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

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

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

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

August 1996

12.1.1 FIND SOME PLACES WHERE YOU'RE NOT

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

12.1.2 EXTERIORIZATION BY ALTERNATE SPOTTING

You lie down and close your eyes.  Then:

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

The commands are run alternately.

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

12.1.3 SELF ANALYSIS as an OT Drill.

This is done using the book "Self Analysis".

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

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

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

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

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

12.1.4 SIMPLY SLIDING OUT.

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

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

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

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

12.1.5 TECHNIQUES THAT ARE NOT VERY GOOD.

Many of the yoga and metaphysical techniques are not ideal.

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

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

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

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

12.2 SOP 8C REVISITED

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

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

12.2.1 HANDLING ORDERS

This is run exterior.

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

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

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

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

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

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

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

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

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

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

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

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

The third process is on places.

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

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

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

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

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

The next one is on groups.

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

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

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

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

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

The fifth one is on governments.

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

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

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

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

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

Then lifeforms.

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

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

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

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

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

Then energies.

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

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

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

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

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

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

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

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

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

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

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

12.2.2 Following orders

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

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

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

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

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

12.2.3 The SOP 8C Goals Process

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

a) Spot some goals you do not have.

b) Spot some goals that others do not have.

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

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

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

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

12.3 SOME HIGH POWERED PROCESSES

August 1996

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

12.3.1 UNIVERSE EXTERIORIZATION

Spot three points in the room.

Spot three points outside of this universe.

Run alternately.

See what you come up with.

12.3.2 MUST NOT TOUCH

Pick an object in the room.

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

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

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

12.3.3 INFINITE MOCKUPS

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

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

12.3.4 OWNERSHIP OF REALITY

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

Run alternately:

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

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

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

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

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

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

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

Lifeforms

The body

Your machinery

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

The physical universe

Agreed upon machinery

Spirits

God.

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

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

12.3.5 ENERGY BEAM DRILL

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

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

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

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

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

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

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

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

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

12.3.6 DUAL REALITY

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

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

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

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

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

Then repeat the above with 2 mocked up objects.

Then repeat again with 2 more physical objects.

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

12.3.7 POOR BODY

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

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

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

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

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

d) Imagine that you are interiorizing into the object to fix it.

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

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

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

Then pick another object and repeat the above.

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

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

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

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

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

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

12.4 SOP 8 OT

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

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

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

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

1. Truth/Untruth

run alternately

a) spot 3 things that are true

b) spot 3 things that are not true

c) spot 3 things that are true for another

d) spot 3 things that are not true for another

e) spot 3 things that are true for others

f) spot 3 things that are not true for others

2. Granting rights

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

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

a) Grant things/people the right to be there

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

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

d) Grant others the right to grant rights

e) Have others grant you the right to grant rights

3. Wrongness

Walk around the block and find things wrong.  If nothing is obviously

wrong, then find things that are unreasonably wrong, such as the

shrubbery doesn't change colors to compliment the girl's clothes etc.

Do this for at least an hour.

Then do this exterior, drifting around cities and countryside,

beginning with your local area.

4. Certainty

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

5. Disagreement

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

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

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

6. Wasting

Run each of these as a separate process:

If your doing this solo, then for each question, write down answers

until you feel good.

6.1  Mockup a way to waste knowing about things

6.2  Mockup a way to waste perceptions

6.3  Mockup a way to waste enthusiasm

6.4  Mockup a way to waste anger

6.5  Mockup a way to waste hostility

6.6  Mockup a way to waste fear

6.7  Mockup a way to waste grief

6.8  Mockup a way to waste effort

6.9  Mockup a way to waste pain

6.10 Mockup a way to waste sensation

6.11 Mockup a way to waste symbols

6.12 Mockup a way to waste thinking

6.13 Mockup a way to waste eating

6.14 Mockup a way to waste sex

6.15 Mockup a way to waste mystery

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

6.18 Mockup a way to waste space

6.19 Mockup a way to waste time

7. Having

Run alternately until you feel very good

7.1  spot 3 mysteries that would be interesting.

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

7.3  spot 3 foods you wouldn't mind eating.

7.4  spot 3 ideas you wouldn't mind having.

7.5  spot 3 symbols you wouldn't mind displaying.

7.6  spot 3 sensations you wouldn't mind having

7.7  spot 3 efforts you wouldn't mind doing

7.8  spot 3 emotions you wouldn't mind feeling

7.9  spot 3 sounds you wouldn't mind hearing

7.10 spot 3 things you wouldn't mind seeing

7.11 spot 3 things you wouldn't mind knowing

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

8. Present time

Run alternately

a) resent present time

b) desire present time

9. Barriers

run alternately

a) spot some barriers that are not in front of your face

a) spot some barriers that are not behind you

a) spot some barriers that are not on your right side

a) spot some barriers that are not on your left side

a) spot some barriers that are not above you

a) spot some barriers that are not below you

10. Blackness

a) pick an object in the room

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

c) alternately fix your attention on the blackness and take your

   attention off of it a few times.  Then continue until you feel    comfortable, have no attraction to the blackness and can ignore    it and look through it.

Then repeat this with another object, etc.

Then close your eyes, mockup a ridge of blackness, and alternately

fix and unfix your attention on it as above.  Repeat, placing the

ridge in different directions.

11. Layers of Blackness

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

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

12. Creation

Have objects accuse you of not creating them.

You acknowledge them and tell them that their wrong.

13. Objective exteriorization

a) Spot an object in the room.

b) Get the idea of interiorizing into the object and being it.  Mockup

being in the object as thoroughly as possible, and actually go

into it to whatever degree you can.

c) Then exteriorize from it.

Repeat many times.

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

etc.

14. Emotion

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

15. Interiorization

Mockup exteriorizing and pushing yourself back in.

Repeat until you have no urge to go in.

16. Occlusion

close your eyes.

a) spot an occlusion or blackness.

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

Repeat.

17. Alright

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

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

18. Aliveness

Have the walls say alternately, "you must make me alive",

"you mustn't make me alive".

19. Thought

Put out a thought and mockup an effect coming back.

Repeat until you feel good.

20. Nothing/Something

Alternately put up nothing around yourself and something

around yourself.

When you mockup something around yourself, consciously alter

it slightly at least once to ensure that you are being causative

over creating the mockup rather than just pulling in an old

picture.

You can start out doing this in the body, mocking up things

like water, air, pudding, energy clouds, cotton, wood, granite,

and steel around you.

Then do it exterior, including putting up chairs, tables, symbols,

basic objects, and bodies.  With bodies especially, be sure to

shift the appearance around a few times because there will be

a tendency to put up old bodies that you've had or seen on TV etc.

21. Mirrors

21.1  Look in the mirror and flinch.

After you have done this many times, then alternate:

21.2 a) Look in the mirror and flinch.

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

For step b above, you mockup your ideal and look at that instead

of the image in the mirror.

21.3 Look in the mirror and see nothing.

After these are all done, then pick objects (walls etc.) that are

non-reflective and mock them up as being mirrors and repeat the

above drills.

22. Flinching

22.1 Look around and spot things and flinch at them.

Then repeat the process exterior, looking over the city.

23. Flitter

Mockup flitter, which is like golden sparks (or use white sparks

if you have trouble with golden).  

Push waves of flitter against objects and pull it back.

This is intended to raise perception.

24. Animal Bodies

Pick some non-human body type such as a lion or a horse.  Imagine

yourself as that creature and visualize how you would move the

limbs etc.  Then exteriorize from that body.

Repeat this a number of times.

25. Beingness

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

b) Be it and experience it.

Repeat many times.

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

"what kind of space".

26. Memory

Run alternately.

a) Order yourself to forget something.

b) Remember it anyway.

27. Perception

Leaving your eyes open, look around the room but don't see it

while you do so.  Inspect things very carefully, but don't see

them.

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

28. Terminals

In each process, run the two questions alternately.

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

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

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

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

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

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

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

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

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

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

29. Affinity

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

30. Falling Upwards

Mockup falling upwards and other things falling upwards in

disagreement with gravity.

31. Blackness Machinery

Mockup machines that make blackness and throw them away.

32. Remedy of havingness

Mockup an acceptable copy of the Earth and then deteriorate it

until it snaps in.  Repeat.

33. Machinery

a) Find a machine you can be.

b) now be it and perform its function.

Do this in mockup form for ordinary physical universe machinery,

such as cars and drill presses.

Then do it for mental machinery.

Then do it for machinery that stops things, such as machinery which

stops you from remembering, perceiving, and doing OT abilities.

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

You put up a picture, then you be the unmocking machine which snaps

it up and makes it vanish etc.

Then do it for compulsively creating machinery which puts the walls

there etc.

34. Enjoyment and Admiration.

Mockup enjoyment in various places.

Put clouds of pleasure over various cities.

Mockup crowds of people admiring you.

35. Nobility

Put Nobility into the walls.

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

Then put clouds of nobility over various cities.

36. Terror

a) put feelings of terror into the walls

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

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

37. Courage

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

37.1 Mockup clouds of courage over various cities.

37.2 Go to a crowded place and postulate courage into specific

individuals.

37.3 Mockup a way to waste courage.

37.4 Put feelings of courage into the walls.

Then mockup a feeling of courage in the face of blackness and

repeat 37.1 to 37.4 above using that version of courage.

Then mockup a serene and contemptuous type of courage and

repeat 37.1 to 37.4 above using that version of courage.

Next take the serene and contemptuous courage and alternately

mock it up around yourself and around others.

38. More on Courage

Mockup force particles out in space.

Alternately mockup yourself and others being there and being

courageous about them.

Repeat this with various specifics such as lightning storms,

explosions, planets being thrown around, etc.  Do this far away

from the body.

39. More on Interiorization

Interiorize into and exteriorize from buildings, mountains,

planets, and suns.

40. Splitting

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

12.5 Levitation Rundown

September 20, 1990

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

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

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

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

    -- General Information --

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

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

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

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

    -- Background --

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

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

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

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

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

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

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

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

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

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

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

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

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

At one time I drilled this extensively and got quite good at it.  Then I played around with other people, putting beams on their hands and having them put beams on mine.  This works if the person will relax their hand completely and let the other person be in control.  When someone put a beam on my hand, it felt quite pleasant and the pull was very slight.  I could let my hand go along with it and be moved around, but I was still carrying most of the weight of the hand.  If two people take turns moving each others

hands around this way, they can see that the other person's hand

does go where they want it to without their telling the other person.

This validates the fact that they are having some effect even though

they are far from the point where they could move it against the

other person's will or carry a dead weight against the force of

gravity.

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

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

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

     -- Levitation Rundown - Instructions --

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

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

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

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

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

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

2. Levitation Rundown - Preliminary Step

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

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

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

2.1 Ruds on Levitation

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

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

2.2 Levitation Straightwire

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

a1) Recall a time when you enjoyed levitating something

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

a3) Recall a time another enjoyed others  levitating things

b1) Recall a time when you disliked levitating something

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

b3) Recall a time another disliked it when others levitated

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

2.3 Decisions

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

2.2.1 Recall some decisions you've made about levitating.

2.2.2 Recall some decisions another has made about levitating.

2.2.3 Recall some decisions others have made about levitating.

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

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

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

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

2.4 Havingness

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

2.5 Help

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

2.5.1 How could you help another by not levitating.

2.5.2 How could another help you by not levitating

2.5.3 How could another help others by not levitating.

2.5.4 How could another help themselves by not levitating.

2.5.5 How could you help yourself by not levitating.

2.5.6 How could you help another by levitating.

2.5.7 How could another help you by levitating

2.5.8 How could another help others by levitating.

2.5.9 How could another help themselves by levitating.

2.5.10 How could you help yourself by levitating.

2.6 Problems and Solutions

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

b) how would that be a solution?

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

b) How would that be a solution?

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

b) How would that be a solution?

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

b) how would that be a solution?

2.7 Problems and Resistance

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

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

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

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

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

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

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

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

2.8 Problems of comparable magnitude

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

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

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

2.9 Connectedness

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

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

2.10 Invalidation

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

2.10.1 On levitation, have you invalidated yourself.

2.10.2 On levitation, has another or others invalidated themselves.

2.10.3 On Levitation, have you been invalidated by another.

2.10.4 On levitation, have you invalidated another.

2.10.5 On levitation, has another invalidated others.

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

2.11 Resistance

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

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

2.12 Prepcheck

This stirs up too much charge without providing enough of an ITSA

line.  Of all the processes in this rundown, this is the only one

that bogged down when I tried it (I wrote up the entire rundown as

a sort of CSing action for myself before I ran it, although I had

come up with and tried some of the individual processes earlier).

I could probably run it now easily (after doing the entire rundown

once), so maybe it belongs here for a second pass.  Or if you have

an auditor available, you might have him run it on you.  Just skip

it if you're running solo.

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

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

2.13 Cause and Blame.

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

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

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

2.14 Overts

Overts are a big reason for restraining oneself.

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

2.14.1 Spot an overt of harming something by levitating.

2.14.2 Spot overts of preventing others from levitating.

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

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

2.15 Validating Inability

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

2.15.1 How could you validate someone for not levitating?

2.15.2 How could another validate you for not levitating?

2.15.3 How could others validate others for not levitating?

2.16 Overts and solutions

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

2.16.1 flow 1

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

b) How could that be solved or prevented.

2.16.2 flow 2

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

b) How could that be solved or prevented.

2.16.3 flow 3

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

b) How could that be solved or prevented.

2.16.4 flow 0.

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

b) How could that be solved or prevented.

2.17 Reach and withdraw

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

2.18 Postulates

2.18.1 Recall some postulates you have made about levitation.

2.18.2 Recall some postulates another has made about levitating.

2.18.3 Recall some postulates others have made about levitating.

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

2.19 Valences

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

2.19.1 a) Spot someone who should be prevented from levitating

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

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

2.20 Right/Wrong

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

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

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

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

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

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

2.21 Willingness Processing

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

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

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

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

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

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

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

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

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

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

3. Advanced Processes (Space etc.)

3.1 Exteriorization

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

3.1.1 Spot some places where you are not.

3.2 Negative Locational

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

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

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

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

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

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

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

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

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

3.3 Must Not Touch

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

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

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

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

3.4 Overts on Mest

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

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

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

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

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

b) Spot a spot in the room.

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

b) Spot a spot in the room.

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

b) Spot a spot in the room.

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

b) spot a spot in the room.

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

b) spot a spot in the room.

3.5 O/W on Mest

Same theory as 3.12 above.

3.5.1 a) What have you done to an environment

b) What have you withheld from an environment

3.5.2 a) What has another done to an environment

b) What has another withheld from an environment

3.5.3 a) What have others done to an environment

b) What have others withheld from an environment

3.6 O/J on Mest

Same theory as 3.12 above.

3.6.1 a) What have you done to objects

b) how have you justified that

3.6.2 a) What have you done to energies

b) how have you justified that

3.6.3 a) What have you done to spaces

b) how have you justified that

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

b) how have you justified that.

3.7 Cause O/W on Mest

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

3.8 Consequences

Levitating things might have some consequences.

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

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

3.9 Objects

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

First, Exteriorize if you can.

3.9.1 Spot some objects which are not shooting at you.

3.9.2 Spot some objects which are not coming in at you

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

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

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

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

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

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

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

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

3.10 Horrible Consequences

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

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

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

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

c) Make it more solid

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

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

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

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

Then go back to question a.

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

3.11 Mockups of Flinching

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

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

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

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

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

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

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

3.12 Locational

3.12.1 From where could you levitate an object.

3.12.2 From where could another levitate an object.

3.13 Wasting

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

3.14 Some more stops

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

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

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

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

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

3.15 Remedy of Havingness

Run this on big rectangular blocks of:

1) Glass

2) Wood

3) plastic

4) Steel.

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

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

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

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

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

4. Energy

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

4.1 Ruds

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

4.2 Straightwire

4.2.1 Recall controlling Energy

4.2.2 Recall another controlling energy

4.2.3 Recall others controlling energy

4.3 Prepcheck

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

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

4.4 Starting and stopping energy

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

4.5 Overts

Overts are a big reason for restraining oneself.

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

4.5.1 Spot an overt of harming something by creating energy.

4.5.2 Spot overts of preventing others from creating energy.

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

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

4.6 Locational

4.6.1 Spot some places where energy is not.

4.7 Validating Inability

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

4.7.1 How could you validate someone for not creating energy?

4.7.2 How could another validate you for not creating energy?

4.7.3 How could others validate others for not creating energy?

4.8 Overts and solutions

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

4.8.1 flow 1

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

b) How could that be solved or prevented.

4.8.2 flow 2

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

b) How could that be solved or prevented.

4.8.3 flow 3

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

b) How could that be solved or prevented.

4.8.4 flow 0.

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

b) How could that be solved or prevented.

4.9 Havingness

The two commands are run alternately.

4.9.1 a) Spot some energy in the room.

b) spot some energy outside of the room.

4.10 Valences

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

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

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

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

4.11 Wasting Energy

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

4.11.1 Mock up a way to waste energy.

4.12 Some more energy processes

Loosely  based on SOP 8C theory.

4.12.1 Spot some places where energy is not.

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

4.12.3 Spot some places where you are not putting energy.

4.12.4 Spot some energy that you could have.

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

4.12.6 Spot some energy that you could permit to vanish.

4.12.7 Spot some energy that you could disagree with.

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

4.13 Remedy of Havingness

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

  ---- More energy processes ----

(Aug 1996,  since doing this rundown, I came up with some more

processes on energy and tried them.  I have dug them out of my notes

and added them here.  The best one was the energy beam drill which

I have already included in an earlier section of this write-up).

4.14 Ownership

Energy seems to respond better to ownership processing than to

havingness because the idea that all the energy belongs to the

MEST universe is very deeply ingrained.

a) Spot some energies that you could own

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

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

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

    to you

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

    to others

Run alternately.

4.15 Putting energy in the walls.

Just putting the idea of heat or cold or electricity or radiation into the walls doesn't work well because these things are really

manifestations of particle motion in this universe.  So when you

do this, ALWAYS mockup the idea of particles in motion in addition

to the concept of the energy itself.  Until I hit this trick,

trying to postulate heat or whatever into the walls had a strong

tendency to make me anaten.  If you just put the idea of heat in

the walls, it causes automatic machinery to mockup the motion for

you and that is undesirable in this process.

Push waves of various kinds of energy into walls and objects in

all directions, paying special attention to postulating particles

in motion which will create these effects.  Run this both in the

room, and exterior over the city.

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

a) particles in motion

b) heat

c) cold

d) electrical

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

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

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

4.16 Trio

a) spot some energy you could like

b) spot some energy you would permit to continue

c) spot some energy you would permit to vanish

Run alternately.

4.17 Command Value

Energy waves have been used extensively in implanting, which is one

reason we want nothing more to do with it.  So lets separate the

thoughts from the abberated force.

Spot various energies in the physical universe and mock it up as

saying various nonsensical things.

4.18 Positive value

We mistakenly think of energy as destructive.

Look around and find useful or constructive energies.  Do this

using the body until you feel happy about the existence of energy.

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


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

5. Handling of Gravity and other Advanced Phenomena

5.1 Exteriorization

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

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

5.2 Falling Upwards

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

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

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

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

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

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

5.3 Reach and Withdraw from Gravity

5.3.1 a) Reach for the center of the Earth.

b) Let go of it.

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

b) Have them let go of it.

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

5.4 Keeping the Earth from Going Away

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

b) let go of it.

c) Have the Earth acknowledge you for doing this.

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

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

c) Have the Earth feel relieved.

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

b) have them let go of it.

c) Have the earth acknowledge them for doing this.

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

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

c) have the earth feel relieved.

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

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

c) Have the earth acknowledge them for letting go.

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

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

c) Have the earth feel relieved.

5.5 Meaningness Processing

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

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

The following variation is addressed specifically towards handling gravity.

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

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

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

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

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

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

5.6 Perception

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

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

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

5.6.2 Repeat 5.6.1 with your eyes closed.

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

5.6.4 Repeat 5.6.3 with your eyes closed.

5.7 Frames of Reference

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

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

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

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

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

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

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

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

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

5.8 Walls

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

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

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

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

5.9 Being Safe

5.9.1 How could not levitating make you safe.

5.9.2 How could not levitating make another safe.

5.9.3 How could not levitating make others safe.

5.10 Terror

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

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

We'll start with some recalls.

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

5.10.2 Recall scaring another by levitating something in their space.

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

5.10.4 Recall scaring yourself by levitating something.

5.11 Further handling of fear of levitating

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

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

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

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

5.12 Handling whoever is afraid

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

5.13 Tearing Reality

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

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

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

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

5.13.3 Spot times you invalidated others for tearing story universes.

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

5.14 Spoiling the Game

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

5.15 Trust

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

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

5.16 Ext/Int

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

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

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

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

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

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

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

5.17 Certainty Processing

See certainty processing in CofHA.

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

b) Get the certainty that objects cannot be levitated.

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

b) get the certainty that you cannot levitate objects.

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

b) Get the certainty that others cannot levitate objects.

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

b) Get the certainty that you cannot generate force.

5.17.5 Get the certainty that others can generate force.

b) get the certainty that others cannot generate force.

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

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

5.18 Havingness

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

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

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

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

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

6. Union Station Processing

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

6.1 Postulate an inability to levitate into people.

6.2 Postulate an ability to levitate into people.

6.3 Grant people the right to levitate

6.4 Have people grant you the right to levitate

6.5 Postulate a lack of energy into people.

6.6 Postulate lots of energy into people.

6.7 Postulate being a source of energy into people.

6.8 Grant people the right to generate energy.

6.9 Have people grant you the right to generate energy.

6.10 Postulate a lack of havingness into people.

6.11 Postulate lots of havingness into people.

6.12 Postulate being a source of havingness into people.

6.13 Grant people the right to create matter.

6.14 Have people grant you the right to create matter.

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

6.16 Postulate lots of space into people.

6.17 Postulate being a source of space into people.

6.18 Grant people the right to generate space.

6.19 Have people grant you the right to generate space.

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

6.21 Postulate lots of time into people.

6.22 Postulate being a source of time into people.

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

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

7. Machinery and Other Stops

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

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

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

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

7.2 Remedy of Havingness.

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

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

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

7.3 Energy

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

Handle each one found as in step 7.1 above

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

7.4 Remedy of Havingness.

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

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

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

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

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

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

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

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

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

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

Handle with the appropriate techniques.

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

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

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

being you divided from".

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

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

8. TR8

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

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

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

9. Objective Handling

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

9.1 Postulating Mest Objects

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

9.2 Reach and Withdraw

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

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

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

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

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

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

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

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

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

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

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

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

9.3 Granting Rights

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

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

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

10. Exterior Objectives - Bodiless Processing

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

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

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

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

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

b) Close your eyes and relax the body.

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

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

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

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

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

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

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

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

11. Body Lifting

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

is as follows:

Repeat this for each of the following body parts:

a) right index finger

b) left index finger

c) right middle finger

d) left middle finger

e) right thumb

f) left thumb

g) right hand

h) left hand

i) right forearm

j) left forearm

k) entire right arm

l) entire left arm

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

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

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

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

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

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

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

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

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

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

D) Do mockups of lifting the body part.

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

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

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

Ï12. Drilling with an Object

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

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

12.1 Orientation

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

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

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

12.2 ARC

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

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

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

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

12.3 Ownership

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

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

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

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

12.4 Thoughts

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

12.5 Reach and Withdraw.

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

12.6 Holding the object

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

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

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

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

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

12.7 Perfect duplication

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

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

b) Now consider that it is there again.

12.8 Pressession 31

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

12.8.1 Spot some things the object is not duplicating.

12.9 8C on an Object

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

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

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

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

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

When this flattens, do the following:

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

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

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

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

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

12.10 Remedy of Havingness.

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

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

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

12.11 Acknowledgment of the Object

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

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

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

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

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

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

12.12 Int / Ext

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

12.13 Op Pro by Dup

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

a) pick up the object

b) spot its weight

c) spot its color

d) spot its temperature

e) put it down.

Repeat alternately on the two objects.

12.14 Granting Beingness

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

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

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

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

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

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

12.15 Enhancing the object

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

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

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

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

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

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

12.16 Unmocking Machinery

This is derived from material in the 3rd ACC.

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

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

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

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

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

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

12.17 Flinching from Contact with Mest

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

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

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

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

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

12.18 Handling Interference

12.18.1 Put a beam on the object.

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

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

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

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

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

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

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

12.19 Fourth Dimensional thickness

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

12.20 Advanced TR8

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

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

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

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

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

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

Repeat b to e to a win.

