that a BT crosses over from 

one individual to another.   This is probably one of the big 

reasons for a valence shift.   The BT winds up connected both to 

you and to the other terminal and you may spot him in either body 

(or in the location of the incident or anywhere).



You can also have a BT who's going around influencing others 

against you.   This is one of the mechanisms of pulling things in 

(but there are others as well - its not all due to BTs).



Probably the phone call business in the Suppressed person 

rundown works because there is a mutual exchange of BTs during 

heavy suppression.





3. NOTS ACCELERATION TECHNIQUES



There are some things you can do to increase your horsepower in 

handling BTs.  These are beneficial even after EP.  These might 

even be runable by someone on OT3 once Incident 2 has cooled 

down but perhaps I'm being overly optimistic.



First, if you can run PDC mockup techniques successfully, try 

mocking up bodies and mocking up BTs in them and then mockup 

someone blowing them all out by inspection.



Second, run overts connected with the area.  This includes 

implanting and also simply using BTs (or other enslaved beings). 

for your own gain.  This is especially common in magic track.  You 

would throw a BT at someone to compel them to do something or 

talk to someone's BTs (as in hypnosis) to have a hidden effect on 

them.  Often the magic spells contained items out of implants said 

in older whole track languages that were no longer understood by 

the average person which were meant to wake up and command 

someone's BTs.  Real voodoo worked by getting some of the 

target person's BTs to move into the doll and create a cross-copy 

between the voodoo doll and the individual's body.  It's actually a 

mild version of bodies in pawn.



There are times when you thought of captive souls as wealth.  The 

old wizards had a motto.  It was "Beings are the coin of the 

universe".  It was a very deadly coin and you still bear the scars.  

Run out the overts and be free.





4. THE INEFFECTIVENESS OF BTS



Implanting somebody with BTs was actually totally ineffective as

a control mechanism.  They cannot actually create very much of an

effect on the person.  In this regard, we're quite thick skinned.



Any time you see a really major gain occur from blowing a BT, 

realize that the BT was restimulating rather than creating the

condition.  If you look deeper, you will find that the person

himself mocked up the aberration or somatic originally and the

BT was simply keeping it irritated.



You need to alternate BT handling with handling the PC's own case

or else you will get a deterioration of responsibility because

the PC will start mocking the BTs up as being cause.  In actual

fact, the BTs are generally being heavily affected by the PC, he

just doesn't realize how much he is kicking them around.



On NOTS one finds out that there are a tremendous number of dormant

BTs (in comparison with a very small quantity of active ones).

The impression one gets is that there are so many dormant ones

because they were overwhelmed by the implants.  This is wrong.

These guys were overwhelmed by the thetan (e.g. the PC).  He keeps

them dormant and knocked out.



The person wakes up in the morning and he feels a little sluggish

because some BTs started waking up while he was off dreaming, and

they are now having a field day messing up the body.  The PC just

feels a little tired, but he projects some intention and pushes

himself out of bed anyway.  This tiny push is enough to swamp out

hundreds of BTs and knock them back into unconsciousness.  Its that

easy.



If BTs seem to be making the body sick, you can just bet, dollars to 

donuts, that the PC has some postulate to be sick buried out of sight 

somewhere.  They just can't do it otherwise.



Most BTs are just fragments of beings.  And even when you do get

a complete individual operating as a BT, they have zero havingness

and almost no awareness.  They just can't stand up to the level

of intention that a fully aware and alive thetan can project.



The only thing that you can do which can get you in real trouble

with BTs is to postulate that they are cause and say that they

are responsible for the condition that you are in.  Its like

finding a moron and handing him a knife and then spending a few

hours coaxing him into stabbing you with it.







5. CLEANUP OF TRACK AND IMPLANTS



You will find that there are BTs stuck back in the time and place 

of major implants.  These are not actually located in the body, 

they really stayed back there (which is different from BTs who 

came forward in the body and only have the old implant in restim).  

You will find that they have lines reaching out from the old 

implant down to the body.  Usually they will be stuck up near the 

top of the incident.  Generally they wound up that way because 

they hit a point in the implant where they were unwilling to 

continue on and tried to reverse time and go backwards.  That got 

them stuck.  They stayed located in that spot and refused to agree 

with any subsequent forward progress in time (i.e., not-is-ness) and 

kept the early part of the implant mocked up.  But they had earlier 

implants to stay attached to the Theta being who was going 

through the implant, so they still have a line attached to him.