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

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

12.21 The Interconnectedness of Mest

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

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

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

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

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

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

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

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

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

12.22 Stopped Motion

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

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

Now let's reverse the flow.

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

12.23 Universal Forces

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

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

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

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

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

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

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

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

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

12.24 The Universe Postulate

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

12.24.1 What about that object could you be responsible for.

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

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

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

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

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

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

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

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

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

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

12.25 Teleportation and Duplication

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

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

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

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

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

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

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

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

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

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

12.26 Templates

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

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

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

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

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

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

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

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

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

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

12.27 Mirror Processing

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

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

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

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

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

12.28 Ownership of reality

(Aug 1996) 

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

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

12.29 Lifting drill

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

a) The physical object itself as visible to you.

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

c) The 4th dimensional thickness of the object.

d) The object's past and future.

e) The unlocated essence of the object.

f) The template underlying it.

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

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

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

12.30 Mockups

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

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

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

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

13. Bodiless Processing

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

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

13.1 Orientation

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

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

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

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

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

13.1.5 Run 'hold it still' on the objects.

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

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

13.2 Op Pro by Dup

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

13.3 Lifting

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

14. Rudiments

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

again.

15. The Gravity Process: an advanced levitation drill

(august 1996)

One of the biggest stops to levitating or moving objects is

compulsive agreement with gravity.  It would be much easier to

learn the skill in free fall.

The drill is as follows:

Get the idea that the world is transparent or an illusion and that

you're sitting or walking on a sort of thin imaginary eggshell which

is not supporting your weight but only appears to do so and that

you are really holding yourself up above the real surface by means

of energy beams which you have been using unconsciously.

Get the idea that the real surface is some distance below you, under the illusionary eggshell.  Use a distance that feels real,

maybe one foot or ten or even a hundred feet.  It should be a distance that you can imagine looking down from.  Mockup a solid

surface at that distance and feel yourself putting down beams to

it and supporting yourself from there.

Initially, don't bother trying to get the full 4000 miles down to

the center of the Earth, and don't push the distance beyond where

you feel comfortable (even if its only a few inches), but gradually

you will increase the distance (always maintaining reality and

comfort) until you can reach the whole 4000 miles.

The first step is just to support yourself with beams at some slight

distance.  Drill this often, while sitting, lying down, walking etc.

Just make it a regular thing you do in spare moments and keep the

distance comfortable.

When you start feeling good about this, add a second step which is

to mockup a beam pulling you down.  Put both beams there

simultaneously, the one supporting you and the one pulling you

down.  Gradually work the mocked up "real" surface lower and lower

so that you are supporting yourself at greater and greater heights.

You can also occasionally drill this same set of beams on an object.

Pick something that has some mass, such as a chair or a desk, and

imagine supporting it above the "real" surface down below by means

of a beam and then add the second beam which pulls it down.  

You will find that you can work a much greater distance with your

own body than you can with an object.  You might find that you

can mockup a 100 feet of distance from your body down to the

real surface but only a few feet of distance from a desk down to

the real surface.  Of course these "real" surfaces hidden under

the illusionary eggshell are only mockups (especially as evidenced

by using surfaces at different distances for different things).

They are a device for mocking up beams of comfortable length so

that you can drill it on a gradient because the full 4000 mile

distance is too great to work with initially.

The two beams (supporting and pulling down) should usually be kept in

balance and to some degree synchronized with each other so that

they act as a balance of forces.  Also, occasionally get the idea

that there is a sort of 4 dimensional wave motion as if the beam

were a rope which stayed steady in the usual 3 dimensions but was

vibrating sideways in a 4th unperceived direction.

As you get good at this, also occasionally work with a large number

of pairs of beams simultaneously.

With this, you are duplicating the force of gravity.  Eventually

you want to reach the point where you can mock up thousands of pairs

of beams stretching all the way down to a point at the exact center

of the Earth.  If you can get this to the point where it is really

real and comfortable, you will have handled one of the largest

stops to levitating and possibly will turn on the ability (assuming

you have done the other processes such as running off your overts

on the area etc.).

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

Don't be disappointed if the physical universe object doesn't move after completing the first pass through this rundown.  Many of the processes will bite much deeper the second time around.  Also remember that the gains in orientation and responsibility etc. that occur on these processes are really quite significant and an important step on the road, possibly more important than doing some parlor tricks with floating objects.  Just get what you can out of the processes and don't place too much importance on physical universe manifestations.  That will come when the time is right.

Before doing a second pass, you should run all the other OT drills

given in the first half of this document if you haven't done so

already.  Also, do not concentrate on OT drills exclusively.  Be

sure to do case oriented rundowns as well (such as those given

elsewhere in this series).

It is quite possible that there are a few other factors that need

to be handled to restore the ability fully.  If you're up to it and

have a good research quality ITSA line and understanding of the

tech (see my write-up on research auditing), then check for and handle anything else that I may have missed in the area, and please write it up and pass it around if you do find anything.

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

                    SUPER SCIO #8A

                 VARIOUS IMPLANT PLATENS

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

Copyright 1996

All commercial rights are reserved to the author, who currently

wishes to remain anonymous and therefore is writing under the

pen name of "The Pilot".  Individuals may freely copy these files

on the internet for their own use and they may be made available

on any web server who does not charge for them and who does not

alter their contents.

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

This is a random collection of some of the implant platens that I

researched out on myself.  I found some by scanning for later

key-ins of the penalty universes (the goals series and/or the

terminals and/or restimulative buttons were often used in later

implants) or the agreements universe (not as common), and I

found others by trying to correct the half right platens issued

by Ron in 1963, and some I just stumbled over.

At this time, none of these have been tried by anybody else and

so these can be considered highly speculative.  Also, I have a

tendency to fool around a bit with an implant, spot some things

about it, and then have it come apart so that many of the ones

I found are incomplete.  I also have a high tolerance for wrong

items in these things (I don't have much charge on implants in

general and the items don't seem very important) so that I can't

guarantee that all the items that I did find are right.

Here I have only included the ones that I ran more extensively

or that seemed to provide some useful bit of information and

I have left out the tons of fragmentary or disorganized material

that I came up with.  The real product of my fumbling around with

this stuff was to get enough of a view of the time track to put

together the Cosmic History which is in an earlier write-up.

Note that it is only Ron's 1963 platens that have extensive errors,

and those are not generally used in Scientology.  Later he knew

about implanted false dates, had better listing techniques, and followed

up on the platens in a more thorough manner with extensive team

efforts to get the items right.

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

  DO NOT SKIM THROUGH IMPLANT PLATENS

If you insist on going through these materials in a casual manner,

then read the introductions and look at the first item or two

very carefully, but don't just skip around glancing at the items

in the middle of these things.  It might not make you sick, but

it could, and it might also leave you feeling upset and irritated.

You probably can get away with reading these slowly and carefully,

considering each item, and reading each item again if it seems

to have some charge on it, and by re-reading the first or earlier

items if you start to feel upset.  You really should flatten

these items with a meter, but they are not so deadly that you

should be afraid of looking at them.

 ========================================================
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                 1. OT2 ADDITIONS

The OT2 materials are currently being copied around on the internet.

The version that was read into the Fishman trial and which is

the most common version on the net is highly incomplete and

short cutted.  

The materials included in the scam-iz-dat postings are much more

accurate.  But if you take all the OT 2 platens they published and

also pickup the Fishman stuff and put the full versions of the 15

chapters in order, you will see that chapters 13 and 14

are missing.  This is probably because whoever collected them did

not run the full set when they did the level.  I only ran about

half of these when I did OT2.  The posted platens match what

I remember of this, but there is no guarantee that there aren't

a few mistakes or missing items or even some later corrections that were found by the org which didn't make it onto the net.

Modern practice is, unfortunately, to shortcut this level and bail

out when there is a major release so that the person can go on to

OT3.  Because of misapplying clearing course theory to OT2, there

is often a mistaken idea that the whole thing is either there or

gone, so that if you have a big blowout on one of the chapters and

it wouldn't run anymore, they think that its all gone instead of seeing

that only the particular chapter (implant) is gone.

They also mistakenly continue to apply clearing course style thoroughness to running later implant platens.  Per the clearing

course, everything must read and flatten or else something is wrong.

But this is a gradient on confront of implant items.  When the

person is further along, he mostly FNs with an occasional item

pair that reads and flattens.  They used to see this kind of

behavior on rerunning the CC on old OT4 but did not generalize it

to apply as needed.  Beyond this stage, you often have an entire

implant blow out on the first few items.  When that happens, you

take a quick scan over it to see that its gone and persistent FNing

and drop it.

It is a serious mistake to grind over an implant when these things

are coming apart easily.  It can cause the PC to mock it up again

and put it back.  But it is also a serious mistake not to check over each implant individually and knock out the last remaining bits

that might still be there.  It is not an all or nothing proposition.

It is a gradient of confront and awareness.  Also, sometimes it all

keys out very thoroughly and you need to do something else (like OT3 or OT drills or grade processes), but that is a keyout and

if you haven't actually inspected the stuff or undercut it with

really early track handling, then eventually you'll key the

unhanded parts in again.  

Realize that there is keyout and there is erasure.  An implant can

erase on running only the first few items.  In that case, you are

aware of the entire thing.  But when things fall away without being

looked at and without a restoration of awareness, then its a keyout.

This is a very nice condition and you should go with it and use

the clear moment to let you run other things, but don't feel

invalidated when it finally keys in again.  Trying to make these

keyouts into absolutes leads to having OTs dramatizing unrun

implants and mistakenly blaming Nots or whatever.  And it led to

the even bigger mistake of abandoning the entire implant research

line after OT2 was mapped out.  Despite all the PR, even the

clearing course is nowhere near basic on implants.

I went over the OT2 platens (the internet version) recently, checking

if there was any more charge (especially on the chapters I hadn't

run before).  There was only a small amount to handle.  But I did

find the following which might be of use when running these.

Note that the individual chapters were used as separate implants

at various times as well as being used in the big mass implants

(as I have discussed in other write-ups).

 ------

CHAPTER 1: The Electrical GPM

This one runs on many different sensations, not just electrical.

In all cases, the "endword" is the actual sensation.  Run the

entire platen on each of these.  The electrical shock endword used in OT2 is the 5th one of these (included below in the correct position).

1. Pleasure

2. Pain

3. Heat

4. Cold

5. Shock (electrical)

6. Numbness

7. Sensation

8. Dizziness

9. Pressure

10. Suction (vacuum)

11. Glare (brilliant flash, like an explosion)

12. Blackness

 ------

CHAPTER 2: The Tocky GPM (time)

This may not be part of R6 at all.  It may be used when time is

reset.

The platen may repeat on other items such as Earth, Identity, Memory,

etc.

  -----

CHAPTER 3: The Big Being GPM (survive)

This one also runs on 

a) Obey    / Rebel

b) Work    / Be Lazy

c) Love    / Hate

d) Survive / Die

The same implant pattern also seems to have been used with the

penalty universe goals.  In this variation, a giant face of the

penalty universe terminal says the items.

The first one is the God Statue saying "You Must Create", "You Mustn't Create" etc.

  -----

CHAPTER 10: The Basic GPM (picture machine)

This platen will also run on:

1. Sensation

2. Somatics

3. Reality

4. Forgettingness

It is possible that it will run on others as well but the whole

thing keyed out for me on these.  Possibly the original researcher

who plotted this got a huge keyout on simply running "picture machine" and therefore thought he had the whole thing.

Other endwords may be:

1. postulating machine

2. thinkingness machine

3. somatic machine

4. reality machine

5. confusion machine

6. forgettingness machine

 ------

CHAPTER 11: The One Command GPM (to seek treasure)

There is a missing group of items.  Add these as 21. on the

platen:  a) Abandon,  b) Do Not Abandon, c) Have, d) Never Have.

As given, the platen only has one endword which is "Treasure".

This is incomplete.  The full series of endwords (the entire

platen runs on each endword) includes the following:

a) Treasure

b) Wealth

c) Love

d) Knowledge

e) Pleasure

f) Bodies

g) Glory

h) Honor

i) Identity

j) Immortality

This implant might or might not have been used as part of R6

(incident 2), but it certainly originates in a much earlier time period.  I believe this one was commonly used in the magic

universe.

  -----

CHAPTER 12: The Lower LP GPM (pictures)

The entire platen also runs on "sensation" in place of "pictures".

  -----

I see nothing else wrong with the OT2 platens at this time.  These

were researched very thoroughly and they only missed occasionally

when the things fell apart so extensively that they missed some of

the later endwords.  The earlier (1963) platens, on the other hand,

need lots of corrections.

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

       2.   THE HELLATROBUS PRISON PLANET IMPLANT

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

A. Background

In 1963, Ron researched what he called the Hellatrobus or Heaven

implants.  He issued a number of bulletins (which can be found in

new tech volume 7) and tapes on the subject.

LRH and his Briefing Course students didn't work on this very long

and dropped it in favor of searching for more advanced materials. Among other things, the implant was very long and difficult to run.

As far as I know, he never got back to this one.

He gives a bit of a story on the tapes about how this happened

in the range of 63 trillion years ago and had some theories about

why the goals varied from person to person.  But the truth of

the matter is that they only found a tiny percentage of the goals

and they only appeared to vary because there was so much missing.

They had so many errors because they were running something that was

too highly charged.  And this was researched before he had figured out that implants included false dates and stories etc. (he discovers that a few months later, but never gets back to this implant).

Back in 1992, I decided to take the platens he had researched and

try to run the implant out on myself.  

At a guess, there are 256 pairs of items which are repeated for each

of 256 goals, which would give a total of about 65,000 items in

the implant.  I began by simply using Ron's platen on goals which

read well and I knew were in the implant.  Gradually I corrected

and expanded the platen slightly (but Ron's was pretty close) and

I still think there may be a few missing or incorrect items, but

generally I could get everything to read and FN using the platen

as it is given here (see the next section).

The more I ran of it, the more goals I found and gradually I was

able to connect them properly in the right order (mostly) and

I started getting the scenery etc.

I still only have about half of the goals, and of those I've only

run about half of them in full detail (e.g. running all the items

on each goal to FN).

After running out over ten thousand items in it, I suddenly

got it in the correct context (discussed below) and the whole

thing pretty much fell apart.  I may have to go back to it eventually and finish it, but with lots of other stuff attracting my attention,

I wasn't about to drag back the tens of thousands of remaining

items once they had keyed out.  So please excuse me for leaving

this thing only partially researched.  Its still miles beyond what

Ron found out about it.

B. The Actual Context of the Incident

Religious implants go way way back.  See my write-up on "Cosmic

History".  Many of the goals and symbols used in this very recent

Hellatrobus implant were used in earlier ones and go way back.

Some of the things Ron discussed about the Hellatrobus implant

are correct for earlier (and generally simpler) religious implants,

but they are not correct for the actual implant that he was running

with the platen he developed.  The implant itself pulls a lot of

earlier ones into restimulation and he was pulling stuff out of

the earlier ones by mistake.

The Hellatrobus Implant is the one used as part of the process of

sentencing someone to Earth and it will have been done to you within the last ten thousand years.  It is still being used.  Any

time you try to escape from this solar system (which some of us do

occasionally), if they catch you, they run this one in on you again and send you back.

Ron thought that there was a simple train implant which was used

as the "Before Earth" sentencing implant.  That's incorrect.  There

is a section of Hellatrobus that takes place in a train.

The actual process of being sentenced to Earth occurs as follows:

1. You are captured somehow.  I think most of us were in a war

fleet that lost and we are being kept here while the war goes on.

2. You are hit with heavy energy waves and told that you are a

convicted criminal about to be sentenced.  You get hit with some

pictures of being on trial, etc. but you don't know what your

crime is.  They tell you that memory of your horrible crime has

been erased as part of the criminal rehabilitation process.

3. Then you are sentenced in court.  They condemn you to make a

copy of yourself who will be punished.  You are told that after

you make the copy (who will be punished in your place), you will

be set free.  A heavy wave of force then hits you and then you

are standing beside yourself.  But note that this is a fake.

Its not really a splitter incident.  They just put up a doll who looks

like you and tell you that you divided.

4. Then they tell you that you are the copy who is to be punished

and that they will set your real self (the doll) free if you

accept your punishment willingly.  I suppose that this keeps a

few of the prisoners from kicking and screaming as they are

dragged into the next step.

5. Then they tell you that they are sentencing you to hell and

drag you down into the basement, which is like being taken down

into a medieval dungeon.

I'm not certain if the rest of this happens in an implant

universe or if they simply attach some electrodes to your brain

and feed you a computer simulation.  Either way, the experience

seems very real but it does not take place in the physical universe

and is not constrained by physical universe mechanics.

6. You're standing in the basement of some underground building

at the bottom of Hell.  One wall of the basement is missing and

you look out and down and see an infinite universe with a vast

swirling cloud of chaos hanging in the center.

7. They tell you that you have become evil and turned against

your creator and therefore will be tossed into chaos and torn

apart as a spirit.

8. But then they offer you one last chance.  They will review

your history and show you how you came to this sorry state.

And in so doing, they will run time backwards for you so that

you many have another chance.  They tell you "Now pay close

attention, so that you can learn from your mistakes".

9. Then you begin to walk backwards, going backwards up stairs

etc. (and occasionally down, but mostly up), gradually working

your way back out of hell and through cities and mountains

and eventually going backwards up a stairway to Heaven.

10.  As they do this, they implant goals and items.  The first

goal that is implanted (at the bottom, facing chaos) is the

goal "To Be Ended".  They hit you with hundreds of items for

this goal as you backup from chaos and go up the basement

stairs (backwards).  Then they use the same pattern of items

for the next goal, etc.  Eventually you work your way all the

way up to heaven (where they implant the goal "to be in heaven")

and even further until you reach the top goal, which is the

goal "To Be Created" which takes place in front of God's throne.

As you go backwards, these items are implanted excruciatingly

slowly.

11. At the top, they show you how god created you, including a

bit of Genesis.  Then they tell you that this is how you lived

your evil existence, but now you have a chance to live again

and try to do better this time.

12. Then they let you go and its like your being released from

a slingshot.  You fly down the staircases etc. getting all the

goals and items in the forward direction.  Here they hit you

very fast and you go willy nilly all the way back down to the

basement at the bottom of hell and fly straight out the opening

and start falling towards the swirling mass of chaos.

13. But they catch you as you're falling.  They say something

like "Here you've gone and done the same terrible things again.

But we will give you one last chance.  Now pay closer attention this time".  

14. And then back you go, up the stairs backwards etc., very slowly,

getting all the goals and items again.

They repeat this whole mess three times.  You get three runs of

the goals and items going backwards (slowly up the staircase)

and three runs forward (quickly, going downwards).

On the last time, they let you keep falling and you fall into

the pool of chaos.  Once there, there are millions of objects

and scenes and things flying around you, sort of like being

in the middle of a tornado.

Then you see a calm area, sort of like the eye of a hurricane,

and there in the center is the Earth and you go down to it to

escape from the chaos.  And there is a feeling of peace and

relief and then you go unconscious.

After that, you begin reincarnating here on Earth.

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

                THE HELLATROBUS ITEMS PLATEN

17 Nov 92

These are the items used on each of the goals in the Hellatrobus

Implant.  There may be some items missing.

This is based on HCOB 12 May 1963 (Routine 3 RI Form)(new volume 7 page 145) as corrected by HCOB 26 May 1963 (R3 Line Plot)(new volume 7 page 171).

My changes to Ron's items are marked with a % sign.  Items with letters are additions.  Only one pair, 141C/142C were added by Ron (in the 26 May HCOB), all other additional items were added by me.

The item numbers are those used in the original HCOB.  The odd and even numbers on the left and right side of the page form an opposing pair.

=== BLOCK ONE ==== (goal in past tense without TO, i.e. forgotten instead of to forget, ended instead of to be ended)

1. ________   2. NIX _____

3. ABSOLUTEABLY _____   4. NIX _____

5. PERFECTABLY ______   6. NIX _____

7. SUPERIORABLY _____   8. NIX _____

9. INCOMPARABLY _____   10. NIX _____

9A. WONDERFULLABLY _____   10A. NIX _____

11. FASCINATABLY _____   12. NIX _____

11A. BEAUTIFULLABLY ____   12A. NIX _____

13. HIGHLY ACCEPTABLY ____   14. NIX _____

15. RECOMMENDABLY _____   16. NIX _____

17. ACCEPTABLY _____   18. NIX _____

19. ENGROSSABLY _____   20. NIX _____

21. VITALABLY _____   22. NIX _____

23. EAGERABLY ______   24. NIX _____

25. ENTHUSIASTICABLY _____   26. NIX _____

27. ENJOYABLY _____   28. NIX _____

29. PLEASUREABLY _____   30. NIX _____

31. AGREEABLY ______   32. NIX _____

33. DEDICATEABLY _____   34. NIX _____

35. COMMENDABLY _____   36. NIX _____

37. DESIREABLY _____   38. NIX _____

37A. CREATABLY _____   38A. NIX _____

39. WANTABLY _____   40. NIX _____

41. COVETABLY _____   42. NIX _____

43. HOPEFULABLY _____   44. NIX _____

(powerfullably ?)

45. DECIDEABLY _____   46. NIX _____

47. CREDITABLY _____   48. NIX _____

49. DEMANDABLY _____   50. NIX _____

51. BOREABLY _____   52. NIX _____

51A. UPSETTABLY _____   52A. NIX _____

51B. REGRETTABLY _____   52B. NIX ____

53. DEJECTABLY _____   54. NIX _____

(COMPULSABLY ?)

53A. UNSTOPABLY _____   54A. NIX _____

55. DEGRADEABLY _____   56. NIX _____

57. IDIOTABLY _____   58. NIX _____

59. LOSEABLY _____   60. NIX _____

61. BADABLY _____   62. NIX _____

61A. UNCONFRONTABLY ___   62A. NIX ____

61B. FORGETTABLY _____   62B. NIX _____

63. UNWANTABLY _____   64. NIX _____

65. PLAYABLY _____   66. NIX _____

67. ABADONABLY _____   68. NIX _____

69. ____ING   70. NIX _____

71. ____ERS   72. NIX _____

73. ____INGNESS   74. NIX _____

75. ____ISHNESS   76. NIX _____

77. ____ATIVES   78. NIX _____

79. ____IVITY   80. NIX _____

=== BLOCK TWO ==== (goal in present tense with TO, i.e. to forget, to be ended, etc.)

81. ________   82. NIX _____

83. ABSOLUTEABLE _____   84. NIX _____

85. PERFECTABLE ______   86. NIX _____

87. SUPERIORABLE _____   88. NIX _____

89. INCOMPARABLE _____   90. NIX _____

89A. WONDERFULLABLE _____   90A. NIX _____

91. FASCINATABLE _____   92. NIX _____

91A. BEAUTIFULLABLE ____   92A. NIX _____

93. HIGHLY ACCEPTABLE ____   94. NIX _____

95. RECOMMENDABLE _____   96. NIX _____

97. ACCEPTABLE _____   98. NIX _____

99. ENGROSSABLE _____   100. NIX _____

101. VITALABLE _____   102. NIX _____

103. EAGERABLE ______   104. NIX _____

105. ENTHUSEABLE _____   106. NIX _____

107. ENJOYABLE _____   108. NIX _____

109. PLEASUREABLE _____   110. NIX _____

111. AGREEABLE ______   112. NIX _____

113. DEDICATEABLE _____   114. NIX _____

115. COMMENDABLE _____   116. NIX _____

117. DESIREABLE _____   118. NIX _____

117A. CREATABLE _____   118A. NIX _____

119. WANTABLE _____   120. NIX _____

121. COVETABLE _____   122. NIX _____

123. HOPEFULABLE _____   124. NIX _____

(powerfullABLE ?)

125. DECIDEABLE _____   126. NIX _____

127. CREDITABLE _____   128. NIX _____

129. DEMANDABLE _____   130. NIX _____

131. BOREABLE _____   132. NIX _____

131A. UPSETTABLE _____   132A. NIX _____

131B. REGRETTABLE _____   132B. NIX ____

133. DEJECTABLE _____   134. NIX _____

(COMPULSABLE ?)

133A. UNSTOPABLE _____   134A. NIX _____

135. DEGRADEABLE _____   136. NIX _____

137. IDIOTABLE _____   138. NIX _____

139. LOSEABLE _____   140. NIX _____

141. BADABLE _____   142. NIX _____

141A. UNCONFRONTABLE ____   141B. NIX ____

142A. FORGETTABLE _____   142A. NIX _____

142B. UNWANTABLE _____   142B. NIX _____

143. PLAYABLE _____   144. NIX _____

145. ABADONABLE _____   146. NIX _____

147. (TO)____ING   148. NIX _____

149. (TO)____ERS   150. NIX _____

151. (TO)____INGNESS   152. NIX _____

153. (TO)____ISHNESS   154. NIX _____

155. (TO)____ATIVES   156. NIX _____

157. (TO)____IVITY   158. NIX _____

===== BLOCK 3 (GOAL MINUS "TO", i.e. "forget", "being ended", etc.)

159. _______   160. NIX _____

161. _____ING   162. NIX _____

163. _____ERS   164. NIX _____

165. _____INGNESS   166. NIX _____

167. _____ISHNESS   168. NIX _____

169. _____ATIVES   170. NIX _____

171. _____IVITY    172. NIX _____

======= BLOCK 4 ( -ing form of goal, i.e. forgetting, being ended)

(the ___ING is included below as a reminder and because Ron typed it that way, but on TO BE type goals, it changes the BE to BEING rather than coming at the end.  i.e., item 173 on the goal "to be ended" is "those who are being ended" rather than "those who are ended-ing").

173. THOSE WHO ARE ______ING        174. SOMEONE WHO ISN'T EVER _____ING

175.% GOALS THAT LEAD TO ___ING     176. SOMEONE WHO HATES ___ING

  (Ron's was "___ing form of goals")

177. % ACTIVELY ______ING           178. SOMEONE WHO DOESN'T WANT

  (Ron's was "active-ing ____")           TO BE ____ING %

                                    (% - TO BE was added)

177A. THE ADVANTAGES OF ___ING      178A. SOMEONE WHO SEES NO                                            ADVANTAGE IN ____ING

179. ANY NECESSITY FOR ___ING       180. SOMEONE WHO SEES NO                                            NECESSITY FOR ____ING

179A. ANY EXISTENCE OF ____ING      180A. SOMEONE WHO SUPPRESSES ____ING.

  (or "PRESENCE OF")        

179B. ANY INSISTENCE ON ____ING     180B. SOMEONE WHO INVALIDATES ____ING.

179C. ANY DEPENDENCE ON ____ING     180C. SOMEONE WHO DENIES ___ING

179D. THOSE WHO ARE CREATING ____   180D. NIX ____

181. ANY ACTIONS OF ___ING          182. NIX ____

183. ANY BELIEF IN ____ING %        184. NIX ____

     (%- A changed to ANY)

185. THE PROPONENTS OF ____ING      186. NIX ____

187. THE FANTASTIC IMPORTANCES      188. THE UNIMPORTANCES OF __ING

     OF ____ING

189. THE OBSESSIONS FOR ___ING      190. NIX ____

191. THE INTERESTINGNESS OF ___ING  192. NIX ____

193. THE CONCERNS OF ____ING        194. NIX ____

195. THE UPSETS ABOUT ____ING       196. NIX ____

197. THE DESPERATIONS OF ____ING    198. NIX ____

199. THE FRENZIEDNESS(ES) OF __ING  200. NIX ____

199A. THE PAINFULLNESS OF ___ING    200A. NIX ____

201. THE HOPELESSNESS OF ___ING     202. NIX ____

===== BLOCK 5 ( odd numbered items continue with the ___ing form, but even numbered items are beingnesses.  Ron formatted these beingness items as "____ER", but "A ____ PERSON" or "A ____ BEING" usually reads better, especially on beingness goals.  I.E., on the goal "to be ended", item 204 is "an exhausted ended being" [or an exhausted ended person] rather than "an exhausted ender".  Sometimes the ___ER form works better on active goals as in "an exhausted rememberer", but even here the form "an exhausted remembering person" is also valid.  In the majority of goals, "____ PERSON" works better than "____ BEING" for the first few items and then "____ BEING" will start running better.  On active goals, sometimes the ___ing form works best as in "an exhausting forgetting being".  In this section of the implant, the beingness items end up as stuck pictures (valences) rather than the vacumes that come from the NIXes.  I have omitted the usual % sign in the cases where __ER was changed to ___ BEING).    

203. THE EXHAUSTIONS OF ___ING      204. AN EXHAUSTED ___ BEING.

205. THE STUPIDITY OF ___ING        206. A STUPIDIFIED ____ BEING.

207. THE EFFORTS OF ____ING         208. A WEAKENED ____ BEING %

                                    (Ron's was AN UNEFFORTIZED _ER)

209. THE UNREWARDINGNESS OF __ING   210. AN UNREWARDED ___ BEING

211. THE COMPLICATIONS OF ___ING    212. A COMPLICATED ___ BEING

213. THE DEMANDS OF ____ING         214. A DEMANDING ____ BEING

215. THE DETERMINATIONS OF ___ING   216. A DETERMINED ___ BEING

215A. THE FOOLISHNESS OF ____ING    216A. A FOOLISH ____ BEING

215B. THE COMPULSIONS OF ____ING    216B. A COMPULSIVE ____ BEING

215C. THE INVALIDATIONS OF ___ING   216C. AN INVALIDATED ____ BEING

217. THE LIMITATIONS OF ____ING     218. A LIMITED ____ BEING

217A. THE DEGREDATIONS OF ___ING    218A. A DEGRADED ____ BEING

217B. THE OVERWHELMS OF ____ING     218B. AN OVERWHELMED ____ BEING

217C. THE MISERY OF ____ING         218C. A MISERABLE ____ BEING

217D. THE UNAWARENESS OF ___ING     218D. AN UNAWARE ____ BEING

219. THE OPPONENTS OF ____ING       220. % AN OPPOSED ____ BEING

      (% - opposed was added)

==== BLOCK 6. (since he only had a few items here, RON did not label this as a separate block, but the format did change from "__ER" back to the block 2 form of "TO GOAL".  i.e., item 220A is "somebody who needs to be ended" etc.)

219A. THE FORBIDDENNESS OF ___ING   220A. SOMEBODY WHO NEEDS TO ___

221. A HATRED OF ____ING            222. SOMEBODY WHO LOVES TO ___

                                          (Ron had "___ing")

221A. THE INHIBITEDNESS OF ___ING   222A. SOMEBODY WHO DESIRES TO _

221B. THE ABSENCE OF ___ING         222B. SOMEBODY WHO COMPULSIVELY

                                            CREATES ___  

223. STOPPED ____ING                224. SOMEBODY WITH THE GOAL TO _

225. ANY IMPOSSIBILITIES OF ___ING   226. SOMEBODY OR SOMETHING WITH

                                          THE GOAL TO ___

227. THE NONEXISTENCE OF ___ING     228. THE GOAL TO ____

229. TO (goal) TO NIX (next goal in series) %

(Ron had much more variation in item 229 because of trying to connect together goals that didn't belong together.  This was due to missing large numbers of goals in the original series.  He also had item 229 opposing the goal itself (e.g. item 230. "TO ___").  This was probably due to an assumption that there was always an opposite side.  To me it seems that 229 was just left hanging there and followed by item 1 of the next goal.).

            ----  end of Hellatrobus item platen ----

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

                  HELLATROBUS GOALS LIST

Oct 10, 1992

This is the goals list for the Hellatrobus Implants (Heaven Implants).  The correct date is Before Earth (this is the implant used to sentence one to Earth, the 43 Trillion date is part of the implant).  In the first run, you're moving backwards.  Each goal is implanted with

the two hundred or so items given in the Hellatrobus item platen

above.

On the first run, the whole thing is done backwards with you backing

up the staircases etc.  You are supposedly backing up through time.

This makes it difficult to describe.  For each scene, the first item

is at the "end" of the scene and the final item, after you have

backed all the way up, is at the "beginning" of the scene.  In other

words, if the scene for a goal had you walking down a staircase, the

first item implanted would have you at the bottom with the staircase

behind you and the final item would have you up at the top looking

down as if you were going to walk down the staircase.  Then you back

up into the next goal.  On the second run, you are going down and

the first item would be up at the top of the stairs and the last

item would be at the bottom, and everything will go in a normal

direction, but if you try to run it this way, you will be missing the entire first run of the implant.

To aid in running this, I have included the transition item from

each goal back to the previous goal.

1. TO BE ENDED.          NIX TO BE ENDED.

   ( a black road through empty space.  The road "ends" (first item of the entire implant) at a rotating hypnotic spiraling swirl of

chaos).

TO BE ENDED TO NIX BEING TORTURED.

2. TO BE TORTURED.       NIX TO BE TORTURED.

   ( going through a black dungeon.  Lowered down the final pit to the road through nothingness.  Strange things are done to your energy, people reaching inside of you & pulling out parts etc.  You come down from insubstantial via a black chute).

TO BE TORTURED TO NIX BEING INSUBSTANTIAL.

3. TO BE INSUBSTANTIAL.  NIX TO BE INSUBSTANTIAL.

   ( ice and gray rocks & spirits saying items)

TO BE INSUBSTANTIAL TO NIX BEING FLAYED.

4. TO BE FLAYED.         NIX TO BE FLAYED.

   (e.g. To Be Cut.  You're strapped to a stretcher, normally upright but it floats & twists around.  You're going through a hospital ward or a lab.  Various demons etc. with knives say the items.  In block 1, the nix pulls you back just before the blades reach you but in block 2 you land on the blades and the nix pulls you off).

TO BE FLAYED TO NIX BEING NUMB.

5. TO BE NUMB.           NIX TO BE NUMB.

   ( crystal arches leading into hospital (flayed), starts (last item, coming in from frozen) as an ice cave ).

TO BE NUMB TO NIX BEING FROZEN.

6. TO BE FROZEN.         NIX TO BE FROZEN.

   ( snow covered landscape, ice statues say the items.  On block 6 your being dunked into icewater on each item).

TO BE FROZEN TO NIX BEING BURNED.

7. TO BE BURNED.         NIX TO BE BURNED.

   ( burning landscape, path of coals, ashes in air.  flame beings to either side say the items.  repetitively dropped into a pit of fire, etc.).

TO BE BURNED TO NIX BEING UNAFFECTED.

8. TO BE UNAFFECTED.     NIX TO BE UNAFFECTED.

  (there are explosions on each item, very violent but the explosions don't quite hit you.  landscape of hell, the ground rolls under you similar to an earthquake.  The pictures are mainly of overts, watching your friends tortured etc. while you are being unaffected.  There is an uncomfortable feeling of emptiness.).

TO BE UNAFFECTED TO NIX BEING HORRIFIED.

(or to be unreal?)

9. TO BE HORRIFIED.      NIX TO BE HORRIFIED.

  ( an elevated roadway in hell with smoking pits and victims to either side.  Demons say the items.  There is the fear that you will get so horrified that you will snap into the tortures that you're looking at ).

TO BE HORRIFIED TO NIX BEING UNAWARE.

10. TO BE UNAWARE.       NIX TO BE UNAWARE.

   ( road through hell, sometimes ontop of a red hot iron wall (the walls of the city of Dis as in Dante?).  tortured and burned people to either side say the items and try to grab at you but they are below you and can't reach you, you avoid looking at them).

TO BE UNAWARE TO NIX BEING IN HELL.

11. TO BE IN HELL.       NIX TO BE IN HELL.

   ( a series of bridges over flaming rivers & pits, items come from poles on sides of bridge.  road "leads" to the hell city (to be unaware) and comes from a cave in the mountains (to be gameless).

TO BE IN HELL TO NIX BEING GAMELESS.

12. TO BE GAMELESS.      NIX TO BE GAMELESS.

   ( a gray road in a gray landscape, items come from the ground and gray clouds above.  at the "end" (e.g. the first items, leading to hell) you go through a cave with the items coming from grottos to either side.).

TO BE GAMELESS TO NIX BEING HAUNTED.

13. TO BE HAUNTED.       NIX TO BE HAUNTED.

   (gray landscape, creatures/ghosts appear & terrorize & condemn you)

TO BE HAUNTED TO NIX BEING SELF-PITYING.

14. TO BE SELF-PITYING.       NIX TO BE SELF-PITYING.

   ( rock bridges over ashes.  all gray.  "Poor John is dead" type flows and feelings.)

TO BE SELF-PITYING TO NIX BEING DRAINED.

15. TO BE DRAINED.       NIX TO BE DRAINED.

   ( bleak "tales from the darkside" sort of landscape with dark  misshapen trees etc.  Spirits hit you and pull away energy.  path leads down to a cliffside where a bridge leads out over the chasm of self-pity.)

TO BE DRAINED TO NIX BEING IGNITED.

16. TO BE IGNITED.       NIX TO BE IGNITED.

   ( riding along on a cart/stretcher at a 45 degree angle, burning from the inside, flames shooting out of fingers etc.  giant candles to either side give the items.  much smoke and grayness.  At first (around the last items) there is the impression of a funeral parlor.  near the end (first items, leading down to "drained" you are tossed off of the cart over a cliff and fall down to the gray landscape.)

TO BE IGNITED TO NIX BEING INTERIORIZED.

17. TO BE INTERIORIZED.   NIX TO BE INTERIORIZED.

 (pulled along from body to body in a morgue, snapping into each one, dead bodies on either side say the items).

TO BE INTERIORIZED TO NIX BEING BODILESS.

18. TO BE BODILESS.       NIX TO BE BODILESS.

  (floating in a ghost body over a plane of ashes.  Nice things lie to either side but they are all colorless and insubstantial and you can't reach them, begins (last items) with floating out of the ground).

TO BE BODILESS TO NIX BEING BURIED.

19. TO BE BURIED.        NIX TO BE BURIED.

   ( underground, sort of moving up and down in an elevator.  The pressure of dirt increases on the items, you get space (move down from dirt) on the nix.  claustrophobic and suffocating.  "begins" with (last items) being lowered into the ground by a sort of crane.)

TO BE BURIED TO NIX BEING MOURNFUL.

20. TO BE MOURNFUL.       NIX TO BE MOURNFUL.

   ( going through a graveyard.  tombstones say the items).

TO BE MOURNFUL TO NIX BEING NON-EXISTENT.

21. TO BE NONEXISTENT.    NIX TO BE NONEXISTENT.

(dead effigy riding on a pole on a golf cart through a mausoleum)

TO BE NONEXISTENT TO NIX BEING DEAD.

22. TO BE DEAD.           NIX TO BE DEAD.

   ( lying in a coffin rolling through rooms of mourners).

TO BE DEAD TO NIX HAVING FAILED.

23. TO FAIL.              NIX TO FAIL.

   (walking through a battlefield between barbed wire fences, items from fence poles).

TO FAIL TO NIX BEING WIPED OUT.

24. TO BE WIPED OUT.      NIX TO BE WIPED OUT.

   (battlefield with dying soldiers who say items).

TO BE WIPED OUT TO NIX BEING APATHETIC.

25. TO BE APATHETIC.      NIX TO BE APATHETIC.

   ( road through battlefield covered with dead & dying, mud etc.)

TO BE APATHETIC TO NIX BEING DEFEATED.

26. TO BE DEFEATED.       NIX TO BE DEFEATED.

   (battlefield with planes & tanks (who say items) fighting civil war style soldiers (who shout nixes).

TO BE DEFEATED TO NIX BEING MURDEROUS.

27. TO BE MURDEROUS.      NIX TO BE MURDEROUS.

   (walking on a wall, like the Chinese wall, above battlefield.  exploding bombs say the items).

TO BE MURDEROUS TO NIX BEING HATED.

28. TO BE HATED.          NIX TO BE HATED.

  (in a railway carriage running between barbed wire fences in battlefield).

TO BE HATED TO NIX BEING IGNORED.

29. TO BE IGNORED.        NIX TO BE IGNORED.

   (railway carriage ? (or poling raft threw swamp?))

TO BE IGNORED TO NIX BEING BLAMED.

30. TO BE BLAMED.         NIX TO BE BLAMED.

   (railway carriage - billboards say items)

TO BE BLAMED TO NIX BEING UNCARING.

31. TO BE UNCARING.       NIX TO BE UNCARING.

   (elegant railway car (like 1890's Tycoon's car) with people pleading & starving outside, begins (last items) with departure from trainshed)

TO BE UNCARING TO NIX BEING POSSESSED.

32. TO BE POSSESSED.     NIX TO BE POSSESSED.

  (TO BE TAKEN OVER [by a demon])

  ( in trainshed, loudspeakers say items )

TO BE POSSESSED TO NIX BEING VENGEFUL.

33. TO BE VENGEFUL.     NIX TO BE VENGEFUL.

  ( in the first backwards run, you are backing downstairs from the

trainshed to the harbor, in the second forward run, you would be walking up stairs from the harbor to the trainshed - this is one of

the occasional ones where you climb up a little instead of moving

downward in the forward direction.)  (Old European style (Italian?) houses to either side)

TO BE VENGEFUL TO NIX BEING PERSECUTED.

34. TO BE PERSECUTED.     NIX TO BE PERSECUTED.

   (running alongside harbor in the village by the end of the canal chased by townspeople with pitchforks who throw rocks and say the items).

TO BE PERSECUTED TO NIX BEING PARANOID.

35. TO BE PARANOID.       NIX TO BE PARANOID.

  (i.e. to be fearful without reason)

  (floating on dark water with heads on poles sticking out of the water saying the items, at the end (first items) you come to the harbor in the village)

TO BE PARANOID TO NIX BEING PURPOSELESS.

36. TO BE PURPOSELESS.    NIX TO BE PURPOSELESS.

   (canal, items from poles in water)

TO BE PURPOSELESS TO NIX BEING SELF-CONFLICTING.

37. TO BE SELF-CONFLICTING.  NIX TO BE SELF CONFLICTING.

   (i.e., to be at war with oneself)

   (canal, cottages along banks.  you keep trying to go off in various directions simultaneously.  You keep getting multiple pictures of he scenery as you separate & turn various ways simultaneously.  You split on the items and recombine on the nix.)

TO BE SELF-CONFLICTING TO NIX BEING COMBINED.

38. TO BE COMBINED.       NIX TO BE COMBINED.

   (the body is on a pole in the gondola on the canal. cottages line the banks.  copies of yourself (ghosts) fly in from the cottages and snap into the body).

TO BE COMBINED TO NIX BEING DIVIDED.

39. TO BE DIVIDED.        NIX TO BE DIVIDED.

   (canal boat, electrical storm, items come in with lightning bolts.  stone docks at a distance to the sides, copies (ghosts) of you appear on the docks & walk away, get pulled back, etc.)

TO BE DIVIDED TO NIX BEING UNCHANGING.

40. TO BE UNCHANGING.     NIX TO BE UNCHANGING.

   (sailing in a boat/gondola like Venice, heads on barber poles sticking out of the water say the items).

TO BE UNCHANGING TO NIX BEING SICK.

41. TO BE SICK.           NIX TO BE SICK.

   (lying in a bed in a gondola on a Venice-like canal, bridges pass overhead).

TO BE SICK TO NIX BEING HOPELESS.

42. TO BE HOPELESS.       NIX TO BE HOPELESS.

   (riding down a canal like Venice, items from statues on sidewalks to either side).

TO BE HOPELESS TO NIX BEING SELF-INVALIDATING.

43. TO BE SELF INVALIDATIVE.  NIX TO BE SELF INVALIDATIVE.

   (or to self-invalidate).

   (canal, strange structures on the banks say the items).

TO BE SELF-INVALIDATIVE TO NIX GIVING UP.

44. TO GIVE UP.           NIX TO GIVE UP.

   (floating down canal in desert.  pyramids on either side give items.)

TO GIVE UP TO NIX FEELING MISERABLE.

(previously I had to nix being hopeless here in the platen, before that, I had to nix being overwhelmed ? - I might still have some error here)

? (might be missing items here?)

(Electrocuted) (see item 62 below)

(Hallucinate)

(Terrified)

(Shocked)

(Hypnotized)

(Motion Sick)

(In-Motion)

45. TO FEEL MISERABLE.    NIX TO FEEL MISERABLE.

   (amusement ride in a box that jerks suddenly from side to side)

TO FEEL MISERABLE TO NIX BEING UNCONSCIOUS.

? (might be missing items here?)

46. TO BE UNCONSCIOUS.     NIX TO BE UNCONSCIOUS.

   (? maybe a rollercoaster car with plane rides etc. alongside). (originally seemed like open railway car between barbed wire in battlefield)

TO BE UNCONSCIOUS TO NIX BEING HURT.    ( to nix being smashed;  then smashed (injured) to nix being reckless ?)

47. TO BE HURT.           NIX TO BE HURT.

  (in car/cart going down steep mountain road smashing into things).

TO BE HURT TO NIX BEING SELF-DESTRUCTIVE.

48. TO BE SELF-DESTRUCTIVE.  NIX TO BE SELF-DESTRUCTIVE.

  (pits line the sides of the road with pointed stakes, rocks, acid, glass, etc. in them.  item comes from pit.  you step off edge & fall in, nix pulls you off & puts you back on road.)

TO BE SELF-DESTRUCTIVE TO NIX BEING TRAPPED.

49. TO BE TRAPPED.        NIX TO BE TRAPPED.

   ( going up and down on a pole.  riding on a pole on a carousel horse, bars/poles & fake horses all around)

TO BE TRAPPED TO NIX BEING LOST.

(following 2 items might be out of place ?)

50. TO BE LOST.           NIX TO BE LOST.

   (spinning plates?  feeling disoriented? - but see to be unbalanced)

TO BE LOST TO NIX BEING LOCATED.

51. TO BE LOCATED.        NIX TO BE LOCATED.

   (walking down streets, heads/statues carved on buildings say items.  walking down corridor, faces on doors saying items).

TO BE LOCATED TO NIX BEING DISPERSED.

   (was to nix BEING ALONE).

  52. TO BE DISPERSED.      NIX TO BE DISPERSED.

   ( strapped to a bullseye on a flying target, things keep hitting you & pieces of the body fly off in all directions & then the nix pulls you back together.)

TO BE DISPERSED TO NIX BEING OVERWHELMED.

53. TO BE OVERWHELMED.    NIX TO BE OVERWHELMED.

   ( sliding, falling, being smashed, in the amusement park, this has pictures of other parts of the incident in it).

TO BE OVERWHELMED TO NIX BEING PUNISHED.

54. TO BE PUNISHED.       NIX TO BE PUNISHED.

    ( ? - some sort of amusement park ride where punching gloves & paddles hit you as your carried on a conveyor belt)

TO BE PUNISHED TO NIX BEING DOMINEERING.

55. TO BE DOMINEERING.    NIX TO BE DOMINEERING.

   (being carried through amusement park in a sedan chair).

TO BE DOMINEERING TO NIX BEING CRIPPLED.

56. TO BE CRIPPLED.       NIX TO BE CRIPPLED.

   (amusement park, bumper cars, parachute jump, boat ride into fun house etc.).

TO BE CRIPPLED TO NIX BEING SPINNING.

57. TO BE SPINNING         NIX TO BE SPINNING.

  (amusement park, steps.  You're on a pole that spins as it hops down steps from the amusement park toward the harbor/canal area)

TO BE SPINNING TO NIX BEING STOPPED.

58. TO BE STOPPED.        NIX TO BE STOPPED.

   (amusement park car, keeps jamming in unpleasant places)

TO BE STOPPED TO NIX BEING UNBALANCED.

(to be dizzy)

(to be unaffected)

59. TO BE UNBALANCED.     NIX TO BE UNBALANCED.

   (spinning plates, plane rides, amusement park).

TO BE UNBALANCED TO NIX GETTING WORSE. 

(? maybe missed items)

(to be self controlled - see 133 below)

(to be reckless)

(to be controlled)

60. TO GET WORSE.         NIX TO GET WORSE.

   ( in a cave underground.  items from stalagmites & nix from floor.  stairs in cave.  begins (last items) with entering cave from wooded valley).(first item is WORSENED).

TO GET WORSE TO NIX EXPERIENCING NOTHING.

   (was to nix BEING ELECTROCUTED).

(to be drugged)

(to be agonized)

61. TO EXPERIENCE NOTHING.  NIX TO EXPERIENCE NOTHING.

   ( maybe heads in grottos in cave ? , hit with vacumes )

TO EXPERIENCE NOTHING TO NIX BEING ELECTROCUTED.

62. TO BE ELECTROCUTED.   NIX TO BE ELECTROCUTED.

   (may be TO BE ELECTRIFIED)

   (like being in a giant pinball game.  big fat round terminals on either side that deliver items and shocks.  you rush towards the terminal which says the item & then at last moment something rushes down in front of you & says nix & stops you.  The terminals sound high toned.  in block 2 you hit the terminal and stick and get shocked until the nix.  seems to take place underground.)