I originally found these by tracing down lines connected to the 

body (there are many reasons for these lines).  However, its 

easier to run these simply by checking over an old implant and 

scanning it for BTs.  If you do it that way, you don't have the 

problem of tracing the line or figuring out which implant it is.  

Generally these will blow easily by having them spot the first item 

of the implant or the first moment of impact or by spotting being 

pushed into the implant.  Often they will simply leave on being 

spotted or acknowledged or on being granted a little beingness.



For implants done in this universe, Incident 1 is an undercut.  The 

platens of OT2 cover a large number of the heavy electronic 

implants of this universe.  You will find that the dates in the OT2 

materials are also correct in addition to the combined use of all of 

these in Incident 2.  These implants are recorded on memory 

crystals and sold by Implant dealers for use on unruly 

populations.  Often you will find that the Implant dealers will first 

go around acting as third parties and agent provocateurs to create 

civil unrest and then will make a big profit on the sale of the 

devices to a paranoid king or emperor.  In the case of Incident 2, 

the Confederacy simply bought everything in the catalogue.  So 

you can find each implant individually at many different dates and 

in many different societies in addition to finding all of them in the 

R6 portion of Incident 2.  By the way, don't be afraid of memory 

crystals in general.  They are simply the space opera equivalent 

of computer chips and recording tape.



You can also find some stuck in the clearing course materials.  

These predate Incident 1 (they occur in an earlier universe).  If 

they don't blow on inspection, acknowledgment, or granting of 

beingness, have them spot the first item of the CC or have them 

spot being at the top of the spiral staircase immediately prior to 

the first run of CC (each spiral contained a run).



This technique applies in general when dealing with BTs stuck in 

implants of whatever sort.  Normally you  blow by inspection.  If 

that doesn't handle, then blow by having them spot the first 

moment of the incident.  Your knowledge of the anatomy of the 

track can help here, but if you don't know, just have them spot the 

beginning and earlier beginnings or the beginnings of an earlier 

similar incident.  The solo NOTs "what are you" technique also 

works but they are often being an item in the implant and this 

makes for difficult listing and should be avoided (wrong wording 

of an implant item can kick other things into restim).  You can use 

"Who are you" with good results if they have been loosened up 

enough to give a "Me" answer without listing valences.  Use your 

judgment on this.  Always use "Who are you" on partial blows.



You can also find a pile of BTs and Clusters back at each point of 

"Spiral Death".  These are times when you "died" as a thetan.  

They are the bottoms of the "spirals" mentioned in History of Man.  

There will be some moment when you were in really bad shape 

and then you were really smashed badly by something and just 

plain gave up as a being.  The whole "theta body" (really an 

energy body) that you were using at the time collapses in on itself and 

"dies" and your consideration is that you have died as a being.   

Generally you leave a piece of yourself behind at this point along 

with a mass of energy and facsimiles and mental machinery.  Some 

of the BTs and clusters that were stuck to you at that time will stay 

there as well but will continue to keep a line connecting them to 

you.  You are also connected by the piece of yourself that you 

leave there and also by your own considerations (you will have some 

idea that you never left).  Generally you only have to blow off the 

BTs and Clusters.  The Nots techniques work well here or you 

can run them back to the joiner or cluster forming incident.  After 

these are gone, the split off portion of yourself generally rejoins 

naturally and you feel a bit bigger.  If this doesn't happen and if 

(and only if) you get a feeling of still being stuck there, then first 

try for BTs/Clusters.  If that's not it, run a little regret off of the 

death and look for overts prior to it.  These splits are easier to run

than most splitter incidents because they were formed by simple 

force (which is easy to confront after Clear).  (if you do have

any trouble, use "point to the being you divided from - Aug 1996).



Bodies in Pawn are more difficult to handle.  Again there will be 

lines running from the current body to the one in Pawn.  There 

will be a large number of BTs and Clusters holding these lines 

both in the current body holding the one in pawn and in the 

pawned body holding the current body.  Often they are mixed up 

as to exactly which body they are in.  After you've blown them all, 

you'll find that you also left a piece of yourself in the other body.  

Generally there will be an implant where you were made to divide 

yourself and be in 2 positions.  In each position (you are usually 

standing beside yourself) they implant you with opposing goals so 

that you detest yourself in the other position.  This keeps you 

from recombining the viewpoints even though your running both 

sides.  One side goes into the body in pawn and holds you 

connected.  Usually there is a phrase about leaving your real self 

behind when you are sent from there to Earth (or where ever).  