TO BE ELECTROCUTED TO NIX BEING UNTHINKING.

(this one might belong up around item 44)

(? maybe missing items)

(to be dismembered)

(to be worried)

63. TO BE UNTHINKING.     NIX TO BE UNTHINKING.

  ( swamp, boat )

TO BE UNTHINKING TO NIX BEING DEPRESSED.

64. TO BE DEPRESSED.      NIX TO BE DEPRESSED.

  (poling a boat through the mud)

TO BE DEPRESSED TO NIX BEING INDIFFERENT.

65. TO BE INDIFFERENT.    NIX TO BE INDIFFERENT.

   (being dragged through a muddy swamp by snakes etc. who say the items)

TO BE INDIFFERENT TO NIX BEING STUCK.

66. TO BE STUCK.          NIX TO BE STUCK.

  (hopping in mud/tar, you are stuck on the items & lifted on the nix).

TO BE STUCK TO NIX FLEEING.

67. TO BE FLEEING.        NIX TO BE FLEEING.

   (to flee). (wading through swamp).

TO FLEE TO NIX BEING INFESTED.

68. TO BE INFESTED.       NIX TO BE INFESTED.

   (raft in marsh, lights (like fireflies/bugs) come in & enter your body on the items, has the sense of being infested with entities ( being targ-ridden))

TO BE INFESTED TO NIX BEING EVIL.

(?missed items)

69. TO BE EVIL.           NIX TO BE EVIL.

   ( creatures rise up out of the swamp and say the items )

TO BE EVIL TO NIX BEING UNIMPORTANT.

70. TO BE UNIMPORTANT.    NIX TO BE UNIMPORTANT.

   (walking through a marsh.  there are electric shocks with the items which are said by heads on stakes sticking up out of the water).

TO BE UNIMPORTANT TO NIX BEING IMPLANTED.

71. TO BE IMPLANTED.      NIX TO BE IMPLANTED.

   ( sitting in a chair being rolled forward, back, spun etc.  in a tunnel like the Lincoln Tunnel in New York.  The chair goes in loops, upside-down, etc. very fast.  Ends (first items) with you stepping out of chair at end of tunnel to walk through swamp.  The pictures are of other implants etc.  The items come from the back of chair (head clamp) and the nix is from a helmet/plate across forehead.  the chair also goes into a transparent tube and you fly out of the mountain and arch over down into the sea and through mud etc. and then back up and into the tunnels in the mountain etc.  moves at express train speeds.  At the beginning (last items) you are in a hospital wheelchair which changes into the chair that goes into the tunnel).

TO BE IMPLANTED TO NIX BEING VISCOUS. (was to nix being insane)

(? following may be out of sequence.)

72. TO BE VISCOUS.        NIX TO BE VISCOUS.

   (stairs down cliffside to sea, continuing down into & under water).

TO BE VISCOUS TO NIX BEING PURSUED.

(this one was to be destructive)

73. TO BE PURSUED.        NIX TO BE PURSUED.

   (running down through forest towards beach)

TO BE PURSUED TO NIX BEING NERVOUS.

74. TO BE NERVOUS.        NIX TO BE NERVOUS.

   (in the woods, trees say the items)

TO BE NERVOUS TO NIX BEING CRIMINAL.

75. TO BE CRIMINAL.      NIX TO BE CRIMINAL.

   (walking down streets in a 1930s like city)

TO BE CRIMINAL TO NIX BEING DOCILE.

76. TO BE DOCILE.         NIX TO BE DOCILE.

   (corridors )

TO BE DOCILE TO NIX BEING TREATED.

77. TO BE TREATED.        NIX TO BE TREATED.

   (hospital corridors)

TO BE TREATED TO NIX BEING INSANE.

78. TO BE INSANE.         NIX TO BE INSANE.

   ( ends (first items) with you walking into hospital.  begins (last items) walking up & down stairs in an art gallery.  in between, you walk down city streets.  everything is strange and crazy and turning.  sometimes its like your in a glass tube and the city is revolving around you, swinging overhead and underneath you.  There's a sort of kaleidoscope effect.

TO BE INSANE TO NIX BEING CONDEMNED.

79. TO BE CONDEMNED.       NIX TO BE CONDEMNED.

   (walking from court into jail, between rows of cells, prisoners say items).

TO BE CONDEMNED TO NIX BEING DISHONEST.

80. TO BE DISHONEST.      NIX TO BE DISHONEST.

   (jungle, animals saying items ?)

TO BE DISHONEST TO NIX BEING ACCUSED?

81. TO BE ACCUSED.        NIX TO BE ACCUSED.

   ( walking between pillars which say items ?)

TO BE ACCUSED TO NIX BEING GUILT RIDDEN.

82. TO BE GUILT RIDDEN.    NIX TO BE GUILT RIDDEN.

   ( faces on trees in forest say items.  at end (first items), you come to steps leading to hall of justice.).

TO BE GUILT RIDDEN TO NIX BEING TREASONOUS.

83. TO BE TREASONOUS.     NIX TO BE TREASONOUS.

   (or to be traitorous or treacherous)

   (TBD [to be done], I have not yet run this one)

TO BE TREASONOUS TO NIX BEING BLINDED.

84. TO BE BLINDED.        NIX TO BE BLINDED.

   (TBD, not yet run)

TO BE BLINDED TO NIX SPYING.

85. TO BE SPYING          NIX TO BE SPYING.

   (TBD, not yet run)

TO E SPYING TO NIX BEING BETRAYED.

86. TO BE BETRAYED.       NIX TO BE BETRAYED.

   (TBD, not yet run)

TO BE BETRAYED TO NIX BEING DEGRADED (?).

(maybe missing items ?)

(to be vilified)

(to be treacherous)

87. TO BE DEGRADED.       NIX TO BE DEGRADED.

   (?) (going down slide from cliffs to beach ?)

TO BE DEGRADED TO NIX BEING ASHAMED.

88. TO BE ASHAMED.        NIX TO BE ASHAMED.

   ( ? path up mountainside with lampposts saying items? or canal boat from amusement park?)

TO BE ASHAMED TO NIX BEING PERVERTED.

89. TO BE PERVERTED.      NIX TO BE PERVERTED.

   (walking through carnival.  items come from booths.  (? maybe starts or ends with getting in/out of canal boat ?)

TO BE PERVERTED TO NIX HAVING CRAVINGS.

90. TO HAVE CRAVINGS.     NIX TO HAVE CRAVINGS.

    (or TO CRAVE)

   (maybe going through a tent or shopping mall with things on display).

TO HAVE CRAVINGS TO NIX BEING EMPTY.

91. TO BE EMPTY.          NIX TO BE EMPTY.

   (floating above shopping mall, like a flying dream or maybe on a balloon like cushion.  drifting down (maybe from ski lift))

TO BE EMPTY TO NIX BEING GLUTTONOUS.

92. TO BE GLUTTONOUS.     NIX TO BE GLUTTONOUS.

   (on a restaurant terrace on a mountainside overlooking the shopping mall.  you're at a table on a moving/revolving disk.  at the end (first items) you're flung off of the balcony.)

TO BE GLUTTONOUS TO NIX BEING REJECTED.

93. TO BE REJECTED.       NIX TO BE REJECTED.

   (in a sort of concourse/mall-like tunnel in the side of a hill.  support posts with faces say the items.  the mall leads to the restaurant.).

TO BE REJECTED TO NIX BEING DISGUSTING.

94. TO BE DISGUSTING.     NIX TO BE DISGUSTING.

   (in a sort of subway station/tunnel, sewer-like)

TO BE DISGUSTING TO NIX BEING TIDY.

95. TO BE TIDY.           NIX TO BE TIDY.

   (to keep things neat, clean, etc.)

   (a carpeted elegant hallway, gaslights line the walls and say items)

TO BE TIDY TO NIX BEING MESSY.

(TO BE MESSY)

(TO BE CLUNG-TO)

(to be abandoned)

(to be dependent)

(TO BE UNFEELING)

99. TO BE SEXUAL.         NIX TO BE SEXUAL.

   (?)

TO BE SEXUAL TO NIX BEING ALONE.

100. TO BE ALONE.          NIX TO BE ALONE.

(?)

TO BE ALONE TO NIX BEING TOGETHER.

101. TO BE TOGETHER.       NIX TO BE TOGETHER.

   (TBD, not yet run)

TO BE TOGETHER TO NIX BEING ISOLATED.

102. TO BE ISOLATED.       NIX TO BE ISOLATED.

   (ice fields & snow bridges)

TO BE ISOLATED TO NIX BEING CORRUPTING.

(TO BE CORRUPTING)

104. TO BE CORRUPTED.      NIX TO BE CORRUPTED.

   (TBD, not yet run)

TO BE CORRUPTED TO NIX BEING INHIBITED.

105. TO BE INHIBITED.      NIX TO BE INHIBITED.

   (?, maybe in a female body?)

TO BE INHIBITED TO NIX BEING WANTON.

106. TO BE WANTON.          NIX TO BE WANTON.

   (TBD, not yet run)

TO BE WANTON TO NIX BEING FRUSTRATED.

107. TO BE FRUSTRATED.     NIX TO BE FRUSTRATED.

   (?)

TO BE FRUSTRATED TO NIX ?

?

109. TO BE DISINTERESTED.  NIX TO BE DISINTERESTED.

   (TBD, not yet run)

TO BE DISINTERESTED TO NIX BEING DISAPPOINTED.

110. TO BE DISAPPOINTED.    NIX TO BE DISAPPOINTED.

   (? aerial high road, city below?)

TO BE DISAPPOINTED TO NIX BEING SELFISH.

(SELFISH)

112. TO BE HUMAN.          NIX TO BE HUMAN.

   (walking out of black water onto a beach in sunlight [maybe around to be viscous?]. walking around beach on island, ground & rocks saying items.  maybe pedaling backwards on a unicycle?)

TO BE HUMAN TO NIX BEING ?

?

(ENRAGED)

(DROPPED)

(CARRIED) (ski lift?)

117. TO BE EXHAUSTED.      NIX TO BE EXHAUSTED.

   (trudging up a mountain slope from a beach, eventually reaching the snow.  maybe a ski lift at the top?)

TO BE EXHAUSTED TO NIX BEING OVEREXERTED.

(OVEREXERTED)

?

(to feel miserable?)

120. TO HALLUCINATE.       NIX TO HALLUCINATE.

   (to be hallucinating)

   (some sort of car going down (backing up) steep mountain roads,    sometimes its a plane or a parade float, sometimes it seems like    you're going down an airstrip in a golf cart ?)

TO HALLUCINATE TO NIX BEING TERRIFIED.

121. TO BE TERRIFIED.     NIX TO BE TERRIFIED.

   (a plane or a rollercoaster or a funhouse ride in an amusement park).

TO BE TERRIFIED TO NIX BEING FOOLISH (?)

122. TO BE FOOLISH.       NIX TO BE FOOLISH.

   (path through park with lampposts, walking through a zoo, stairs in park?)

TO BE FOOLISH TO NIX BEING RESPONSIBLE (?)

123. TO BE RESPONSIBLE.    NIX TO BE RESPONSIBLE.

   (going down a steep slope in a car.  highway lampposts give the item.  the car is single seat, open top, very fast.  block 5 is on an elevated trestle (in the car) going up and down on each pair of items, car does a loop-de-loop).

TO BE RESPONSIBLE TO NIX BEING IRRESPONSIBLE.

(IRRESPONSIBLE)

(BURDENED) (trudging through primitive village carrying things?)

126. TO BE NEGLIGENT.     NIX TO BE NEGLIGENT.

   (sailboats).

TO BE NEGLIGENT TO NIX BEING CAREFUL.

127. TO BE CAREFUL.      NIX TO BE CAREFUL.

   (TBD, not yet run)

TO BE CAREFUL TO NIX BEING CRUSHED.

128. TO BE CRUSHED.       NIX TO BE CRUSHED.

   (on a conveyor belt, factory like.  steel cylinders come down & crush you or moving walls (plates) slam into you from the sides.  the machinery says the items.

TO BE CRUSHED TO NIX BEING INATTENTIVE.

129. TO BE INATTENTIVE.   NIX TO BE INATTENTIVE.

   (TBD, not yet run)

TO BE INATTENTIVE TO NIX BEING SELF-CRITICAL (?)

130. TO BE SELF-CRITICAL.   NIX TO BE SELF-CRITICAL.

   (going down park stairways with landings?)

TO BE SELF-CRITICAL TO NIX BEING CARELESS.

(CARELESS)

?

133. TO BE SELF-CONTROLLED.   NIX TO BE SELF-CONTROLLED.

   (on a scooter being jerked from side to side.  coming down from jungle?  going to amusement park?)

TO BE SELF-CONTROLLED TO NIX BEING RECKLESS ?

(RECKLESS)

?

136. TO BE REGRETFUL.      NIX TO BE REGRETFUL.

   (floating back from a plane crash.  airfield.  ? sailboats, faces on sails)

TO BE REGRETFUL TO NIX BEING INCOMPETENT.

137. TO BE INCOMPETENT.      NIX TO BE INCOMPETENT.

   (to be flubbing)

TO BE INCOMPETENT TO NIX BEING ENSLAVED.

138. TO BE ENSLAVED.        NIX TO BE ENSLAVED.

   (?)

TO BE ENSLAVED TO NIX BEING CRUEL.

139. TO BE CRUEL.           NIX TO BE CRUEL.

   (carnival or suburbs or town city?)

TO BE CRUEL TO NIX ?

?

(to be irritated)

(to be exploited)

(to be resisted)

(to be misled)

141. TO BE ASLEEP.          NIX TO BE ASLEEP.

   (fluffy landscape, soft roads, stuffed animals on either side saying items)

TO BE ASLEEP TO NIX BEING TIRED.

(TO BE TIRED)

?

144. TO BE CRITICAL.        NIX TO BE CRITICAL.

   (aerial road in heaven?, there is an electrical snap to the nix)

TO BE CRITICAL TO NIX BEING CRITICIZED.

145. TO BE CRITICIZED.      NIX TO BE CRITICIZED.

   (broad stairway in the air, statues along sides, running down to (first items) the top of a mountain, coming from (last items) a long gossamer bridge.

TO BE CRITICIZED TO NIX BEING ARROGANT.

146. TO BE ARROGANT.        NIX TO BE ARROGANT.

   (roads in the sky)

TO BE ARROGANT TO NIX BEING WRONG.

(WRONG)

?

148. TO BE IMPORTANT.      NIX TO BE IMPORTANT.

   (a road in the air, pennants on poles say the items.  backing up towards a crystal city in the sky)

TO BE IMPORTANT TO NIX BEING BOTHERED.

149. TO BE BOTHERED.       NIX TO BE BOTHERED.

(TBD, not yet run)

TO BE BOTHERED TO NIX BEING POWERFUL (?)

(POWERFUL)

(TROUBLED)

?

(TO HAVE PICTURES)

(to look at pictures or have pictures to nix being unseeing)

153. TO BE UNSEEING.      NIX TO BE UNSEEING.

   (walking on a foggy pier, painful flashes of lights on each item.  coming from a sewer tunnel (?)

TO BE UNSEEING TO NIX BEING REVOLTED.

154. TO BE REVOLTED.      NIX TO BE REVOLTED.

   (TBD, not yet run)

TO BE REVOLTED TO NIX BEING AFFECTED.

155. TO BE AFFECTED.      NIX TO BE AFFECTED.

   (?)

TO BE AFFECTED TO NIX ?

?

(to be tough)

(to be fragile)

(to be callus)

(to be slovenly)

(to have nothing)

(to be possessive)

157. TO BE MASSLESS.       NIX TO BE MASSLESS.

   (going through doorways, like walking through a railroad flat type apartment).

TO BE MASSLESS TO NIX BEING SOLID.

158. TO BE SOLID.          NIX TO BE SOLID.

   (going through iron archways.  maybe on a traincar with signal bridges passing overhead, you stop with a jerk on the item and move on the nix).

TO BE SOLID TO NIX BEING DISPERSED?

?

(to be altered)

(to be incomplete)

(to be blocked)

(to be irradiated)

(to be distracted)

(to forget)

(to lose? or to regret)

159. TO LEVITATE.          NIX TO LEVITATE.

   (walking on a transparent bridge in the sky.  all the pictures are of overts).

***********     *  *  *

I haven't run much beyond this.  Gradually you back up on an aerial

stairway until you reach the gates of heaven.

***********     *  *  *

(to unconsciously create)

(to automatically create)

(to compulsively create)

160. TO BE CAST OUT        NIX TO BE CAST OUT

(thrown out of heaven)

(gates of heaven)

161. TO BE IN HEAVEN       NIX TO BE IN HEAVEN

(path through clouds from the heavenly city down to the gates)

(to be controlled?)

(to be rebellious)

162. TO BE GOOD            NIX TO BE GOOD

(items like being obedient, respectful, etc.)

(finally you back up all the way to God's Throne)

163. TO BE CREATED         NIX TO BE CREATED

(The top item is you being created by God).

                              end of Hellatrobus Goals List

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

         3. EARLIER HELLATROBUS IMPLANTS

Although I have referred to the prison planet implant as being

Hellotrobian, I believe that the old Hellatrobus empire is long

gone in this galaxy.  I think that there are still Hellotroban

fanatics around who sell their services as implanters (to make

people good) and specialize in prison planets.  Whoever set this

place up simply hired them.

The Hellatoban symbology includes the staircase to heaven, pearly

gates, trainsheds, trolley cars, small town banks, idyllic pastures,

angels, devils, crosses, mortuaries, and peaceful small town and

bucolic scenery.  

A great deal of Hellatroban symbols were added to Christianity in the medieval period, but please note that this

does not mean that Christianity was started by Hellatrobus.  Except for the cross (which is a much more basic symbol and not

exclusive to Hellatrobus), none of this stuff is in early

translations of the Bible (some of it is in later altered versions).

The Hellatroban effort is to twist local religions into its

sweeping effort to make others good by implanting.  The Buddhists

tended to avoid this because Buddha rejected heaven as being

part of the trap (his argument was that if you accept Heaven, then

you also accept Hell and you will spend your existence bouncing

back and forth between them).  But I think you will find a lot

of Hellatrobian stuff in the other eastern religions.

Hellatrobus actually prefers to blend sex in with religion and

their preference would be to have temple orgies rather than

celibacy.  But they will work with an anti-sex religion if they

have to.  Either way, they insist on controlling sex and condemn

its practice outside of the control of the church because they

see it as a weapon and means of control.  It works best in a

must have / can't have atmosphere and so they object strenuously

to a loose and laize farre attitude on the subject.

The current Hellatrobus implant includes pictures of radioactive

clouds etc., but it may be an almost accurate representation of

the earlier use of the Hellatrobus implants, intended to restimulate

and confuse you about when it happened.  It don't think that the earlier one, used by the Hellotrobian empire in this galaxy

a long time ago, was anywhere near as complex as the current

implant, but I didn't spend much time trying to research it.

The earliest versions of this implant go back before this universe

(I don't think they were called Hellotrobian then, but the name

will suffice).  They get much simpler.  The earliest one I

could find seemed to be used in the thought universe but it

uses symbols universe style constructions so maybe it actually

comes from an even earlier period.  This early one, which I will

refer to as the "Basic Hellotrobian Implant" made extensive use

of penalty universe symbols along with the standard Hellatrobian

style scenery.  I did some work on this one and what I got of

it is given below.

There are even earlier religious implants, such as the "Dear

Souls Implant" (later in this write-up) and the false jewel of

knowledge.  This is the flip side of the coin from the implants

intended to make slaves (such as the ones in OT2 and things like

the amusement park goals etc.).

It seems like it all goes back to the reality wars (see the

cosmic history).  The crowd pushing three dimensions eventually

launched implants to create enforced agreement with MEST and to

make slaves and the fourth dimensional crew countered with

implants pushing religion, heaven, and sexual sensation, all of

which exceed the normal three dimensional framework.

Perhaps I shouldn't have been so critical of Ron's comment about

the psychs and priests (see "What is/isn't true"), but the remark

was terribly shallow compared to the real truth and it was unjustly harsh on the many well intentioned individuals in these professions.

Don't bother looking for the bad guys behind all of this.  We all

take turns and switch sides frequently as well.  The whole conflict stems from the subtle wrong data given us in the original

jewel of knowledge and the only way out is for us to drop the

whole thing.

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

           THE BASIC HELLATROBUS IMPLANT

I date this as around 2 1/2 quadrillion years ago ( 2576 trillions).

This is done to thetan energy beings.  The construction is a 3D space

built sideways so that it seems like a 2D flat picture floating in

space.  It looks interesting, so you float over and get drawn in.

In front of the picture floating in space is a row of the 64 penalty

universe terminals, leading down into the picture.  You're drawn to the

row and enter it and move from terminal to terminal hearing the

"price" items (see the penalty universe master list - these price

items were use in many different implants).  As you pass the last

terminal (the pyramid), you look into the picture and see the

opening scene with the trolley car and the building and the bank (like

a small town bank) with a nice looking little boy (?) body standing

in front of it.  You go down and enter it (to get away from the

pyramid) and become the child.

You go into the bank and find the escalator and ride it up to

heaven.  Pillars along side the escalator have the faces of the

penalty terminals and they say the 64 "survive" lines (see the

penalty universe master list).

At the top you go through 64 scenes.  Each depicts a penalty

universe goal/terminal.  You see one and then an atomic light glows

and you get an implant GPM that carries the goal down to its

inversion.  In other words, create goes to destroy, cause goes

to effect, all the way down to endure being turned around into

"to be ended".  The items seem to follow a CDEI style patter

such as enforced creation opposing inhibited destruction but I

didn't bother working out the platen because the entire scene

can be blown by spotting the penalty universe native state item

for the goal.   So you just spot the inversion of create into

destroy, ITSA the scene a bit if necessary, and then spot "to create is native state" to FN.  Then do the next goal.

After you get indoctrinated by the 64 scenes in heaven, you're

taken before god's throne and told that you are too evil to remain

in heaven.  You're cast out and fall down into the pit of hell.

Once there, you go through 64 tortures.  Each begins with the

inversion item in its strongest form, i.e. "TO CREATE IS TO DESTROY,

ABSOLUTABLY", and then you're tossed into a pit of fire or frozen

in ice or whatever.  They go through all 64 inversions ending

with "TO ENDURE IS TO BE ENDED, ABSOLUTABLY" and then angels come

and rescue you.

Then you're made to promise to be good (they toss you in again and

the whole thing repeats if you don't), given a shove and come out

of the picture in a daze.

This was apparently meant to lay in the symbols of Hellatrobus by use of the earlier charge on the penalty universes.  I think they

went through some vast research effort to get a bit of the penalty

universes so that they could put some punch behind their symbols of

pearly gates and angels and things.  I think they had the idea that

they could take over anywhere by having a set of symbols that everyone would react to.

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

               4. THE DEAR SOULS IMPLANT

18 Oct 90.

This could be called the Ethics implant.

Have you noticed these people who feel that they need to be controlled and disciplined?  The sort who say that they need to have someone make them put their ethics in?

If someone is being criminal, either they have it all nicely justified and not-ised or they confront it and reform.  If somebody really thought they were out-ethics, they'd do something about it.  But here we have someone who's saying "I don't know what's what, but somehow or other I must be being bad and that's what's wrong with me, so I need someone else to come over and jerk me around and evaluate for me and help me be good".

The real psychos are down in the negative goal inversions and its all unreal.  They'd never say something like this.  The ordinary criminal is into the O/M, O/W, and O/J sequences and is not very likely to own up to his misdeeds.  The last thing he wants is to have someone else put his ethics in.

Now the average decent person could sure use some help understanding and confronting things, and he likes to have some nice guidelines about the proper things to do, but he doesn't need a policeman standing over his shoulder to get him to do them.  But many of these people literally crave the presence of someone who'll tell them what terrible sinners they are and force them to behave.

This is completely insane and irrational.  If you hear a statement like this, you tend to dub in a factor of reasonability.  You see him saying "I'm bad and I need my ethics put in" and you think that its his out ethics behavior that's making him say this.  Since you can probably see that he does have some out-ethics (its pretty common), you think that that is what he's talking about.  But its not!  If he could get his hands on some real out-ethics, he'd just change his behavior.

What he's talking about is his normal sane behavior.  He has the mistaken idea that somewhere in there is some terrible criminality such as the overt of being alive and breathing, and he wants some other determined viewpoint to come along and cure him of this.

This is all the result of an implant that convinced him that people were basically bad and needed to have other determined ethics pushed in on them.  It sold him on the idea that what was wrong with him was his own inherent evil nature and the basic evil nature of others.  It made him think that civilization depended on people policing each other from moment to moment.  And it made him crave external enforcement to keep him good.

In its recent form, this is the dear souls implant.  It is actually a between lives implant used on the people in the dear souls civilization which spread across much of the inner core of the galaxy in the wake of the collapse of an earlier slave oriented

militaristic empire (with some of the characteristics of Nazi Germany

and Rome under Caesar).  When the revolutionaries got control, they

decided to stamp out war and strife forever and began implanting

everyone to make them good.  I get a date of 7 trillion, 753 million years ago as the first time I received this in this universe.

In an earlier form, this was also used at various times and places in the magic universe.

Basic on this seems to be early in the Symbols universe, maybe around 50 quadrillion years ago.  Supposedly, it was first done to solve the problem of people dramatizing the inverted penalty goals (from the treadmill), but it never accomplished this.  That was just a justifier put out by the government.  The real purpose was to keep people in their place, quietly doing their jobs and not revolting.  It made good servants out of the bulk of the population.

There are differences between the various versions, and a great deal of things in these implants that I have not researched out in detail.  The goals are late on the chain and not as deeply entrenched as the penalty universe goals, so you should be able to blow the whole mess just by spotting a few key things.

INSTRUCTIONS FOR RUNNING:

The following is done for each of the 20 goals given in the goals list below.

1. Spot "TO BE (goal) IS NATIVE STATE"

This is the first item of the original implant used in the symbols universe.

2. Spot "TO CREATE (positive goal state) IS NATIVE STATE".

This is the first item of a later version of the implant.

3. Spot "TO DESTROY (negative goal state) IS NATIVE STATE".

This goes with item 2 above.

4. Another version uses the entire series of 64 penalty goals from Create down to Endure.  The format is: 

TO BE IS TO CREATE (positive goal state)

TO BE IS TO MOCK UP (positive goal state)

 ... etc. ....

TO BE IS TO ENDURE ANYTHING FOR THE SAKE OF (positive goal state)

Spot the 3 items above plus a few more if needed to get the mass to key out.  Note that items like "to be is to eat ethics" are part of this platen with the sense of drawing in Ethics through your mouth and incorporating it into your beingness.  But the wording might

better be stated as "to be is to absorb ethics", because that is

closer to the sense of the item.

5. After number 4 above, the implant uses the 64 inverted penalty goals on the negative goal state (i.e., destroying out-ethics) running from dissipate to destroy (i.e., reverse order).

TO BE IS TO DISSIPATE (negative goal state).

   ... etc. ....

TO BE IS TO UNMOCK (negative goal state).

TO BE IS TO DESTROY (negative goal state).

Spot the above 3 items and a few more if needed to key this out.  They erred in using this on people because it includes items like "to be is to misunderstand out-ethics" which messed up their idea of people policing each other.

6. The earliest versions include a splitter where you push parts of yourself onto others to make them behave (see the write-up on CEs etc.).

Spot pushing yourself onto others and compelling them to be (positive goal state).

Spot pushing yourself onto others and inhibiting them from being (negative goal state).

(per later research, you should have any pieces you spot "point

to the being you divided from").

Also, if necessary, handle any recent overts of forcing others to be (positive goal state) or inhibiting others from being (negative goal state).  Here we're not looking for sane and reasonable efforts to get others to improve but rather we're looking for the heavy make wrong type crush ethics.

7. Spot any entities that were pushed on to you to compel you to be (positive goal state) or inhibit you from being (negative goal state).  Handle by having them spot the false data in the implant and by spotting the top item (#1 above).  (or use point to the

being you divided from).

8. Spot wanting to be compelled by others to be (positive goal state) and inhibited by others from being (negative goal state).  Spot the fact that these cravings were laid in by the implant.

9. Spot the false implanted datum that people are basically (negative goal state).

10. Spot the misconception that this implant is necessary to your well being and to the well being of others.

11. Spot "TO CREATE IS NATIVE STATE".  Spot this for yourself and for any partially awake entities that haven't quite blown yet.  Notice that this goes back much earlier than any of the above items (i.e., the penalty universes are much much earlier).

12. If necessary, spot "TO AGREE IS NATIVE STATE", and spot building the agreements universe before that.  Again, spot this both for yourself and any partially awake entities that haven't quite blown.

If it hasn't keyed out completely, spot overts of designing this implant, or doing it to others, or wanting others implanted with this, or forcing others to be (positive goal).

DEAR SOULS IMPLANT - GOAL LIST

The format is:  TO BE (positive goal)

 (TO CREATE (positive goal state) / TO DESTROY (negative goal state) )

Although other prefixes besides create and destroy are used with these goal states, this seems to be the clearest way of writing these items.

Note that out-ethics can also be translated as criminality.  

Some of the items are a bit difficult to translate and you may have to work them around a bit.  Note that these always represent states of beingness rather than trying to inflow something (i.e., it is making people have sympathetic natures rather than getting them to sympathize with you).

1. TO BE ETHICAL

 (to create ethics / to destroy out-ethics).

2. TO BE RESOURCEFUL

 (to create resourcefulness / to destroy complacency).

3. TO BE SYMPATHETIC

 (to create sympathy / to destroy callousness)

4. TO BE DUTIFUL

 (to create dutifulness / to destroy carelessness)

5. TO BE RESPONSIBLE

 (to create responsibility / to destroy irresponsibility).

6. TO BE HONORABLE

 (to create honor / to destroy dishonor).

7. TO BE LOYAL

 (to create loyalty / to destroy disloyalty).

8. TO BE TRUSTWORTHY

 (to create trustworthiness / to destroy betrayal)

9. TO BE INDUSTRIOUS

 (to create industriousness / to destroy laziness)

10. TO BE MERCIFUL

 (to create mercifulness / to destroy vengefulness)

11. TO BE OBEDIENT

 (to create obedience / to destroy disobedience)

12. TO BE PATIENT

 (to create patience / to destroy impatience)

13. TO BE HELPFUL

 (to create helpfulness / to destroy unhelpfulness)

14. TO BE CARING

 (to create caring / to destroy uncaring)

15. TO BE PROTECTIVE

 (to create protectiveness / to destroy unprotectiveness)

16. TO BE THRIFTY

 (to create thriftiness / to destroy wastefulness)

17. TO BE POLITE

 (to create politeness / to destroy rudeness)

18. TO BE RESPECTFUL

 (to create respectfullness / to destroy disrespectfullness)

19. TO BE GOOD

 (to create goodness / to destroy badness)

20. TO BE REVERENT

 (to create reverence / to destroy irreverence).

It shouldn't be necessary to run the hundreds of detail items that

were implanted on each of these 20 goals.  Just use the dozen steps

given above to key out the whole mess.

   ----------

It reminds me a bit of the boy scout's code.  You can see the sweetness and light nature of this in the use of items such as politeness and by the choice of bad rather than evil as the opposite of good.

It's insidious in that the items all seem nice enough that they tend to draw you into agreement.  You were basically good (most of the time) prior to receiving this implant, so the item seems reasonable to you.   It seems like a good idea to implant everyone into being good, like it would make a golden age or something.  But it doesn't.  It makes crazy people who become fanatic on enforcing goodness and destroy badness.  Eventually, the idea of being good just makes people's flesh crawl.  

Since you become what you resist, the end product of this is a society of rude, lazy, and dishonorable people who preach at you all the time about being good.

               End of Dear Souls Implant

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

   ---------------------------------------------  
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              5.  THE AMUSEMENT PARK GOALS

The implant research began in 1963 and the earliest ones found are

only partially correct.  This is especially true of the ones that

were investigated before they started checking for implanted dates

etc.

The Gorilla Goals and the Bear Goals are both from the same

implant.  It might be better labeled the amusement park implant.

The entire penalty universe series of 64 goals and terminals from create (the god statue) down to endure (pyramid with the all seeing

eye) was used.  The goals are slightly twisted from the original

penalty universe versions, with the Tiger's goal being "To Crave"

(rather than to eat) and the Gorilla's goal being "To Enforce"

rather than to bring order.

A two part goal was used, with a root and an end word.  The root

word is the penalty goal, and there are a number of endwords,

including death, sleep, pain, sex, solidity, and emotion.  Probably

there are more, but the implant pretty much fell apart for me on

the first goal which is "TO CREATE DEATH".

The implant is given in an amusement park, with the items being

delivered to you while you're on a rollercoaster.  The penalty universe

terminal sits facing you in the rollercoaster saying the items.  There

is also a big mockup of the penalty terminal in the center of the

amusement park.

In between each goal, you're taken off of the rollercoaser and placed

on a carousel (penalty terminal in the center).  Each time the carousel turns, you become dizzy, go unconscious, and a false lifetime is

implanted and your told that trillions of years have gone by.  So

it seems like each piece of the implant was done trillions of years

apart and that the entire timespan is enormous, but actually the

whole series only took about two weeks.

The correct date for the implant does seem to be in the hundreds

of trillions of years ago.  It would have been in an earlier universe,

probably the conflicts universe.

The items Ron found (HCOB of 17 Apr 63 - one of the ones in the

scamiz package on the internet) are pretty much correct except that he only has the root and not the endword.

Here I will give the items for the goal "TO CREATE DEATH".  These

are said by the god statue as you go down in the rollercoaster

(you blackout at the bottom on each item).  Then you get the

carousel etc.  Then you seem to be waking up and going to the

amusement park and now its setup with the 2nd penalty terminal

which is the old man god and the goal is "TO CAUSE DEATH".

It carries on in this fashion, with the penalty goals adjusted

so as to apply to the endword.  The Gnome would implant the

goal "TO LEARN ABOUT DEATH", the clown would do "TO RATIONALIZE

DEATH", the Gorilla would do "TO ENFORCE DEATH" etc.  Eventually we get the Bear with "TO FEEL DEATH", the Tiger with "TO CRAVE DEATH", and the pyramid with "TO ENDURE DEATH".

Then the whole mess repeats with another endword such as SLEEP

(TO CREATE SLEEP etc.) or SEX, etc.  I'm not too clear on the entire set of endwords.  If you've taken some charge off of the penalty universes, this whole thing should probably fall apart on running a few items.

The items for the first goal, "TO CREATE DEATH" would be as follows:

The item comes from the terminal facing you in the rollercoaster.

The opterm seems to be whispered to you from the side as you blackout

at the bottom.  Then its all gray.  Next you begin to see again as

the rollercoaster nears the top and the terminal looks at you intently

and you have a moment of dread anticipation before you crest the

summit and begin to fall again and get the next item.

1A. TO CREATE DEATH               1B. NO CREATION OF DEATH 

2A. CREATING DEATH                2B. NO CREATING DEATH

3A. CREATORS OF DEATH             3B. NO CREATORS OF DEATH

4A. THE CREATINGNESS OF DEATH     4B. NO CREATINGNESS OF DEATH

5A. THE CREATINGISHNESS OF DEATH  5B. NO CREATINGISHNESS OF DEATH

6A. THE CREATIVITY OF DEATH       6B. NO CREATIVITY OF DEATH

7A. BEINGS WHO CREATE DEATH       7B. A BEING WHO NEVER CREATES DEATH

8A. ACTIVELY CREATING DEATH       8B. A BEING WHO HATES TO CREATE DEATH

9A. THE NECESSITY OF CREATING     9B. A BEING WHO REFUSES TO CREATE DEATH

     DEATH.               (per Ron, a being who didn't want to create death)

10A. THE ACTION OF CREATING DEATH 10B. A HATRED OF CREATING DEATH

11A. ANY FERVENT BELIEF IN        11A. A NON-CREATOR OF DEATH

       CREATING DEATH.

12A. FERVENT BELIEVERS IN       12B. THE EXHAUSTION OF CREATING DEATH

        CREATING DEATH       (per Ron, a being that creating death exhausted)

13A. THE VAST VALUE OF CREATING  13B. AN EXHAUSTED CREATOR OF DEATH

       DEATH.

14A. DEMANDING THE CREATION OF    14B. A BEING WHO HAD TO CREATE DEATH

       DEATH.

15A. OBSESSIVE CREATION OF DEATH  15B. A BORED CREATOR OF DEATH

                                   (or the boredom of creating death)

16A. AN INTEREST IN CREATING      16B. A SECRET CREATOR OF DEATH

       DEATH.

17A. A KNOWLEDGE OF CREATING      17B. A VICIOUS CREATOR OF DEATH

       DEATH.

18A. COUNTER CREATING AGAINST      18B. A DETERMINED CREATOR OF DEATH

       DEATH

19A.  PROHIBITIONS AGAINST        19B. HAVING TO CREATE DEATH

       CREATING DEATH

20A.  DETESTORS OF CREATING DEATH 20B. A CREATOR OF DEATH

21A.  THE HOPELESSNESS OF         21B. THE JOY OF CREATING DEATH

        CREATING DEATH

22A.  THE ABSENCE OF CREATING     22B. SOMEBODY WITH THE GOAL TO CREATE

       DEATH.                            DEATH.

(Ron has another pair here,       no creatishness of death    somebody or something with the goal to ..)

23A.  THE NON-EXISTENCE OF        23B. THE GOAL TO CREATE DEATH

         CREATING DEATH

24A.  THERE IS NO GAME WITHOUT    24B. TO CREATE DEATH

          DEATH.

                                  (maybe to create death to have a game).

I suspect that there may be a few missing or misworded items.  Also,

there is always the problem of translation into English, where different

people might phrase the same concept different ways.

                  end of amusement part implant

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

                       6. THE TRAIN IMPLANT 

22 June 91

See the train implant in new tech vol 7 (HCOB 24 Aug 63, page 281).  There is little or no charge on the implant for an OT.  But there will be loads of BTs who are dramatizing these goals.

I don't think that Ron was correct in identifying this as the implant

used to sentence people to earth, but it is a recent (this universe)

implant.  Maybe its used on entities shipped here to plague us (e.g.

dregs cleaned up from the most recent mass implant that happen maybe ten thousand years ago out in the direction of the

constellation "Draco the Dragon").  That would explain why there were

so many BTs on this one even though I could find little charge of my

own on it.  The train sequence can be confused with the train sequence in Hellatrobus (which is the before earth implant), and

that may have encouraged Ron's error in identifying this one.

Check "is there a BT with the goal ...".  If so, have him spot the goal being implanted, then spot the first time the goal was implanted.  If necessary, ask "who are you" to get a blow.  Note that many or all of these goals go back to much earlier implants including the amusement park implants (bear and gorilla goals) and the crashes implant (conflicts universe), so spotting the earlier time the goal was implanted is quite important.

The face in the train car is a penalty universe terminal.  There will be BTs who are being the face (and getting others to dramatize the implanted goal).  Have them spot native state at the top of the penalty universe being restimulated (in parenthesis below).  Note that the penalty universe goals were not used in the train implant, just the faces of the terminals.  It mystified and restimulated the beings getting the train implant.

Occasionally check for a) The goal is a wrong item for others, b) copying, c) BT overrun on a goal (have them spot going release on it).  Note that these blow very fast and its easy to slide over onto a different BT (who has a different goal) when one blows and its

easy to overrun someone on a goal.

Take multiple passes through the list, running lightly rather than trying to get every last one on one pass.  This reduces the problem of others copying the goal or it acting as a wrong item for others with different goals.

As you get these off, its like you have been living in a sea of molasses and its finally falling away.

1. TO BE ENDED         - god (to create)

2. TO BE CONTROLLED    - computer (to mockup)

3. TO BE UNAWARE       - cloud (to intensify)

4. TO BE UNCONSCIOUS    - cartoon mouse (to imagine)

5. TO BE UNKNOWING     - dodo (to know)

6. TO MISUNDERSTAND    - chipmunk (to understand)

7. TO BE AFRAID        - hero (to absorb)

8. TO NEVER FIND OUT   - gnome (to learn)

9.  TO BE OBEDIENT     - Chinese child (to play)

10. TO BE CAUGHT       - coach (to compete)

11. TO BE TRAPPED      - spirit broker (to exchange)

12. TO BE OBLIGATED    - penguin banker (to manipulate)

13. TO NEVER CHANGE    - magician (to change)

14. TO DIVIDE          - clay man (to shape)

15. TO MERGE           - twins (to combine)

16. TO BE CONFUSED     - gorilla (to bring order)

17. TO BE DEAD         - clown (to reason)

18. TO BE DISORIENTED  - wire man (to orient)

19. TO RETURN          - pilot (to guide)

20. TO NEVER ESCAPE    - toy (to compute)

21. TO NEVER FINISH    - lobster engineer (to engineer)

22. TO NEVER GET ANYWHERE - beaver (to construct)

23. TO NEVER ACCOMPLISH - crystals (to structure)

24. TO NEVER START     - snake people (to build)

25. TO NEVER CORRECT   - munchkin (to invent)

26. TO BE DEGRADED     - muse (to inspire)

27. TO NEVER IMPROVE   - ghost (to enhance)

28. TO NEVER BELIEVE   - godmother (to beautify)

29. TO BE CORRUPTED    - fire people (to purify)

30. TO BE GUILTY       - bull people (to judge)

31. TO BE BEATEN (defeated) - green men (to defend)

32. TO BE IN JAIL      - sphere (to police)

33. TO ???             - rabbit preacher (to enlighten) ??

34. TO AGREE           - fish man (to convert)

35. TO BE MYSTIFIED    - angel (to commune)

36. TO BE DOOMED       - knight (to worship)

37. TO BE INVISIBLE    - soothsayer (to predict)

38. TO BE ASLEEP       - cupid (to influence)

39. TO BE OWNED        - elves (to collect)

40. TO HAVE A BODY     - goat god (to embody)

41. TO NEVER DISCOVER  - centaurs (to discover)

42. TO BE LOCATED      - leprechaun (to locate)

43. TO BE SOLID        - space invaders (to gather)

44. TO BE UNREAL       - fox people (to own)

45. TO STAY HIDDEN     - scarecrow (to grow)

46. TO BE SICK         - treeman (to heal)

47. TO BE STOPPED      - dinosaur (to be alive)

48. TO BE WEAK         - thread man (to adapt)

49. TO BE IMPLANTED AGAIN - 3 eyed giant (to establish)

50. TO BE TIRED        - dolphin (to share)

51. TO BE WRONG        - frog king (to control)

52. TO BE OVERWHELMED  - dog soldier (to unite)

53. TO NEVER SUCCEED   - clerk (to organize)

54. TO BE BLACKNESS    - robot (to co-operate)

55. TO NEVER SOLVE     - mermaid (to participate)

56. TO NEVER HAVE ENERGY - mouse engineer (to expand)

57. TO NEVER POSTULATE - cat people (to join)

58. TO NEVER COMMUNICATE - insect people (to reproduce)

59. TO NEVER QUESTION  - caveman (to satisfy)

60. TO NEVER PERCEIVE  - bird girl (to carefor)

61. TO FORGET          - bear (to feel)

62. TO AGE             - arab (to replenish)

63. TO BE A BODY       - tiger (to eat)

64. TO BE ALL ONE      - pyramid (to endure)

Note: the platen given in the HCOB is not quite right.  The goal and its opposition goal are used in opposing RIs rather than the goal being used on both sides.  The opposition goal is a not or never form of the goal unless the goal itself is in the "never" form (i.e., to never perceive etc.) in which case the opposition goal is in normal form (i.e.., to perceive opposes to never perceive).  This inverts on the item DOUBTFUL (see below).  Note that the final RI is single (it is the goal itself) and it is opposed by a (vacuum) that is formed by the implant omitting the other RI in the final pair.

Example: (for the 1st goal - to be ended)

1. an ended being                   2. a not ended being

3. ALL TO BE ended                  4. NOTHING TO NEVER BE ended

5. BEST TO BE ended                 6. NOT BEST TO NEVER BE ended

7. INEVITABLE TO BE ended           8. QUESTIONABLE TO NEVER BE ended

9. DOUBTFUL TO NEVER BE ended      10. CERTAIN TO BE ended

11. ACCURSED TO NEVER BE ended     12. COMMENDABLE TO BE ended

13. UNFORGIVABLE TO NEVER BE ended 14. FORGIVABLE TO BE ended

15. HOPELESS TO NEVER BE ended     16. HOPEFUL TO BE ended

17. TO BE ended, THIS IS YOUR GOAL 18. (vacuum)

In addition to the various misdirectors listed in the HCOB, the implant also uses: 

This is happening to you before This is happening to you after

This never happened to you This never stopped happening to you You can't believe that this is happening

Its taking longer Its taking shorter

Its a thousand times longer than you think Its a thousand times shorter than you think Stay here Go away You were never here in the first place

They also say "we gave you every chance to leave but you didn't, so now you have to stay here forever".

Note that there are translation problems since these goals etc. are laid in telepathically.  To forget could also be stated as To Never Remember, etc.  You might need to work the wording around.

There are some other goals I found while researching this that don't seem to be from this implant but do seem to run the same way (i.e.., have BTs spot the goal being implanted).  They are:

To keep everyone together.

To hold everyone in.

To continuously create reality

To need energy

Also, there is a series of "body part" goals (done in a cave) that will also run on BTs this way.  The goals are in the form TO BE EYES, ears, skull, brain, etc. for a large variety of body parts.

                      end of the train implant

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

                   7. THE AIRCRAFT DOOR IMPLANT

This is an early implant, probably stemming from the theta-mest wars.

It uses single firing rather than double firing items.  The double

firing patterns are pairs in opposition whereas single firing ones

are decay scales.

Ron thought that this used the same pattern as the Bear and Gorilla goals (see above) and that it generally was only done on

a single goal, the goal "To Create" (see new tech vol VII page 255).  This is incorrect.  The entire penalty series from create down to endure was used and the item pattern is a decaying one beginning with "TO Create" and running through "The terrors of creating" down to "To NEVER Create".  

Again I didn't bother getting the item series in detail because it blows on spotting the native state item for the penalty universe.

The only real charge that needs to be confronted in this incident

is the falling and your decision not to create etc.  This lets you

run it very quickly if you've already keyed out the penalty

universes.  But it should be run because the implant, which now

seems trivial, was of great significance to you at the time and

got you to make very strong postulates not to create, not to reason, not to endure, etc. and it restores horsepower to blow those bad postulates.  

This used some sort of implant universe type technology that lets

you die multiple times in the incident.

The implant begins with waiting on line.  You go into a building

(much like a city hall type bureaucracy).  There is a big machine

with a light that flashes as each person goes in.  As you enter,

there is a realistic looking picture of an aircraft in the air

with an open door (sort of like a DC 3 or DC 7).  The machine flashes

and you're pushed sideways into the picture and it becomes reality.

Then the following is repeated for each of the 64 penalty goals:

a) You wake up on a couch in the airplane, as if from a dream.

b) They begin implanting items, beginning with the goal (i.e.. to

create in the first pass).  These items continue until you go

splat on the ground.  There are aircraft gun explosions with each

item to drive it in.

c) The couch tilts and you're facing the open side door of the

aircraft (while still strapped to the couch).  It begins moving,

on a sort of railed track, at first slowly and then quickly and

then you're tossed out the door and falling.

d) As you reach high speed and see the ground rushing up at you

and feel the sensations of free fall, they're giving you items

like "the terrors of creating" (or of reasoning or enduring or

whatever the goal is).

e) at the bottom, you get the item "to never create" and go splat

with terrific impact and die.

Then you wake up on the couch in the airplane, as if from a dream,

and they do the next goal in the series.

After all the goals have been done, the final sequence is as

follows:

You're on line (inside the building, just past the airplane

picture) waiting for the implant and you wake up from a

daydream of what the implant might be like.  You decide that

you don't really need or want the implant.  So, as you're about

to walk down the hall into the implanting chamber, you change

your mind, sneak down a side corridor, and find a way to the

exit.

Then the implant ends and you really are walking out the exit,

thinking that you skillfully avoided getting the implant.

Run each goal (from create down to endure) as follows:

a) spot the goal

b) spot falling (and the sensation or terror of falling if needed).

c) spot "to (goal) is native state" up at the top of the penalty

universe.

If the charge doesn't blow immediately, then alternate b) and c)

until it does.

d) spot the item "to never (goal)" and spot the impact of going

splat on the ground.  Again spot the native state item.  If the

charge doesn't blow immediately, use alternate spotting back and

forth.

e) spot your own postulate made at the time of the incident.