Try to blow this simply by spotting the lie.  Also, try spotting the 

earlier beginning (see Before Earth in History of Man) and try 

spotting earlier overts you did do and overts you were falsely 

accused of just prior to the incident.  Also check for the overt of 

doing this to somebody else.  If all else fails and if you are still 

troubled by the body in pawn, you can list out the opposing goals, 

but this can be difficult and should be avoided if possible.



Bodies in pawn are not limited to space opera track in this 

universe.  It was quite common to keep a piece of someone's body 

in a jar and give it orders on the magic track.  Earlier universes 

also had similar control techniques, not necessarily dependent on 

having a piece of someone's body since bodies were not as 

important early on.  The trick can be worked using anything that 

will get a being to leave a bit of his beingness in a spot where you 

can give it orders.



You will also find that there are monitor, suppresser, and control 

BTs focused down at you from a distance.  These may be in 

invader installations or whatever.  They also have lines running 

down into your space and they try to block OT abilities.  Often 

they get active when you try to do the drills in Creation of Human 

Ability Route 1 or the drills on the old OT 5 and 6.  If you've done 

these, you should check back and discover release points where 

you did gain an ability and had it immediately blocked by a 

suppresser BT.  Often these BTs are in some sort of implant 

station that has long since been destroyed.  For example, in the 

distant past there was a large orbital station around Venus.  Its 

long gone, but the BTs are still there going around in orbit and 

keeping a vague mockup of the station in place.  An unsuspecting 

being can wander in there and get hit with an implant right now in 

PT.  Implant machines are partially made of MEST (computer 

circuitry and energy waves etc.) and partially made of implanted 

beings who intend the items telepathically.  These unfortunate 

beings are "manufactured" into the machines by implant salesmen 

(after they have gotten a civilization to smash its citizens, the 

salesmen will kindly help clean up and take the ruined remnants of 

beings off to their factories).



You can go quite far with these techniques, but once you start 

getting into earlier universes, eventually you'll run into entire 

universes built as implants.  Although these same principles will 

continue to apply, the implant universes are much more complex.  

You shouldn't be afraid of bumping into them and you can knock a 

few BTs out of them without getting into trouble.  But don't fool 

with them too much until you get all the data.



The above information on handing bodies in pawn and suppresser 

BTs focused on you from a distance etc. explains the occasional 

big cave in that some people have following a manifestation of OT 

abilities.  They begin to wake up as a being and manipulate the 

universe and then they're sick and they feel that the space 

invaders or magicians or whatever are after them.  And to some 

degree, it's true.  It is beside the point whether or not the MEST of 

some old body in pawn or implant station or whatever is still 

around or not.  There is a theta remnant in these things that can 

activate in PT and give the guy trouble unless he knows enough 

to handle it.  Just blow the BTs and clean up any pieces of 

yourself that you left behind and the trouble will turn off.





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



              9. NOTS IN SCIENCE FICTION



This section is only intended as an entertaining interlude.



There are 3 famous science fiction stories about BT-like entities

who control us and feed on our emotions.  These stories all have

the idea that the entities themselves block our ability to see

them (which has some truth to it, I didn't see active BTs as

sparks until I had done a good bit of Nots, and these sparks are 

visible to the naked eye and you will see one entering or leaving

somebody occasionally).  They also include the idea that if you

find out about them while you're still under their control,

they will make you kill yourself (which does not seem to be the

case).  Furthermore, they include the idea that if somebody were

to get rid of these entities, other people who still had them

would be influenced to hate the person who had gotten rid of

them.



Except for the bit about them blocking perception, all these ideas

seem to be false.  But they make for very interesting reading.



The ideas trace back to Charles Fort, who came to the conclusion

that we are cattle, owned and milked (for emotion or energy) by

hidden beings.



The first and most famous of these stories is "Sinister Barrier"

by Eric Frank Russell.  If I remember correctly, it was written in

the late 1930s during Russell's Fortean period (he also did a

short story about continents in the sky, and a powerful but 

outdated novel about Earth the prison planet called "Dreadful

Sanctuary").  Russell calls them Vitrons and has them hovering

over the person's head.  The book opens with people who discover

this being forced to commit suicide.



This novel was well known to Ron and may partially explain why

he put such fantastic cautions on dealing with these things.