This will either be to never do the goal or to do the goal

compulsively (because you're protesting the implant).  Both

postulates are undesirable.  And you have probably made both at

different times because the implant was used more than once.  So

spot it both ways.  Alternate with the native state item until

you feel good about doing the goal but have no compulsive urge

to do it. 

             end of aircraft door implant


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

          8. THE AGREEMENTS UNIVERSE IMPLANT

Aug  15, 1990

The Agreements Universe Implant is similar to an implant universe except that we went through it by choice rather than having it enforced on us.  It is the incident which carries us down into the Agreements

Universe  (which begins as a simple agreed upon space in which we

begin to create things and play games).

After separation from static, we were given the Jewel of Knowledge.  Among other things, this taught us the need to enforce a common set of agreements so that we would all operate within the same frame of reference.

In the time period between experiencing the Jewel of Knowledge and entering the agreements universe, we were in what I will refer to as a set of unaligned spaces.  There was a great deal of flailing about and a lack of agreement or even a common meeting ground.  There was some degree of interchange and communication but we lacked common definitions.

Following the suggestions of the Jewel of Knowledge, we solved this by building an implant containing a common set of definitions and agreements and threw ourselves into it.  When we came out, it was into an agreed upon space.

To define these various things, we divided up into teams and each team developed one definition.  Each definition was built into a small sub-universe.  These were all then combined into the agreements universe.  Each being was only aware of the definition they'd worked on.  The entire set was not known to anyone until we all experienced it enmass.

Since each definition was done without reference to the other definitions, the various definitions do not line up or fit well together.  This leads to conflicts, problems, games, etc. and is probably the basic why on all the trouble we have gotten into.  We might consider this a sort of basic, but note that it was not enforced on the individual.  It was accepted by choice.  And the individual is not likely to drop these agreements even if he has run this out because he would be unwilling to drop contact with everyone else in this trap.  So the best that we can hope for right now is to bring about an awareness and loosen this incident up a bit so that the individual can selectively disagree occasionally and knows what kind of game is going on.  Eventually, we might all reach the point where we can all get together and go back and change these agreements around a bit and have a better game.  Meanwhile, we have the penalty universes to run and these do act as a real basic (they were enforced) and should knock out most of the undesirable effects that we are suffering from.

The definitions are extremely childish.  Apparently we were very inexperienced, simpleminded, and innocent when we mocked this up.  It is interesting to compare this effort to the Jewel of Knowledge which is a super sophisticated construction with all sorts of hidden implications.  The agreements universe doesn't have hidden implications or subtle meanings.  It just puts up simpleminded definitions, such as a three year old might compose, without any concern about the implications or consequences.

The definitions are not of words but rather consist of the delineation of concepts.  Each definition is a dividing line that forms a separation of things into two classes.  I.E.., from a unified whole, we get a quality and its opposite.  These are things such as Good & Bad, Beautiful & Ugly, etc.  You might think of each definition as a line drawn down the middle of a sheet of paper.  But the definitions don't line up.  If you stack these papers ontop of one another, you would have to turn them at various angles.  For example, the definition of Good-Bad does not line up with the definition of Good-Evil.  Combining the 2 definitions gives 4 classes of things.  These are a) things which are Holy Good and Nice Good, b) things which are Holy Good and Nasty Bad, c) things which are Evil and Nice Good, and d) things which are Evil and Nasty Bad.  If you extend this to include numerous definitions, you will see that it is quite a problem.

The agreements universe begins with a variation of Platen 1.  The first item is TO AGREE IS NATIVE STATE.  Before that, you are part of a crowd rushing to get into agreement.  Then you pass through an inverted triangle (the symbol of the agreements universe - it represents everything focusing down to one point of agreement) and get the first item.

Spotting the top of the agreements universe is sometimes useful in addition to spotting the tops of the penalty universes.  Note that this will not run on a BT, etc. unless some other handling has already gotten him pretty well straightened out.  But it is a great help to a being who is almost free but is hanging around because he's still troubled by some unresolved conflict.

The top of the agreements universe can be run as follows:

a. Spot rushing to get into agreement.

b. Spot going through the inverted triangle.

c. Spot TO AGREE IS NATIVE STATE.

d. Look prior to this and spot deciding that you needed to agree.

e. If needed, spot getting others to decide to agree.

f. If needed, spot working on building the agreements universe.

The general anatomy of the agreements universe is as follows:

1. An introductory sequence (like platen 1).

2. A series of definition sub-universes.

3. A sequence where you make various agreements (you are shown the need for each agreement and then agree to it).

It is possible that there are other sections to the agreements universe in addition to the above.

I believe that the introductory sequence follows platen 1 exactly up to the Decision to Agree.  

Then the items are TO AGREE IS TO ACHIEVE  1. KNOWLEDGE, 2. POWER, 3. WISDOM, 4. AFFINITY, 5. REALITY, 6. COMMUNICATION.  Then, TO AGREE IS TO PLAY THE GAME.  Then all 64 penalty universe goals are done in the form TO AGREE IS TO (goal).  This may be the original mockup of the goals and the dynamics.  Then, TO AGREE IS TO KNOW THE MEANING OF THINGS.

Then come the definitions.  For each one, you seem to enter a cathedral like archway (or maybe its another inverted triangle?).  The first item is TO AGREE IS TO KNOW THE MEANING OF ....(goodness and badness, etc. - whatever is being defined).  Then you will see a pair of scenes for each of the 16 dynamics.  There will be one scene for the positive side of the definition and one scene for the negative.  Some sort of terminal (such as the good bear and the bad bear) will be used throughout the definition.

Most of the definitions and agreements still need to be researched.  These are hard to get at because of later incidents that lay in false definitions and get you to agree to abberrated things.  The material in this incident was not malicious.  The malicious ones are from later incidents (and are much more real to us since they are the later alter-is that we are living in).  Here the definitions are simply dumb and short sighted rather than being intentionally suppressive.

I did manage to research the first definition (Good/Bad) and tried to come up with a list of the definitions.  These are included here.  They might not be completely accurate but it is the best that I have at this point.

The definition for Good/Bad is so childlike that I keep wondering if I've simply assessed out some old children's educational program, but the amount of grief that turned on while running this was incredible and the meter reads were huge.  Also, while I was typing the Good/Bad definition up from my handwritten notes, I made a mistake and typed the 13D badnesss item in place of the 14D badness item.  When I went past this, I got dizzy and everything started going unreal.  Spotting the error turned the sensations off.  So this platen isn't a joke even if it seems too ridiculous to believe.  It is possible that I have the wrong incident, but if so, it's some sort of very heavy implant.

     AGREEMENTS UNIVERSE: LIST OF DEFINITIONS

Tentatively (based on assessment rather than actually running each one), the list of definitions is as follows:

1.  Agreeing / Disagreeing

2.  Good / Bad   (Bears)

3.  Causative / Effected

4.  Winning / Losing  (seagull)

5.  Logical / Illogical (alligator)

6.  Beautiful / Ugly

7.  Strong / Weak

8.  Interested / Disinterested

9.  Certain / confused

10. Healthy / Sick

11. Sane / Crazy  ( e.g. Truth / Hallucination)

12. Free/enslaved

13. Enduring / Transient

14. Fast / Slow

15. Right / Wrong

16. Present / Absent (Always / Never)

17. Moving / Stopped  (motion/no motion) (changing/fixed)

18. Seen/Invisible

19. Gives Pleasure / Gives Pain

20. Humorous / Sullen

21. Smart / Dumb   (birds)

22. brings Order / brings Chaos

23. Awake / Unconscious (asleep)  (dogs)

24. Just / Unjust

25. Divided / Combined

26. Real / Unreal

27. Courageous / Cowardly  (lion)

28. Located / Infinite

29. Knowing / Ignorant

30. Owned / Available

31. Volitional / Controlled

32. Older / Younger

33. Wise / Foolish

34. Same / Different

35. Rigid / Fluid

36. Oriented / Disoriented

37. Connected / Withdrawn

37. Truthful / Deceitful

38. Ethical / Criminal

39. Skillful / Incompetent

40. Started / Stopped

41. Responsible/Irresponsible

42. Happy / Sad

43. Singularly owned / shared

44. Helpful / Harmful

45. Playful / Serious

46. Trusting / Distrusting

47. Alive / Dead   (Raggedyann Doll)

48. Loving / Hating   (flowers)

49. Perceptive / Blind   (mice - poets)

50. Flexible / Fixed

51. Social / Anti-social

52. Aware / Unaware

53. Big / small

54. Reasonable / Arbitrary

55. Industrious / Lazy

56. Quiet / Noisy

57. Numb / Feeling

58. Harmony / discord

59. Participating / Separated Out

60. Greedy / Sharing

61. Faith / Disbelief

62. Good / Evil

63. Remembering / forgetful

64. Created / Destroyed

Maybe also includes Serene / Upset ?

(the last time I checked this over, it seemed like agree/disagree

belongs first before good/bad, so I have listed that as the first

one.  But all my earlier auditing assumed good/bad was first, and

it was possible to run it that way.)

                      AGREEMENTS UNIVERSE

                   DEFINITION 1 : GOOD / BAD

As you go through the archway into the first (or second?) sub-universe, you receive the following intention:

TO AGREE IS TO KNOW THE MEANING OF GOODNESS AND BADNESS.

Then you see the Good Bear and the Bad Bear.  You pass between them and come to a set of 16 pairs of pictures (one pair for each dynamic).  You enter each picture and experience it (floating in an exterior position watching the action).  Note that each picture has a time component with a short duration.  The pictures are as follows:

16D (creation):

The good bear waves a hand and a cottage appears, warm and homey.

The bad bear waves a hand and the cottage becomes dark and decayed (broken down).

15D (play/games):

The good bear plays with others, helping teammates, and being nice to the opponents.  They are playing some sort of leapfrog game.

The bad bear cheats, hits the opponents, and yells at his teammates.

14D (knowledge/learning):

The good bear studies (books?), talks politely to teachers, and behaves in (school?).

The bad bear tears up books, stomps on teachers, and gives out false data.

13D. (change/alignment):

The good bear helps others arrange a dance (like a square dance).

The bad bear throws the dance into turmoil and breaks up the pattern.

12D. (reason/orientation):

The good bear points out things to others and follows logical rules.

The bad bear confuses others and refuses to explain his reasons for doing things.

11D. (construction):

The good bear builds a shed.

The bad bear kicks it down.

10D. (Ethics/protect):

The good bear fights a lion to save someone.

The bad bear throws someone to the lion to save himself.

9D. (Aesthetics)

The good bear beautifies the house, painting it etc.

The bad bear spreads black ugly designs on the walls.

8D. (Worship/religion)

The good bear places offerings on the alter of the forest god.

The bad bear takes the offering off of the alter and replaces it with crap.

7D. (Spirits)

The good bear's spirit soars around bringing good feelings.

The bad bear's spirit soars around scaring people.

6D. (Mest)

The good bear fixes a chair.

The bad bear brakes it.

5D. (Lifeforms).

The good bear helps a bird with a broken wing.

The bad bear kicks the bird.

4D. (society)

As the head of a village, the good bear settles disputes wisely.

The bad bear takes over the village by force and declares himself dictator.

3D. (groups)

The good bear works together with others to put up another house.

The bad bear forces others to work while he rests in the shade.

2D (sex/children)

The good bear takes care of a sick little girl bear.

The bad bear brakes the girl's leg.

1D (body, food)

The good bear brings food for the whole family and eats together with them.

The bad bear takes food away from others and eats it himself.

Closing Scene:

The good bear becomes frustrated, attacks the bad bear with an ax, and kills him.  The citizens cheer.  The good bear floats up to heaven and the bad bear sinks into the ground.

You follow the good bear up towards heaven and find yourself passing back out of the archway.

   -----  End of definition 1 ----

The things that are omitted from this definition are as interesting as what was included.  For example, the 2D definition only covers being nice to children.  There is no definition for Sex in here.  So on the question of sex being good or bad, the answer is that it is undefined.  Also notice that it is considered good to eat (never mind where the food comes from) as long as you share your food with others.  All of the items are like this.  There is no consideration of long range consequences or secondary effects or whatever.  It's just a simpleminded view of things that evaluates everything on a simplistic present time immediate basis.

          end of agreements universe implant


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

             9. THE DISABILITY IMPLANT

Nov 26,91

I think this one was used in the symbols universe, but it might

possibly be much earlier, perhaps even from the reality wars.  The first sequence, which is "I want to" / "I don't want to", is designed to seem like your own thoughts.  The items are projected from gold (positive) and silver (negative) balls and there is a black explosion which sends out dividing sheets of black energy.

The first run has these coming from the left and right.  Later

runs use front/back, above/below (head/stomach?) etc.

   DISABILITY IMPLANT: FIRST SERIES (I Want) of the FIRST RUN

1.  I want to escape

2.  I don't want to be captured

3.  I want to start

4.  I don't want to stop

5.  I want to go forward

6.  I don't want to go back

7.  I want to be awake

8.  I don't want to be asleep

9.  I want to be competent

10. I don't want to be incompetent

11. I want to remember

12. I don't want to forget

13. I want to be light

14. I don't want to be heavy

15. I want to be treated honestly

16. I don't want to be fooled

17. I want to be allowed to remain

18. I don't want to be driven away

19. I want to be aware

20. I don't want to go unconscious

21. I want to be able to stop

22. I don't want to be made to continue

23. I want to be finished with this implant

24. I don't want to begin this implant

25. I want to be unspinning

26. I don't want to be dizzy

27. I want to be able to find out

28. I don't want to be unable to find out

29. I want to be perceptive

30. I don't want to be blind

31. I want to be replenished

32. I don't want to be drained

33. I want to be energetic

34. I don't want to be tired

35. I want to be lively

36. I don't want to be in a stupor

37. I want to wake up

38. I don't want to be knocked out

39. I want to be blessed

40. I don't want to be cursed

41. I want to keep track of things

42. I don't want to loose track of things

43. I want to focus attention

44. I don't want to be distracted

45. I want to get moving

46. I don't want to get stuck

47. I want to be forgiven

48. I don't want to be blamed

49. I want to do what I'm doing

50. I don't want to do something else

51. I want to do well

52. I don't want to do poorly

53. I want to feel pleasure

54. I don't want to feel pain

55. I want to be comforted

56. I don't want to be tortured

57. I want to be healthy

58. I don't want to be sick

59. I want to be created

60. I don't want to be destroyed

61. I want to be untouched

62. I don't want to be impacted

63. I want to be oriented

64. I don't want to be disoriented

65. I want to be capable of thinking

66. I don't want to be incapable of thinking

67. I want to do enough

68. I don't want to do too little

69. I want to find things

70. I don't want to loose things

71. I want to be hard to fool

72. I don't want to be easy to fool

73. I want to be rewarded

74. I don't want to be punished

75. I want to be pleased

76. I don't want to be disappointed

77. I want to be free

78. I don't want to be trapped

79. I want to be refreshed (replenished)

80. I don't want to be worn down

81. I want to be patient

82. I don't want to be impatient

83. I want to accept things

84. I don't want to be anxious about things

85. I want to have confidence

86. I don't want to have doubts

87. I want to be trouble-free

88. I don't want to have trouble

89. I want to be mocked up

90. I don't want to be unmocked

91. I want to have identity

92. I don't want to be nobody

93. I want to be an individual

94. I don't want to be part of a composite

95. I want to have free will

96. I don't want to be controlled

97. I want to be justified

98. I don't want to be unjustified

99. I want to be proper

100. I don't want to be scandalous

101. I want to have pride

102. I don't want to be ashamed

103. I want to be early   ?

104. I don't want to be late

105. I want to be relaxed

106. I don't want to be nervous

107. I want to pay attention

108. I don't want to ignore things

109. I want to be certain

110. I don't want to be confused

111. I want to have a future

112. I don't want to be doomed

113. I want to have pleasant sensations

114. I don't want to have disturbing sensations

115. I want to be agreed with

116. I don't want to have arguments

117. I want to have feeling

118. I don't want to feel numb

119. I want to hold together

120. I don't want to fall apart

121. I want to be ethical

122. I don't want to be immoral

   (immortal / age ?)

   (be old/young ?

123. I want to be nice

124. I don't want to be nasty

125. I want to be given things

126. I don't want to be deprived of things

127. I want to feel comfortable

128. I don't want to feel strained

129. I want to be wholesome

130. I don't want to be infected

131. I want to be allowed to continue

132. I don't want to be interfered with

133. I want to be special

134. I don't want to be mundane

135. I want to be able to concentrate

136. I don't want to be dispersed

137. I want to be willing

138. I don't want to be unwilling

139. I want to be superior

140. I don't want to be inferior

141. I want to be clean

142. I don't want to be infested

143. I want to be spacious

144. I don't want to be solid

145. I want to be cool

146. I don't want to burn

147. I want to be warm

148. I don't want to freeze

149. I want to feel safe

150. I don't want to be afraid

151. I want to protect myself

152. I don't want to ruin myself

153. I want to be noble

154. I don't want to be degraded

155. I want to feel complacent

156. I don't want to feel worried

157. I want to avoid grief

158. I don't want to be grief-stricken

159. I want to feel relief

160. I don't want to feel pressure

161. I want to be settled

162. I don't want to be hyper-active

163. I want to be rested

164. I don't want to be unable to rest

165. I want to be accurate

166. I don't want to make mistakes

167. I want to be knowing

168. I don't want to be unknowing

169. I want to see things clearly

170. I don't want to have distorted perceptions

171. I want to be lucky

172. I don't want to be unlucky

173. I want to avoid accidents

174. I don't want to have accidents

175. I want to be favored

176. I don't want to be picked on

177. I want to be smart

178. I don't want to be dumb

179. I want to have purpose

180. I don't want to be purposeless

181. I want to be a part of things

182. I don't want to be detached

183. I want to have interests

184. I don't want to be uninterested

185. I want to do the right amount

186. I don't want to do too much

187. I want to be guided

188. I don't want to be misled

189. I want to be blocked

190. I don't want to be unblocked

191. I want to have open perceptions

192. I don't want to be covered in blackness

193. I want to be rational

194. I don't want to be irrational

195. I want to have correct recollections

196. I don't want to misremember

197. I want to be unbothered

198. I don't want to be restimulated

199. I want to do what is needed

200. I don't want to omit things

201. I want to be careful

202. I don't want to be careless

203. I want to be able

204. I don't want to be incapable

205. I want to reach     ?

206. I don't want to withdraw

207. I want to know who I am

208. I don't want to become confused about identity

209. I want to take care of myself

210. I don't want to be helpless

211. I want to be industrious

212. I don't want to be lazy

213. I want to be included in things

214. I don't want to miss out on things

215. I want to be validated (praised)

216. I don't want to be invalidated

217. I want to be admired

218. I don't want to be abhorred

219. I want to be beautiful

220. I don't want to be ugly

221. I want to be big

222. I don't want to be small

223. I want to communicate

224. I don't want to be unable to communicate

225. I want to be communicated with

226. I don't want to be ignored

227. I want to conserve things

228. I don't want to waste things

229. I want to perceive truly

230. I don't want to be deluded

231. I want to be located

232  I don't want to be lost

233. I want to think clearly

234. I don't want to have muddled thinking

235. I want for everything to be obvious

236. I don't want for everything to be obscure

237. I want to be encouraged

238. I don't want to be discouraged

239. I want to be accepted

240. I don't want to be shunned

241. I want to be supported

242. I don't want to be persecuted

243. I want to estimate correctly

244. I don't want to mis-estimate

245. I want to be complete

246. I don't want to be incomplete

247. I want to be enthusiastic

248. I don't want to be despondent

249. I want to get things right

250. I don't want to get things mixed up

251. I want to get things correct

252. I don't want to miss things

253. I want to have things in sequence

254. I don't want to have things out of sequence

255. I want to identify things correctly

256. I don't want to confuse one thing with another

257. I want to differentiate things

258. I don't want to think that everything is the same

259. I want to be able to keep things together

260. I don't want to have everything fall apart

261. I want to be treated rightly

262. I don't want to be treated wrongly

263. I want to be logical

264. I don't want to be illogical

  (? reach/withdraw here?)

265. I want to be imaginative

266. I don't want to be dull

267. I want to feel pleasant

268. I don't want to feel horrible

269. I want to be accepting of things

270. I don't want to be revolted by things

271. I want to be responsible

272. I don't want to be irresponsible

273. I want to see reality

274. I don't want to see delusions

275. I want to be complacent

276. I don't want to be desperate

277. I want to be fast

278. I don't want to be slow

279. I want to be reasonable

280. I don't want to be fanatical

281. I want to be right

282. I don't want to be wrong

283. I want to be rich

284. I don't want to be poor

285. I want to be decisive

286. I don't want to be unable to make up my mind

287. I want to be whole

288. I don't want to be divided against myself

289. I want to be contented

290. I don't want to be bothered

291. I want to be strong

292. I don't want to be weak

293. I want to be enduring

294. I don't want to be transient

295. I want to be calm

296. I don't want to be upset

297. I want to be carefree

298. I don't want to be weighed down

299. I want to be effective

300. I don't want to be ineffective

301. I want to put things in the right place

302. I don't want to put things in the wrong place

303. I want to know where things belong

304. I don't want to not know where things belong

305. I want to know where things are

306. I don't want to not know where things are

307. I want to put things the right way around

308. I don't want to put things backwards

309. I want to be happy

310. I don't want to be sad

311. I want to have the will to live

312. I don't want to be unwilling to live

313. I want to have variety

314. I don't want to be bored

315. I want to know truth

316. I don't want to believe lies

317. I want to be told the truth

318. I don't want to be given false data

319. I want to know what is real

320. I don't want to be unsure of what is real

321. I want to know what is there

322. I don't want to imagine things that aren't there

323. I want to be complemented

324. I don't want to be criticized

325. I want to be loved

326. I don't want to be hated

327. I want to have friends

328. I don't want to have enemies

329. I want to have allies

330. I don't want to have opponents

331. I want to be loose

332. I don't want to be restrained.

333. I want to have choices

334. I don't want to have no choice

335. I want to be allowed to proceed

336. I don't want to be hemmed in

337. I want to be causative

338. I don't want to be at effect

339. I want to reach things

340. I don't want to be unable to reach things

341. I want to control things

342. I don't want to be unable to control things

343. I want to have games

344. I don't want to have no game

345. I want to be satisfied

346. I don't want to be unsatisfied

347. I want to have what you need

348. I don't want to suffer from cravings.

349. I want to have no regrets

350. I don't want to be regretful

351. I want to be open

352. I don't want to be closed in

353. I want to arrange things correctly

354. I don't want to mess things up

355. I want to see acceptable things

356. I don't want to be dazzled.

357. I want to receive sympathy

358. I don't want to get no sympathy

359. I want to get away with things

360. I don't want to be accused

361. I want to be acquitted

362. I don't want to be condemned

363. I want to be let go

364. I don't want to be hunted

365. I want to escape the consequences

366. I don't want to suffer the consequences

367. I want to avoid being implanted

368. I don't want to be implanted

369. I want to please people

370. I don't want to upset people

371. I want to obey the rules

372. I don't want to break the rules

373. I want to be good

374. I don't want to be evil

375. I want to help others

376. I don't want to harm others

377. I want to reassure people

378. I don't want to shock people

379. I want to make others feel safe

380. I don't want to terrorize others

381. I want to have normal desires

382. I don't want to be obsessed

383. I want to be sane

384. I don't want to be insane

385. I want to take enough time

386. I don't want to take too long

387. I want to be independent

388. I don't want to be dependent

389. I want to be satiated

390. I don't want to have longings

391. I want to know what's going on

392. I don't want to be puzzled by events

393. I want to know what's going to happen

394. I don't want to be taken by surprise

395. I want to know the consequences

396. I don't want to be caught unaware

397. I want to be able to adapt

398. I don't want to be unable to change

399. I want to be flexible

400. I don't want to be rigid

401. I want to be on time

402. I don't want to be too late

403. I want to be participating

404. I don't want to be alone

405. I want to like what is going on

406. I don't want to dislike everything

407. I want to be able to protest

408. I don't want to have to put up with everything

409. I want to be able to change conditions

410. I don't want to be stuck with things as they are

411. I want to be stable

412. I don't want to be pushed around

413. I want to be able to decide not to do something

414. I don't want to be forced to do things

415. I want to be at the right distance

416. I don't want to be too close

417. I want to have hope

418. I don't want to be hopeless

419. I want to understand things

420. I don't want to misunderstand things

421. I want to receive help

422. I don't want to get no help

423. I want to be fair

424. I don't want to be unfair

425. I want to be sharing

426. I don't want to be selfish

427. I want to have the right amount

428. I don't want to have too much

429. I want to feel full

430. I don't want to feel empty

431. I want to be at the right time

432. I don't want to be early

433. I want to be in the right space

434. I don't want to be in the wrong space

  (place ?)