Its amusing to note that at the end of the original version

of "Dianetics the Evolution of a Science" which appeared in

the May 1950 Astounding Science Fiction, there were an extra

few paragraphs where he mentions Russell's book.  It was 

something to the effect that Russell was right in saying that

there was a sinister barrier, but the barrier was not from

some outside agency, it was in men's own minds.



The next of the famous ones (there are certainly other stories

in this vein) is Colin Wilson's "The Mind Parasites".  Again

the story opens with suicides, and the hero manages to overcome

the impulse when he realizes it is coming from an outside source.

Eventually a team of people who managed to free themselves from

this influence discover that these entities were blocking OT

abilities and begin mastering telekinesis etc.  The same author

is also famous for his writings in the field of metaphysics.

The science fiction movie "Lifeforce" was based on one of his

stories.



The third one is "Noplegarth" by Jack Vance.  His entities are

called "Noples" and anyone who doesn't have a Nople can see 

them riding on other people's shoulders.  The interesting twist

in his story is that when people finally become free of their

Noples, they can now be grabbed and taken over telepathically

by an even worse being who lives on a far planet.



All of these are well written and quite entertaining.  And

reading stories is a good way to try out ideas and consider

them in the abstract without getting your own fears and 

personal considerations mixed up into it.







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





              10. SPLIT VIEWPOINTS (SVs)



(I wrote this long before I found the "point to the being you

divided from" process which makes handling split pieces easy.

The techniques given here are the earlier ones which only worked

sporadically.  The later write-up on "divide and conquer" takes

precedence over this one.  This write-up is included here to

provide more background information and as a record of research.

- August 1996).





Aug 15, 1990



In earlier technology, we only addressed one side of the 

mechanism whereby a thetan infests and abberates another.   The 

concern has been completely aimed at clearing the thetan of the 

influences of other theta units such as the BTs and Clusters 

discovered on OT3 and the PMEs, CEs, and other entities 

covered in these writings.  But in truth, there are 2 sides to every 

coin and the thetan himself is actually fragmented and secretly 

running split off pieces of himself which are busily abberating 

other people.  In other words, he can find that he is being a BT 

on many other human beings walking around here on Earth and 

elsewhere.  We will call these fragments Split Viewpoints (SVs).



Before we talk further about SVs, let's take a look at the sane 

behavior underlying this phenomena.



There are 3 ways to endow something with life.  First, you can 

animate it with unaware thought, second, you can go over and 

animate it yourself, or third, you can divide into two individuals 

and have one of you animate it.



It is easy to place a thought in something.  You can actually build 

quite complex constructions of programmed thought which will do 

all sorts of interesting things even to the degree where someone 

else is fooled into believing that they are looking at a real thetan.  

A good example of this is a computer.  The programmer's labor 

long and hard postulating a complex pattern of thought which 

often appears to act in an intelligent and independent manner, but 

this thought is not aware of being aware and is not creative in the 

fullest sense of the word.  Look inside a computer sometime, 

there's lots of thought but no thetan unless someone has shoved in 

a BT to screw up the works.



You are also capable of being in two places at once.  Really, your 

not located anyway, so you could operate from all positions in this 

universe simultaneously.  You can put little bits of 

your intention/attention units in all sorts of places and do lots of 

things from these positions and have quite a good time doing this.  

Sometimes you do this and hide it from yourself to have 

interesting game conditions and surprises etc.  In its pure form, 

there's nothing very abberated about this.



A thetan can also divide into two individuals.  In this case, both 

have the same earlier track, but they each go their own way 

thereafter.  Ron mentions this very briefly in the HCL lectures 

and in the 5th ACC.  My own research finds that there were only a 

small number of individuals (10,000 or so) present at the beginning 

of the Home Universe era.  The trillions who are here now all 

trace back to those few early beings.



If this all begins with a "Static" which can duplicate itself, then it 

makes sense that the individuals later on the track can still do this 

trick.  I can imagine that one could postulate a "new soul" that had 

no track or experience, but such a being would be a full god 

without the basis for agreement to connect to this sequence of 

universes, so he simply wouldn't be here.  The only way you'd 

get someone in here would be to let him share the track which 

leads here, and that means that at the moment of division, you are

both the same.  Then each of you hurry's up and gets different 

real fast.



Note that once divided, these true individuals do not merge 

together again.  There would be no purpose in it.  You wouldn't 

choose to terminate one of the two theta lines because each is 

interesting and adds to the game.  Also note that early on the 

track, this is not abberative.  Later on, we find mild aberrations 

because of considerations of havingness and limited ability to 

create, but generally you handled this is some sensible manner.  