435. I want to be kind

436. I don't want to be cruel

437. I want to be human

438. I don't want to be a monster

439. I want to be where you should be

440. I don't want to be too far away

441. I want to be successful

442. I don't want to be a failure

443. I want to win

444. I don't want to lose

445. I want to feel relieved

446. I don't want to feel crushed

447. I want to be defended

448. I don't want to be attacked.

449. I want to be tough

450. I don't want to be overwhelmed

451. I want to be determined

452. I don't want to give up

453. I want to be a good citizen.

454. I don't want to be a criminal

455. I want to be a member of society

456. I don't want to be an outcast

457. I want to support society

458. I don't want to overthrow society

459. I want to advance

460. I don't want to be held back

461. I want to have nice things

462. I don't want to have nothing

463. I want to have enough space

464. I don't want to have too little space

465. I want to be allowed to remain

466. I don't want to be kicked out of spaces

467. I want to be wise

468. I don't want to be foolish

469. I want to do things at the right time

470. I don't want to do things at the wrong time

471. I want to have enough time

472. I don't want to run out of time

473. I want to rise

474. I don't want to fall

475. I want to grow

476. I don't want to shrink

477. I want to get better

478. I don't want to get worse

479. I want to become more substantial

480. I don't want to get thinner

481. I want to know what time it is

482. I don't want to not know what time it is

483. I want to know what space I'm in

484. I don't want to not know what space I'm in

  (know where I am?)

485. I want to estimate time correctly

486. I don't want to mis-estimate time

487. I want to estimate distance correctly

488. I don't want to mis-estimate distance

489. I want to have faith

490. I don't want to have disbelief

491. I want to be enlightened

492. I don't want to be mystified

493. I want to spot the source of things

494. I don't want to spot the wrong source

495. I want to please god

496. I don't want to displease god

497. I want to obey god

498. I don't want to defy god

499. I want to be saved

500. I don't want to be dammed

501. I want to be in heaven

502. I don't want to be in hell

503. I want to be alive

504. I don't want to be dead

505. I want to dwell in paradise forever

506. I don't want to burn in hell forever

507. I want to create

508. I don't want to destroy

509. I want to have reality

510. I don't want to feel unreal

511. I want to have the right time

512. I don't want to have the wrong time

513. I want to have the right space

514. I don't want to have the wrong space

515. I want to have the right energy

516. I don't want to have the wrong energy

517. I want to have the right mass

518. I don't want to have the wrong mass

519. I want to be real

520. I don't want to be unreal

521. I want to be right about time

522. I don't want to be wrong about time

523. I want to be right about space

524. I don't want to be wrong about space

525. I want to be right about energy

526. I don't want to be wrong about energy

527. I want to be right about mass

528. I don't want to be wrong about mass

529. I want to be right about existence

530. I don't want to be wrong about existence

531. I want to have mass

532. I don't want to have no mass

533. I want to have energy

534. I don't want to have no energy

535. I want to have space

536. I don't want to have no space

537. I want to have time

538. I don't want to have no time

539. I want to have a universe

540. I don't want to have no universe

541. I want to have existence

542. I don't want to have no existence

(have existed/ never have existed?

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

              DISABILITY IMPLANT: MASTER PLOT

Dec 04, 91

For the second series, "want" changes to "need" in the above list

of items and in the third series it become "have to".  From then

on, the root changes to a goal, beginning with "To Agree".  The items

would then be "To Agree is To Escape" / "To Disagree is To Be

Captured", etc.

This pretty much fell apart for me around the 31st series.  I carried

on, mostly by assessment, running a few items off of the top of each one

to try and map the rest of it out.  Its quite possible that some of

these are incorrect or that I missed a few.

1.  I want to / I don't want to

2.  I need to / I can't bear to

3.  I have to / I must not

4.  to agree  / to disagree

5.  to obey   / to disobey

6.  to do nothing with the mind / to do anything with the mind

7.  to be unaware of this / to be aware of this

8.  to not figure this out / to figure this out

9.  to resist change / to try to change

10. to be in a body / to be outside of a body

11. to interiorize / to exteriorize

12. to keep this implant / to undo this implant

13. to generalize / to identify

14. to associate / to disassociate

15. to not look / to look

16. to not scan / to scan

17. to synchronize with reality / to desynchronize from reality

18. to fixate on physical reality / to shift in reality

19. to limit myself to 3 dimensions / to extend beyond 3 dimensions

20. to be aware of only 3 dimensions / to be aware of more than 3 dimensions

21. to not heal / to heal

22. to not cure / to cure

23. to entrap others / to release others

24. to enturbulate / to unenturbulate

25. to abberate / to deabberate

26. to block others / to unblock others

27. to inhibit others / to uninhibit others

28. to not run out / to run out

29. to not clear / to clear

30. to not restore / to restore

31. to mockup physical reality / to not mockup physical reality

32. to not duplicate / to duplicate

33. to not replicate / to replicate

34. to cross-copy / to not cross-copy

35. to not program thoughts / to program thoughts

36. to respond to programmed thoughts / to ignore programmed thoughts

37. to be unaware of machinery / to be aware of machinery

38. to not create machinery / to create machinery

39. to ignore mental machinery / to control mental machinery

40. to be the effect of mental machinery / to be unaffected by          mental machinery

41. to obey universe machinery / to disobey universe machinery

42. to hide universe machinery / to notice universe machinery

43. to be in one place / to be in many places

44. to not see the structure of things / to see the structure of things

45. to not see through things / to see through things 46. to not look within things / to look within things 47. to not know / to know

48. to not see remotely / to see remotely

49. to not locate / to locate

50. to not pervade / to pervade

51. to not permeate / to permeate

52. to not dimensionalize / to dimensionalize

53. to not-is / to as-is

54. to agree with the time stream / to leave the time stream

55. to be wrong about time / to spot the correct time

56. to have a time track / to have no time track

57. to take time / to bypass time

58. to be the effect of time / to ignore time

59. to maintain the present / to change the past

60. to be the effect of entities / to not be the effect of entities

61. to hold on to entities / to let go of entities

62. to obey entities / to disobey entities

63. to block entities from view / to see entities

64. to be infested / to be clean

65. to infest others / to clean others

66. to be divided against myself / to be whole

67. to fragment / to integrate

68. to not orient anchor points / to orient anchor points

69. to not determinate objects / to determinate objects

70. to leave the structure of things alone / to manipulate the          structure of things (?)

71. to not make things materialize / to make things materialize

72. to not dematerialize / to dematerialize

73. to make solids impenetrable / to make solids penetrable

74. to not infinitize / to infinitize

75. to not actualize / to actualize

76. to perpetuate reality / to violate reality

77. to leave random / to unrandomize

78. to not read minds / to read minds

79. to not take over others minds / to take over others minds

80. to not alter others minds / to alter others minds

81. to not implode others pictures / to implode others pictures

82. to not swamp thoughts / to swap thoughts

83. to not project thoughts / to project thoughts

84. to not endow life / to endow life

85. to not manipulate life-force / to manipulate life-force

86. to not drain life-force / to drain life-force

87. to not intend / to intend

88. to not postulate / to postulate

89. to not levitate / to levitate

90. to not teleport / to teleport

91. to not manipulate energy / to manipulate energy

92. to not create energy / to create energy

93. to propagate flows / to dampen flows

94. to not glare / to glare

95. to not beam / to beam

96. to not blanket / to blanket

97.  to not zap / to zap

98.  to not nip / to nip

99.  to not mockup / to mockup

100. to not spaceate / to spaceate

101. to not energize / to energize

102. to not historicize / to historicize

103. to maintain a single viewpoint / to maintain multiple viewpoints

104. to need mass / to do without mass

105. to need energy / to do without energy

106. to need time / to do without time

107. to need space / to do without space (?)

108. to fill space / to have space (?)

109. to be located / to not be located

110. to gain mass / to loose mass

111. to be effected by energy / to ignore energy

112. to deteriorate / to improve

113. to follow the laws of energy / to violate the laws of energy

114. to follow the laws of space / to violate the laws of space

115. to follow the laws of time / to violate the laws of time

116. to follow the laws of matter / to violate the laws of matter

117. to not predict / to predict

118. to not predetermine / to predetermine

119. to not find out / to find out

120. to perceive as a body / to perceive as a spirit

121. to operate as a body / to operate as a spirit

122. to be a body / to be a spirit

123. to be human / to be godlike

124. to be in this universe / to leave this universe

125. to create unconsciously / to create consciously

126. to create matter unconsciously / to create matter consciously

127. to create space unconsciously / to create space consciously

128. to create energy unconsciously / to create energy consciously

129. to create time unconsciously / to create time consciously

130. to obey this implant / to defy this implant

131. to mock this up compulsively / to try not to mock this up

consciously

                 end of disability implant
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            10. THE DISCONTINUITY IMPLANT

A "discontinuity" is a sudden unpredicted change in the framework of reality.  You are presented with something totally outside of

your frame of reference and you get terrified and try to clamp

down on reality.  As far as I know, true discontinuities do not

happen in the real world here on Earth, but sometimes you get

the discontinuity reaction when something that you didn't believe

existed catches you by surprise.  However, "real" discontinuities

do happen in dreams quite frequently and if you flinch at them

with this discontinuity reaction (instead of saying "how neat" and enjoying the change), the dream can shift into a nightmare

as you start mocking up horrible things.  Horrible discontinuities

can also happen in the between lives area where everything is much

more mutable.  This whole business makes you hang onto mundane

reality for dear life, even if the reality is unpleasant and

interferes with your ability to change things.

I got into this one originally because I was trying to handle irrational fear, especially the fear of reality changing or

objects moving etc.  If you start to move an objected

psychokenetically, you can sometimes get a knee jerk fear reaction that causes you to clamp down and suppress your own

ability and leaves you with a feeling of terror.  Its not a

fear of the actual motion, but rather it is a fear of something

happening to reality, as if you might cause a "discontinuity" and

really get in trouble.

True basic on this is actually much earlier than the implant.

It consists of real incidents of powerful beings sneaking up

on each other and suddenly jamming in a major shift of reality.

If you can spot early track incidents of having this done to

you and doing this to others, you can probably undercut the

implant.  But I needed to run the implant first before I even

realized that we used to do this to each other for fun and

games.  So here is the platen I ran.  (Aug 1996).

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

Nov 25, 1990

This implant probably dates from the Motions universe.  It seems to be given as a prize for winning a game.

The implant consists of a series of 64 sub-universes, one for each of the Agreements universe terminals that were used in the subjective terminals section of the agreement definitions.  Each of these begins with a hollow object zooming in at you with a roar.  The hollow is really an object with a different 3 dimensional orientation (i.e., it has a direction at right angles to your normal 3 dimensions) and you slightly sense the solid object as the edge (a 2 dimensional hollow) passes around you.  As you pass through, you enter into a sub-universe.

In the sub-universe, you are the agreements universe terminal (i.e., the agreeing dog, the good bear, the winning seagull etc.).  The "favorable" side of the agreement definition is always used.  There is a short enjoyable sequence with high aesthetics and much interesting motion and good feelings etc.  It is enough fun that you want it to continue.  Then a discontinuity in reality occurs.  This might be turning a corner into a different reality, or looking in a mirror, or going through a door, or just suddenly meeting an inappropriate terminal.  One way or another, you suddenly find yourself (as the agreements universe terminal) in one of the penalty universe scenes.  Then the penalty universe terminal is cause and commits whatever overts are appropriate (based on the penalty universe contents) against you.

The penalty sequence is a bad reality.  It's as ruff on you as possible without going out of context.  Since this incident is much later than the penalty universes, you tended to be heavily affected and unable to override the bad reality.  Then, when your desperate to get out, you're offered the chance to collapse the whole reality into a black hole.  You accept the choice and all of it, both the nice agreements mockup and the bad penalty mockup, are swept away.  Then you get hit by the next object and go through this again with the next agreements universe terminal.

If you don't agree to collapse it all, the section of the implant

is repeated until you do.

This "black hole" is not quite like the physical universe black holes

that the scientists talk about, but it is a close analogy.  It is the result of collapsing an entire reality or frame of reference in on itself.  These are the underlying basic on the "hollow spots" and "vacuums" talked about in the 1950s tech.  These black holes act like vacuums, but it's space that they suck in and collapse.  If you bring a Mest vacuum into an air cover, it sucks in the air.  If you bring one of these holes into a Mest vacuum, it sucks in the space and the vacuum itself (and its dimension) is gone.

The implant has the effect of making you hold onto a frame of reference (reality) and avoid shifting the frame or messing with reality out of a fear of a "discontinuity" occurring.  It also turned the basic frames of reference (viewpoints) of the agreements universe and the penalty universes into black holes that tend to drain your energy / interest / ability whenever you try to use viewpoints that are close to these frames.

The implant seems to follow the order of the agreements definitions.  Run it as follows:

a) spot the object rushing in.

b) spot the nice reality (as the agreements terminal)

c) spot the discontinuity (the sudden shocking thing you see that

   lets you know that everything has changed)

d) spot the bad reality (effect of the penalty terminal)

e) spot agreeing to feed it into a black hole

f) spot deciding that it is dangerous to assume the characteristics of the agreements universe terminal (i.e. being good or winning etc.) because the penalty universe terminal will appear and do you in.

g) spot the top of the penalty universe -

 TO (goal) IS NATIVE STATE.  (and spot being pushed in etc. if needed).

h) spot the first line of the agreements definition.

 TO AGREE IS TO KNOW THE MEANING OF ... AND .. (dichotomy terms)

i) spot the top of the agreements universe

 (rushing into agreement, triangle, native state)

j) spot building the agreements universe.

k) Mockup the discontinuity happening to you right now.  Copy this many times and vary the mockup until you are cheerful or laughing at it.

You can skip steps i and j if you get a good FN sooner.

Objects used: Triangle (pyramid); square (cube);  trapezoid; cone;   Rectangle (cylinder); diamond; circle (sphere); crescent.    The CC objects section restimulates this incident.

Colors Used: 1. Gold, 2. red, 3. yellow, 4. green, 5. blue,

  6. brown, 7. violet, 8. orange

     DISCONTINUITY IMPLANT PLATEN

format: agreements definition (dichotomy), agreements terminal in parenthesis, Then a % followed by the object.  Next the penalty goal with its terminal in parenthesis.  Finally the discontinuity itself

is described.

As usually, I did not get a complete run through the whole thing

but only fooled around with it until I got a big gain, this time

the gain was that I was no longer afraid of or bothered by the

idea of reality shifting around on me.

Unfortunately, this means that the platen is speculative and

incomplete, and I can't even say for sure how much of this is

correct and how much was simply drilling my confront on reality

shifting into a nightmare.    

------

TRIANGLE

1. Agreeing / Disagreeing (dogs); %gold triangle%; - To Manipulate (penguin banker).

Discontinuity: You are the agreeing dog running through the streets with a pack.  Then you run into a building and go down a corridor.

You turn a corner and find yourself in a bank staffed by penguin people.

And you realize that reality has changed.  Then the penguins say you owe for the flesh and haven't paid (you realize that you had forgotten

this) so they skin you alive to sell your coat.

2. Good / Bad   (Bears); - To Understand (chipmunk).  % red triangle%.  

You are the good bear playing in the forest.  Then you come to the "Chipmunk" standing on a rock.  When you see him, you are shocked

and  you loose the ability to talk to other animals and he confuses you and creates conflicts until everyone kills each other.

Spot deciding that if you become too good, the chipmunk will appear and confuse you.

3. Causative / Effected (salesman in ice-cream suit); - To Beautify "fairy godmother".  % yellow triangle%.  

Discontinuity:  You are the causative salesman (wearing an ice-cream suit)

and you walk through a door into storybook land and the fairy godmother gets you and forces you to be sickly sweet.  Now you are too nice to

sell anything, so you cannot pay for food and starve to death.  Spot deciding that if you become too causative, the fairy godmother will appear and make you behave.

4. Free/enslaved (horse); % green triangle %; - To Engineer (lobster people).

Discontinuity: You are the horse who runs free and run over the edge of a cliff and fall into the water where the lobster people get you and enslave you to build things.

5. Beautiful / Ugly (cherub).  - To Control. %blue triangle%.

You fly down from the crowd of cherubs in the sky and look behind a rock and see the "Frog" and fall under his power and are made to degrade and

debase yourself. Spot deciding that if you become too beautiful, the frog will appear and dominate you.

6. Logical / Illogical (alligator); - To Heal; %brown triangle%.

you're lying on a river bank philosophizing when another alligator flies up in the air and you see that the forest is different and the "guardian spirit of the forest" begins tossing you around Spot deciding that if you become too logical, a spirit will show up and start throwing you around.

7. Winning / Losing  (seagull); - To Collect.  %violet triangle %.

You fly out of a cloud into fairyland where the "elf" enslaves your soul Spot deciding that if you win too much, the elf will show up and you will loose your soul.

8. Healthy / Sick (flamingo); % orange triangle%; - To Co-operate (robots).

Discontinuity:  You're the healthy flamingo (a sort of whooping crane person) playing a sort of soccer like game kicking a ball in a stadium with cheering crowds when a shadow falls across you and you look up and these robots float down and force you to co-operate.

They set you to work digging and building things and fighting each other.

---------

SQUARE

9. Enduring / Transient (dinosaurs); % gold square %;

- To Eat (tiger).

Discontinuity:  You are the enduring dinosaur and eating foliage.  You push your head through the foliage and there are the tigers and the forest has changed to a jungle and they take big bites out of your flanks etc.  Spot deciding that if you live too long, the tigers will show up and get you.

10. Skillful / Incompetent (bee); thought circles - To Energize;  % red square %    ??

Discontinuity: You are the skillful beaver building a dam You're cutting down a tree when an energy circle comes out of it and begins sublimating your world into energy.  Eventually you're stuck in painful flows of hot & cold & electrical energy.

11. Interested / Disinterested (fish); - To Participate. %yellow square%.

Swimming in a fish city, you swim around a castle and there is the "Mermaid" who dominates you and makes you degrade yourself Spot deciding that if you become too interested, the mermaid will appear and get you to debase yourself.

12. Moving / Rigid (Rock Person). %green square%;

- To Solidify (Pan).

Discontinuity: You are the moving rock person (#12 moving /rigid - green square) walking in the forest when you suddenly see ghosts/spirits popping out of the trees & hear strange music & then pan steps out & begins to draw spirits out of you & you become rigid.

13. Certain / confused (computer); %blue square %;

- To Exchange (spirit broker).

Discontinuity:  You are the computer that has certainty mocking up spaces and creatures along with other computers.  You mockup a space and spirit brokers appear in it and you can't get rid of them and they say you owe a debt (out exchange) you haven't paid so their going to repossess your soul.  You become confused and they get you.

14. Gives Pleasure / Gives Pain (ostrich); - To Compete; %brown square%;

you're in a flock of ostriches in a field in a sexual frenzy and then a whistle blows and you are in an arena and see the "Coach" and the flock is made to fight in a game Spot deciding that if you enjoy too much pleasure, the coach will appear and make you get hurt.

15. Right / Wrong  (cube) %violet square%;

- To Defend (saucer people).

Discontinuity: You are the cube who is always right floating above the countryside when suddenly there's a flying saucer in the sky above you & there's a city below that wasn't there before & the saucer hauls you in with a beam & the little green men zap you with energy and show you how wrong you have been all your life.

16. Truth / Hallucination (giant - like Paul Bunyan); - to share (dolphins) %orange square%.

You're the giant who perceives truly and walking in the forest and slip on a rock and then you're falling through the air into an ocean filled with dolphins who catch you in the air and dominate you. 

-------

TRAPEZOID

17. Visible / Hidden (Statue). - To Expand. %golden trapezoid%.

You are a statue ruling over a plane, then the mouse engineers appear and restrict and entrap you and you try to hide & fail.

18. Present / Absent (Jellyfish)  %red trapezoid%;

- To Purify (fire people).

Discontinuity:  You are the jellyfish who is present swimming in the sea enjoying the sensations when suddenly you realize you are swimming in thick hot air welling upwards from a volcano & the fire people standing around the rim begin forcing you down into the lava with their tridents & you desperately want to be elsewhere.

19. Smart / Dumb (birds).  - To Arbitrate; % yellow trapezoid %.

You're flying in the woods when you come upon the "Minotaur" and the forest becomes a palace and he judges you and finds you guilty and puts you in a cage 

20. Just / Unjust (flames) - To Compute; %green trapezoid%.

you're the just flame bathing in light when a door appears and you go through into a giant toyshop where "dolls" trap you in a magnetic field and experiment on you 

21. brings Order / brings Chaos (Stork); %blue trapezoid%;

- To Organize (clerk)

Discontinuity: You are the stork who brings order flying high above the countryside when suddenly you are flying in a large administrative hall and the clerks catch you and make you fill out forms & constantly punish you for filling them out wrong no matter what you do.

22. Wakeful / sleeping (Whale); % brown trapezoid %;

- To Protect (energy ball);  (? maybe aware/unconscious).

Discontinuity:  You are the wakeful whale swimming in the ocean & you surface & find yourself in a lake (reseviour) in a city & the protectors (energy balls) come & start zapping you & you go unconscious to avoid it.

23. Humorous / Sullen (seal). - To Imagine; %violet trapezoid%.

You're the humorous seal swimming by the shore when you poke your head out of water and see that now your in a pool in a cartoon zoo, you see the "Cartoon Mouse" and he distorts you threw his power of imagination (note, same as playful / serious).

24. Planned / random (or plans /leaves things to chance); (squirrel); %orange trapezoid%; - To Change (magician).

Discontinuity:  You are the squirrel who plans & you carry nuts into a hole in a tree trunk.  But as you go in, it becomes the magician's lair & he changes you randomly into different things & all your planning has been for nothing.

CONE

25. Whole / Divided (erector man - rods & wheels); % gold cone%;- To Join (cat people).

Discontinuity:  You are the erector set man (rods & wheels) walking in an erectorset like land, you pass through an archway and the cat people get you and pull you apart and give you to their kittens.

26. Strong / Weak (robot); - To Combine; %red cone %.  you're walking in the city and enter a door and suddenly your in the giant lab of the "Siamese Twins" who experiment upon you Spot deciding that if you get too strong, the two headed twin will appear and operate on you.

27. Real / Unreal (Peacock); %yellow cone%;

- To replenish (Arab).

Discontinuity:  You are the real peacock walking in a storybook style village & you turn a corner around the side of a cottage & there is the desert & Arab tents & the Arabs grab you & pluck your feathers & eat you & you can't take it and try to make it all go unreal.

28. Owned / Independent (monkey); %green cone%;

- To Grow (GE). ?

Discontinuity: You are the independent monkey playing in the rocks by a jungle.  You slip & fall & you are on the cliffs by the sea & the GE comes & blankets you & takes you over & makes strange things brow out of your body.  Spot deciding that if you become too independent, a spirit will come by & take you over.

29. Infinite / Located (spirit); %blue cone%;

 - To locate (leprechaun).

Discontinuity: You are the infinite spirit looking at a planet when suddenly you realize it is just a spinning crystal ball held by a leprechaun & you realize that you've really been located in a room & asleep all this time & had forgotten & he leads you around & you get more & more confused & dislocated & claustrophobic & trapped.

30. Courageous / Cowardly  (lion).  - To Discover; %brown cone %.

You crest a hill and see the "centaurs" and they catch and enslave you 

31. Knowing / Unknowing (Owl); %violet cone%;

- To Reproduce (insect person).

Discontinuity:  You are the knowing owl on a branch of a tree.  You hear a rustling and fly down and the insect invaders shoot you with a bright light (hypnotic gun) and lay eggs in your body.

32. Sharing / Greedy (Raccoon), %orange cone%;

 - To Predetermine (Prophet).

Discontinuity: You are he raccoon who shares (#32 sharing / greedy - orange cone) sitting in the trees when a staff pokes at you & you look down it & see the prophet who predicts that you will suffer terrible fates because of your greed & then brings them about.

RECTANGLE 

33. Calm / Nervous (deer); %gold rectangle%;

- To Gather (spaceman).

Discontinuity:  You are the serene deer in a forest glade.  You hear something behind your back and look around and there are the spacemen and a space city is behind them and they put you in a cage & carry you off.

34. Different / Same (sea urchin), %red rectangle%;

 - To connect (to commune) (angel).