Usually, when you divided you had some good reason and a 

sensible plan.  For example, you were very interested in 

continuing to operate where you were but also heard of 

something very interesting to do elsewhere and decided to 

become two so that both could be experienced to their fullest.



There might also be some sort of paired reproduction of thetans in 

a 2D like manner, but I have no awareness or data on this right 

now.  It would seem possible because there are a few vague 

comments by Ron about the basic thetan being two rather than one 

in the HCL lectures and in the 3rd ACC.  If so, then it is 

conceivable that two thetans could each produce a half which 

would merge together into an individual.  The resulting individual 

would obviously have to have a full track back to native state, but 

it might be a dual track.  I don't think that this will make any 

difference in processing (he can still spot and handle early track), 

so the question doesn't need to be settled at this time.



And so we have the 3 mechanisms in their sane form.  He can put 

some thought (which is not aware of being aware) over there, or 

he can operate from a viewpoint over there (except its not over 

there, its just one of many locations he owns and operates from), 

or he can divide and one of him goes over there.  This is the 

sanity that underlies a vast sphere of aberration.



                          ----------



The thetan can be made to divide, and hide from himself, and in 

each of these split fragments, he can be made to abberate himself 

and others.  These split pieces are not quite true individuals (you 

have to live your own track to become individual).  They are 

more like the result of putting out intention/attention units to 

operate from various places.  But the heavy unawareness and 

implanted goals that are generally present make these pieces 

more separated than you would expect so that they are almost 

individuals.  There are many variations of these and some come 

closer to one extreme or the other.



We will refer to this entire class of theta units as split viewpoints 

(SVs).  Generally, this is an abberated partial split that is not quite 

a totally separate individual.  The PC can discover that he is being 

each of his many fragments (SVs) but he makes a point of not-

knowing about this from his primary theta line where he is 

maintaining himself as a unique individual.



Mostly he's 90 percent unconscious in each of his split viewpoints, 

but he does have a least a small amount of awareness and 

intelligence there.  Often you will find an SV where he has a great 

cheerful glee at abberating himself and others.



The PC generally has deep and strong considerations that 

memory is locational and will only use the memories in a particular 

operating location that were acquired in that location.  He doesn't 

let the data cross over.  He also will usually insist that 

responsibility is also location dependent.  Himself in position A is 

not responsible for what he did in position B.  He hangs onto this 

attitude because he's often committing overts and doesn't want the 

blame to cross over.





VOLITIONAL SVs:



Although most SVs are setup by implants, he also does this himself 

on purpose.  He will push a sneaky little piece of himself into 

someone else to control them.  In this society, you see this often 

on the 2D.



This does not occur on a simple attempt to handle somebody or in 

making some postulates etc., it is a real attempt to compel 

someone by pushing a piece of yourself into their head.  I don't 

think that most people do this very often, but you should at least 

be able to find a few times where you did in this lifetime.  Usually 

the action is of short duration and you pull out again and dissolve 

the split, but occasionally you might leave a piece in there 

permanently.  These should all be cleaned up.  Also, chains of 

overts of trying to compel people should be run out.



I think that we will find that rape includes the rapist pushing an SV 

into the victim (the victim would find it as a BT).  We might also 

find that this generally occurs when an SP drives someone PTS 

which gives us another explanation for the phone calls on the 

suppressed person rundown.



You will also find that the pc has sometimes split off a helpful SV.  

He does this as a defense mechanism.  For example, he knows the 

thought police are going to catch him and so he sends a piece of 

himself off to hide and come back later to break him out of jail.  

He makes himself forget this so that the police wouldn't read his 

mind and find out about it.  Sometimes these are clouding his mind 

or abilities to keep the police from finding out.  Usually the need 

for these is long gone but he never noticed and is still keeping 

things from himself.





COMPULSION SVs



The thetan has frequently been implanted to split into pieces 

from which he is ordered to emit various compulsions at himself 

and others.  A significant version of this is the "compel" item 

derived off of each penalty universe (covered in another write-up).



In an early version of this, he simply puts pieces of himself into a 

big pool representing "Eternity" from where he sends 

compulsions at himself.  Later implants make him fragment and 

place him in various locations around himself and others emitting 

these compulsions.  His fragments appear like BTs to other 

people.



The compulsion SVs will be covered in more detail in a separate 

write-up.





THE 5 WAY GPMs



This implant has him divide into 5 valences for each of these 

"Actual GPMs" and try to push himself, as each of these valences, 

into other people for the purpose of acting out the GPM in life.  

This is run out with its own platen.  See the write-up on the 5 way 

GPMs.





POOLS AND UNIVERSE MACHINERY



The PC  has often been made to put a piece of himself into a cross 

copy pool of one kind or another as described in the write-up on 

Pool Theory.  This includes emotion clouds and somatic pools and 

the big cross copy pools in the universe machinery through which 

he keeps the universe continually created.  He's in these pools 

along with everyone else.  This maintains the physical contact that 

everyone thinks is needed to maintain a consistent experience of 

reality and feelings and somatics etc.



One interesting thing that everyone does is to divide after 

dropping the body and say that only one copy has the earlier 

identity and memory.  This copy is fed into the universe 

machinery for preservation.  The remaining copy (by which we 

mean you) is supposedly a pure untainted new individual.  Of 

course this doesn't work, but it contributes significantly to 

forgetting the previous life and pretending that you're someone 

new.





OTHER SPLITTER IMPLANTS



There are numerous implants that make the individual divide.  

The usual physical universe technique is to force him to be in two 

places by use of force (energy waves etc.) and then implant mutually 

detestable goals into him in the two different locations so that he 

will keep them separated.  He might be implanted to be a 

policeman and hate crooks in one position and implanted to be a 

criminal and hate police in the other, so that from each 

viewpoint, he despises himself in the other valence.



Another common technique is simple trickery and treachery, 

giving him false data and convincing him to split for his own 

survival or for the sake of helping others.



Mass implants generally have people divide many ways and 

become BTs on each other.  This is true of incident 2.  He didn't 

simply get infested with BTs, he also became many BTs which 

were implanted into others.



Double body incidents include dividing and "leaving your real 

self behind" in the body that is held in pawn.





HANDLING:



Sometimes you might have handled a split by running it as a BT, 

especially when you were running a BT on someone else's body.  

Sometimes someone else blows a BT which is one of your SVs and 

you just feel a bit better or have some cognition out of thin air.



The main technique is simply to blow by inspection.  You just spot 

the SV and the division dissolves or you spot the moment in the 

implant when you divided or you spot the item that did it.  Often, 

spotting the decision to divide will cure it (especially true for 

volitional splits that weren't forced by an implant).



When one of these dissolves, you don't generally abandon the 

location or whatever.  You just become bigger and can consciously 

operate from more viewpoints.  Note that you're not going to absorb 

or drain any other individuals.  If something is independent 

enough to go its own way, then it will.



One technique you can use is to simply reassume the viewpoint 

and responsibility.  You can get on the other side of the "valence 

wall" and run flows or mockups of the wall to dissolve it.



You can also use ordinary BT handling techniques.  One thing 

that works on difficult ones is to assess for the underlying penalty 

universe goal and either have the SV spot the top or spot the top 

of it yourself from the SV viewpoint.



Often an SV will also have BTs accumulated around it and copying 

it.  What frequently happens is that the split dissolves 

immediately on inspection and then a BT copies the split viewpoint 

and pretends to be you since this is a good way to control you or 

create an effect or simply because it is interesting.



Because of this, if you need to run something on the SV beyond 

simply blow by inspection, it is usually best to run it as if it were a 

BT.  This will dissolve splits and restore your ability to occupy the 

location as yourself while also blowing any copying BTs and 

allowing anything that has become a separate individual to free up 

and blow.



Sometimes you will find yourself waking up in a "senior" 

viewpoint.  These may be "oversouls" or whatever and often are 

in higher universes or in traps of various kinds.  Generally your are

almost unconscious in these viewpoints but you have the idea that 

they were the "big" you and your earth existence is the lesser copy.  

Often, you got out of traps or whatever by leaving yourself behind and 

extending out a "lesser remote viewpoint".  The handling is to 

clean up machinery etc. (PMEs, CEs, etc.) that is surrounding you 

in the "higher" viewpoint.  Usually the perception of these turns 

on for a brief while and then fades.  Use the opportunity to clean 

up everything you can get your hands on.  You might have to pick 

up one of these areas a number of times before you get enough of 

the trap taken apart to free yourself from it completely.  Just 

persist in blowing things and don't Q and A too much about where 

you are or what's going on.  You'll just get dub in until you pull 

off enough of the surrounding weight.