Discontinuity:  You are the sea urchin who is different living underwater when the angel appears and you realize that you're in a cloud & she lifts you out & there you are part of a crowd of others who are all the same as you & you're all judged together & condemned & you only thought you were different.

35. Outgoing / Withdrawn (Turtle); %yellow rectangle%;

- To Shape (clay man).

Discontinuity:  You are the outgoing turtle on the bank of a stream, feeling connected to all life, when the dirt turns to clay & the clay people appear & begin to reshape & distort you.  Spot deciding that if you become too outgoing, the clay man will appear & start molding you.

36. Oriented / Disoriented (wooden man (head spins) ); %green rectangle%; - To Mock up (computer).

Discontinuity: You are the wooden man who is oriented in a toyland and then you spin your head around and see a computer machine room & you realize the computer is mocking everything up & you never were oriented in the first place.

37. Silent / Noisy (cat); %blue rectangle%;

 - To Structure (crystals).

Discontinuity:  You are the silent cat stalking & you jump through a cottage window & land in the crystal city & the floor cuts your feet & the crystals come & shock you with electricity & you howl etc.

38. Started / Stopped (Snail); %brown rectangle%;

- To Absorb (Greek hero).

Discontinuity: You're the snail who starts in a garden, then you notice that the plant stems have changed to Greek columns & a giant hero walks out & stops you & stamps on you etc.

39. Ethical / Criminal (Octopus); %violet rectangle%;

- To Inspire (muse).

Discontinuity: You are the ethical octopus presiding in a circle of judgment on the seabottom.  Then you realize that you're just a creature in a painting hanging on a wall & being created by a muse.  They she begins to change the painting, making horrible things appear & torture you, & she is amused & laughs at you for thinking ethics mattered because its only a picture she mocked up anyway.

40. Reasonable / Arbitrary (knight) %orange rectangle%

 - To Orient (wire man).

Discontinuity: You are the reasonable knight walking in a castle & you fall through a trapdoor & then you're in deep space & the wire people get you & begin taking you apart.

DIAMOND

41. Responsible/Irresponsible (opossum), %gold diamond%;

 - To endure (pyramid).

Discontinuity: You are the responsible possum in the trees eating.  Then you feel a strangeness & look around & all the other trees are gone & there is a desert around you & a pyramid with its eye staring at you & it hypnotizes you & forces you to work & you become unwilling & irresponsible but you are made to slave anyway.

42. Independent / Combined (Corn People), %red Diamond%;

 - To Construct (beavers).

Discontinuity:  You are the independent corn person walking with others in the fields & then you stumble & are rolling down a slope to a river where the beavers get you & combine you with others & with mud & twigs to make a dam.

43. Helpful / Harmful (caterpillar); %yellow diamond%;

- To Enlighten (rabbit preacher).

Discontinuity:  You are the helpful caterpillar digging around in the dirt when suddenly you're in church & the rabbit preacher begins explaining to you how you have been harming everything & must be sacrificed for the good of others.

44. Alive / Dead (raggedyann doll); %green diamond%;

- To Satisfy (caveman).

Discontinuity:  You are the raggedy ann doll who is alive (alive / dead) in toyland when you hear a sound & turn around & there is a cave & the cavemen who  grab you & beat & rape you & you decide you'd rather be dead.

45. Timeless / timed (mountain); - To Feel; % blue diamond%.

you're the timeless mountain and the "Bear" appears and makes you feel horrible things and tortures you 

46. Social / Anti-social (Potato Person), %brown diamond%;

 - To Enhance (ghost people).

Discontinuity: You are the social potato person milling around in a crowd of potato people in a city when you walk through an arched portal & find yourself in a dim room surrounded by ghost people who make you see the true degraded reality of things & your repelled & revolted & want to disconnect from everybody.

47. Trusting / Distrusting (Rabbit); %violet diamond%;

- To Reason (clown);

Discontinuity: You are the trusting rabbit eating a carrot in a field.  You look around & realize that now you're in a little grassy square in a big city & the clown comes over & explains how this is all reasonable & safe & convinces you to cross the street & as you do so you're hit by a car etc.  He keeps convincing you to put yourself in danger ' You're continually bashed around.

48. Remembering / Forgetful (elephant); % orange diamond %;

- To Know (dodo).

Discontinuity: You are the elephant who remembers ( - orange diamond) walking down a jungle trail.  You turn past some rocks and find yourself on the beach with the dodos who show you that you have misremembered everything and make you confused & forgetful & terrify you & make you loose your identity and enslave you.

CIRCLE

49. Young / Old (Gorilla); %golden circle%

- To Invent (munchkin).

Discontinuity:  You are the young gorilla jumping around & climbing the rocks & then you see all this apparatus & you're in the munchkins workshop & he straps you into one of his inventions & begins spinning you around & experimenting on you and you age from the impact.

50. Perceptive / Blind   (mice - poets), %red circle%;

 - To Convert (reptile man).

Discontinuity:  You are the perceptive mouse person who is a poet in a house.  You walk into the hall & its all wrong & you're on a houseboat & the fish people come out & torture you to make you believe in their truths instead of what you see.  They put your eyes out.

51. Loving / Hating (flowers).  - To Satisfy; % yellow circle%

You are the loving flower creature and then you see the "caveman" who drags you off to his cave (?)

52. serene / upset (swan); %green circle%;

- To Play (Chinese children).

Discontinuity: You are the serene swan  swimming in a lake.  You bob your head under the surface & then the water becomes muddy & you look up & around & see you are in a tidal village of houses on stilts & the children come out & begin playing & hurting you, pulling feathers, trying a knot in your neck, etc.

53. Big / small (Ant) %blue circle%;

 - To Permeate (theta body).

Discontinuity: You are the giant ant walking down a tunnel when you come to a branch of the tunnel that you have never seen before & step in & then you are in a giant hall & a theta body comes over & blankets you & shows you that you are tiny & insignificant in comparison with everything.

54. Fast / Slow (horse girl (2 legged) ); %brown circle%;

- To Judge (giant);

Discontinuity:  You are the fast horse girl running a race when you break the finish line infront of the cheering crowds in the grandstand, you are suddenly in a courtroom facing the giant judge up on his bench and he finds you guilty.

55. Industrious / Lazy (Donkey); %violet circle (?) %; - To Intensify.  You are the industrious donkey climbing a hill and a "cloud" comes down and envelopes you and drives you crazy.

56. Truthful / Deceitful (Walrus); %orange circle%;

- To Guide (pilot).

Discontinuity:  You are the truthful walrus on the ice when suddenly you see the pilot & he shows you that you have been deceiving yourself & you are really standing on the clouds & they can't support you & you fall through.

CRESCENT

57. pleasant / horrible (Eagle), %gold crescent%;

 - To Influence (cupid).

Discontinuity:  You are the pleasant eagle flying above the countryside when you feel a jab and realize that you've been shot by an arrow & you look around & there's a crowd of cupids flying around & shooting you & you become filled with vile emotions & look down & see that now there is a village below you & you shriek & dramatize & rend and tear people until you collapse of emotional exhaustion & they kill you.

58. Harmony / discord (angel); %red crescent%;

- To Build (snake people).

Discontinuity:  You are the harmonious angel and are flying in the clouds when you come to a road in the sky and the snake people enslave you and make you work.

59. Participating / Alone (Kangaroo). %Yellow Crescent%.;

 - To Worship (Knights).

Discontinuity:  You are the kangaroo who participates hopping across a plane & around a hill with a crowd of others and there you see the knights who capture & sacrifice you while the other kangaroos  run away and leave you alone.

60. Wise / Foolish (alligator person). - To Unite; %green crescent%.

You're in an office and open the closet door and there is a room full of dog soldiers who capture you and recruit you and order you around 

61. Faith / Disbelief (unicorn), %blue crescent%;

 - To Care for (bird girl).

Discontinuity:  You are the unicorn who has faith prancing in a meadow when suddenly sinister trees appear around You & out leaps the bird girl who says you are sick & is going to treat you & this makes you weak & ill & she drains the life from you & finally you see that it was wrong to have faith in others because they'll kill you.

62. Good / Evil (Snake), %brown crescent%;

 - To learn (gnome).

Discontinuity: You are the good snake in a garden (protecting it from rodents) & slide between some rocks & then you're in a classroom full of gnomes who catch you & begin dissecting you.

63. Creative / Destructive (Fool); %violet crescent%;

- To Create (statue).

Discontinuity:  You are the creative fool roaming around through thought planes having fun creating and altering and extending new planes off at weird angles etc. when the true god statue appears and you realize that he created it all (you had forgotten this) and you've been messing up his stuff.  He sends you to hell where you are tortured by terrible realities.

64. Feeling / Numb (Porcupine), %orange crescent%;

 - To bring order (bear people).

Discontinuity:  You are the porcupine with feeling walking in the woods & the bear people get you & pull out your quills (because they bring chaos) & toss you in a campfire to char your skin so the quills wouldn't grow back & you go numb etc.

----------

The above platen has some errors.  When I ran it originally, I kept

a working list of loose ends, possible items, and anything I ran

which I later pulled off as being either incorrect or out of

sequence.  Note that I was correcting the agreements universe items

at the same time so I was a bit in doubt as to the sequence, and

there also were (and still are) a few sections of the penalty

universes which aren't quite right and shift around a bit.  As I

continued, most of the things got back onto the platen in the

correct sequence.  But when the whole thing finally keyed out,

I still had the following unresolved in my working notes.  I'm

including it here as an aid to anyone who is trying to put together

a correct and complete version.

??. long time /short time

??. Spacious / Solid.

  --- other possible terminals : 

steamshovel

lizard

coral

The following one was found to be out of sequence, but might still

be a valid item.

Discontinuity: You are the happy snowman (#46 happy / sad - Brown Diamond) in the snow fields, when you realize that what you thought was snow is really threads and the thread people rear up and you lose everything and its all very sad.

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

Note (Oct 1996): I did turn on some somatics (like gas or muscle

pains around my torso) while I was putting this together for

publication.  There probably are a few wrong sections.  But what

really indicated as the source of the somatics was that I had the

incident mis-dated and out of context.  It seemed like this

implant was used in some kind of war which was taking place at the

time of the fall of home universe.  The somatic was from putting

some kind of constricting beam around people and tossing them

into this implant (sort of like using a lasso, no at all like the

blanketing used to push people into penalty universes).  Since I

still don't have a good handle on the exact events which collapsed

home universe, it seems quite possible that we might have had

some sort of war at the end which triggered the collapse.  

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

                   11. THE HALVER

See History of Man.

I tried to get a bit more on this implant.  It was used during

the theta-MEST wars by the body people against the thought people.

It uses the goals "To Be Good" and "To Be Evil".  Also "To Love

Everything" and "To Hate Everything".

To Be Good is To Agree

To Be Good is To Obey

To Be Good is To Believe

etc.

It is done with a black and a white wave, which look almost like

radiating screens on either side of you (but encompassing your

body).  It makes a pressure on the right and left sides of the

head and shoulders.  It may cause headaches and affect vision.

The same endword is used on both sides.  You get "to be good is

to agree" on one side while you get "to be evil is to agree" on

the other (in other words, they wanted you to agree whether or

not you choose to be either good or evil).

This probably uses many of the agreements universes dichotomies

(aware/unconscious, strong/weak, etc.) as the root word pairs.

The endwords probably cycle down to "To ... is to crave sex" and

"To ... is to crave bodies".

I didn't do a lot with this one.  It seems to be very late on

the chain and keyed out with a little bit of ITSA.  This probably

means that its of little importance (but there's always the chance

that its the tip of the iceberg too).

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

                         12. THE ANTI-ENERGY IMPLANT

Here's another that I only did a little bit with.

It seems to date from 726 trillion years ago and occurs in the

conflicts universe after capture during the theta-MEST wars.  Its

designed to get the thought people to stop putting out energy beams.

This could also be called the Pin Ball Machine implant because its like being caught in a giant pin ball machine.

You are in some vast and confusing structure.  It may be 4

dimensional in nature.  It is very aesthetic, but sort of like being

caught in some kind of super complex abstract piece of art.

There are kaleidoscope-like effects and mirrors and shifting

energy fields etc.

The whole thing is sensitive to your putting out any kind of energy.

When you do, it reacts by hitting you with rays and banging you around and then pushing you sideways into some kind of picture.

The pictures act like dead spots or rest points and they are very

mundane and pleasant and you stay in them for a movement and then

they explode or whatever and you are bouncing around in the energy

machine again.  The idea is probably to give you stuck pictures

of the still points which you will hang onto to keep from being

bounced around.

There are, for example, sphere's which put out beams that pull

you into them and then you get a still picture and then the sphere

explodes.  For example, a golden beam pulls you into a golden

sphere and then you are in a beautiful meadow in sunlight.  Its

wonderfully pleasant and relaxing and then everything explodes and

you're flying around in the machine again.

There are black cylinders.  If you get pulled into one of these,

energy spears slash at you and torture you.  The sequence inside

the cylinder is the incident that Ron called "The Iron Maiden"

in the HCL lectures of 1952 but he didn't realize that it was

part of a much bigger incident.  The cylinder starts to spin and

if you stop it, then you remain inside being tortured, so you

agree with the spin and eventually it gets fast enough to hurl

you back out into the machine.

There are cubes which hold you trapped and pull you into pieces.

There are pyramids which gradually close in around you and make

you solid.

There is some significance to the colors used.  Gold is pleasant

(stuck point) type incidents.  Black is pain/torture.  White is

contentment (suck point) type incidents.  Red is sensation.

Some of the objects give you heavy sex flows and then explode

painfully just as you're beginning to enjoy it.

You bounce around for awhile and get into objects and get flung

out etc. but eventually you will drift into a dead spot in between

the structures and just hang there.  If you put out the slightest

bit of energy (attempting to cautiously find your way out of the machine)

it starts you banging around again.  The harder you try to control your motion and use energy to handle this, the wilder

you bang around.

Eventually you just hang there unmoving and feeling terrified of

putting out even the tiniest amount of energy for fear of

starting the whole thing up again.

Once you have been quiet for a long time and they know that you

wouldn't dare put out any more energy, they pull you out.

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

                   13. FAC 1

This is the incident that Ron called Fac 1 (Facsimile One, the

first whole track implant that Ron found in 1952).  There is some

description of it in History of Man and more on the HCL lectures

as well as a demo session of running somebody through it.

But this was being run before we had the idea of finding the

implant items or new very much about implants.  The demo session

consists of a PC trying to run through the first moment of impact

with Dianetics and mostly consists of her sitting there and moaning

miserably for about an hour until she comes up to feeling better

about being hit by the first "bap" (wave impact) coming from the

implant device (a coffee grinder - black box with a crank).

The implant was commonly used around 1-2 million years ago in this

universe.  The Disney movie "The Black Hole" has a lot of scenery

appropriate to Fac 1, uses an implant device that is almost correct,

and illustrates a starship crew that look like they have been

regularly implanted with Fac 1.  If you subtract out the cutsey-poo

Earth people, you wouldn't be too far off.

This is a third invader force mockup.  The ship's captains were the

only aware thetans.  They look a bit like people wearing space suits,

but that was actually their bodies.  The crews and troops were so heavily implanted that nobody even remembers being part of the third invader.

When they took over a planet, they would set up temples and appoint

priests and give them portable (tripod mounted) Fac 1 implant

machines (coffee grinders).  Their avowed mission was to make people

good.

This could be called the pleasure/pain implant.

The items alternate between things they don't want you to do which

have a heavy wave of pain and the opposite which has a heavy wave

of pleasure (almost sexual).

They aim the device at various spots and run the entire series of

items in each of the points.  The usual sequence is:

1. Forehead (third eye)

2. Left eye

3. Right eye

4. mouth

5. left shoulder

6. right shoulder

7. chest

8. stomach

9. genitals

  The items are as follows.  You need to spot the intense pain or

pleasure wave hitting you along with the item.

1a. (pain) To Be Everything    1b. (pleasure) To Be Nothing

2a. (pain) To Know             2b. (pleasure) To Not Know

3a. (pain) To be Oriented      3b. (pleasure) To be Disoriented

4a. (pain) To Be Cause         4b. (pleasure) To Be Effect

5a. (pain) To Be Powerful      5b. (pleasure) To Be Weak

6a. (pain) To Be Independent   6b. (pleasure) To Be Obedient

7a. (pain) To Project Energy   7b. (pleasure) To Put Out No Energy

8a. (pain) To Operate At a distance

                               8b. (pleasure) To Not Operate at a Distance

9a. (pain) To Influence Remotely                                9b. (pleasure) To Not Influence Remotely

10a. (pain) To Perceive At a Distance

                              10b. (pleasure) To not Perceive at a distance

11a. (pain) To do things with the mind

                              11b. (pleas.) To do nothing with the mind

12a. (pain) To Be Free        12b. (pleas) To Be Restrained

13a. (pain) To Find Out       13b. (pleas) To Never Find Out

14a. (pain) To Reveal This    14b. (pleas) To Never Reveal this

15a. (pain) To Disagree with this implant

                              15b. (pleas) To Agree with this implant

16a. (pain) To Remember this implant

                              16b. (pleas) To Forget this implant

17a. (pain) To never implant others

                              17b. (pleas) To give this implant to others

18a. (pain) To never be implanted again

                              18b. (pleas) To Want This Implant Again

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

             14. THE INDIVIDUATION IMPLANT

See Tech 88 lecture 19.  This is the platen I came up with.

This may have been used against prisoners of war before exchanging them

or releasing them to return back home.  The idea was to destroy the

enemies organization by making their own people anti-social.

1. TO SEPARATE

2. TO BE AN INDIVIDUAL

3. TO BE THE ONLY ONE

4. ONLY YOU CAN BE GOD

5. ONLY YOU CAN CREATE

6. ONLY YOU CAN BE CAUSE

7. ONLY YOU CAN KNOW

8. ONLY YOU CAN WIN

9. ONLY YOU CAN CHANGE

10. ONLY YOU CAN REASON

11. ONLY YOU CAN CONSTRUCT

12. ONLY YOU CAN BE BEAUTIFUL

13. ONLY YOU CAN RULE

14. ONLY YOU CAN ENLIGHTEN

15. ONLY YOU CAN INFLUENCE

16. ONLY YOU CAN OWN (HAVE)

17. ONLY YOU CAN BE ALIVE

18. ONLY YOU CAN CONTROL

19. ONLY YOU CAN ORGANIZE

20. ONLY YOU CAN BE ADMIRED

21. ONLY YOU CAN ENDURE

22. ONLY YOU CAN BE AN INDIVIDUAL

23. YOU ARE THE ONLY ONE

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

             15. THE JUST REWARDS IMPLANT

This is recent.  It may be part of a between lives sequence on

Uranus (or maybe the implant just says it is taking place on Uranus).

A bright pressor beam hits you with the first item of each pair.

Then it changes to a tractor (pulling) beam which causes the color

to turn dull and pulls you in while giving you the second item of

the pair.

1a. (bright white pressor) PRIDE IS THE SOLUTION TO SHAME

1b. (dull white tractor) SHAME IS THE JUST REWARD FOR PRIDE

2a. (bright green pressor) JEALOUSY IS THE SOLUTION TO LOSS

2b. (dull green tractor) LOSS IS THE JUST REWARD FOR JEALOUSY

3a. (bright gold pressor) GREED IS THE SOLUTION TO POVERTY

3b. (dull gold tractor) POVERTY IS THE JUST REWARD FOR GREED

4a. (bright red pressor) VENGEANCE IS THE SOLUTION TO HARM (PAIN)

4b. (dull red tractor) HARM (PAIN) IS THE JUST REWARD FOR VENGEANCE

5a. (bright brown tractor) SLOTH IS THE SOLUTION TO ENSLAVEMENT

5b. (dull brown pressor) ENSLAVEMENT IS THE JUST REWARD FOR SLOTH

6a. (bright silver tractor) IMPATIENCE IS THE SOLUTION TO REGRET

6b. (dull silver pressor) REGRET IS THE JUST REWARD FOR IMPATIENCE 

7a. (bright blue tractor) STUPIDITY IS THE SOLUTION TO (BEING) BLAME(D)

7b. (dull blue pressor) BLAME IS THE JUST REWARD FOR STUPIDITY

8a. (bright black tractor) EVIL IS THE SOLUTION TO DEFEAT

8b. (dull black pressor) DEFEAT IS THE JUST REWARD FOR EVIL

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

              16. SERVICE FAC IMPLANTS

22 Nov 90

There seem to be a number of implants which lay in Service Facsimiles (computations that you use to make yourself right and

others wrong - see the grade 4 materials).  

The penalty universes include items such as "To (goal) is to be right", "... be wrong", "... insist on being right", "... make others wrong", etc.  But they don't seem to include true Service Fac Computations as we know them now.

There is an early mockup which uses a maze and penalty universe terminals to get you to postulate undesirable things so as to make the penalty universe terminals wrong.  I stumbled upon this one first, but it wouldn't run well and tended to turn on somatics until I found and ran the "between lives service facs".  So I will describe those first and then discuss the "Service Fac Maze".

A. The 64 Between Lives Service Facs.

These seem to occur in a between lives sequence.  By assessment, it seems to be the between lives that occurs when you drop and pick up a new "Theta Body" (i.e., thetan as an energy unit - this is the one that corresponds to the old Thought universe body structure).

The structure is very simple.  It uses each of the 64 agreements universe definitions.  You see the positive agreements terminal and it says a service fac that is based on the corresponding negative agreements terminal being wrong.

This seems to begin with "To be right is native state (or the ultimate infinity, etc.).".

These items generally blow by inspection.

The 64 basic service facs are as follows:

1. The agreeing dog says "They're wrong because they disagree with everything".

2. The good bear says "They're wrong because they're nasty".

3. the causative salesman says "they're wrong because they chose to be affected".

4. The free horse says "They're wrong because they let themselves be enslaved".

5. The beautiful cherub says "they're wrong because they're ugly".

6. The logical alligator says "They're wrong because they're illogical".

7. The winning seagull says "They're wrong because they're losers.

8. The healthy flamingo says "They're wrong because they're sick".

9. The enduring dinosaur says "They're wrong because they lack persistence".

10. The skillful bee says "They're wrong because they're incompetent".

11. The interested fish says "They're wrong because they have no interest in anything".

12. The moving rock says "They're wrong because they wouldn't move".

13. The certain computer says "They're wrong because they're always confused".

14. The pleasurable ostrich says "They're wrong because they hurt people".

15. The cube who is right says "They're wrong because they were made to be wrong to begin with".

16. The giant who sees truly says "They're wrong because they imagine everything.

17. The visible statue says "They're wrong because they keep everything hidden.

18. The present jellyfish says "They're wrong because they're never there when they should be.

19. The smart bird says "They're wrong because they're stupid.

20. The just flame says "They're wrong because they're unjust.

21. The stork who brings order says "They're wrong because they make everything chaotic".

22. The wakeful whale says "They're wrong because they're always asleep.

23. The humorous seal says "They're wrong because they're too serious.

24. The squirrel who plans says "They're wrong because they leave everything to chance.

25. The mechanical man who is whole says "They're wrong because they keep falling apart and fragmenting.

26. The strong robot says "They're wrong because they're weak.

27. The real peacock says "They're wrong because they're unreal.

28. The independent monkey says "They're wrong because they let themselves be owned.

29. The infinite spirit says "They're wrong because they're located.

30. The courageous lion says "They're wrong because they're cowards.

31. The knowing owl says "They're wrong because they don't know anything.

32. The sharing raccoon says "They're wrong because they're greedy.

33. The calm deer says "They're wrong because they're nervous.

34. The sea urchin who is different says "They're wrong because they're all the same.

35. The outgoing turtle says "They're wrong because they're withdrawn.

36. The oriented wooden man says "They're wrong because they're disoriented.

37. The silent cat says "They're wrong because they're noisy.

38. The started snail says "They're wrong because they let themselves be stopped.

39. The ethical octopus says "They're wrong because they're all criminals.

40. The reasonable knight says "They're wrong because they're arbitrary and have no reason for what they do.

41. The responsible possum says "They're wrong because they're irresponsible.

42. The independent corn-man says "They're wrong because they follow the crowd and wouldn't act independently.

43. The helpful caterpillar says "They're wrong because they harm everything.

44. The alive raggedyann doll says "They're wrong because they're dead".

45. The timeless mountain says "They're wrong because they cannot endure.

46. The social potato man says "They're wrong because they're all anti-social.

47. The trusting rabbit says "They're wrong because they distrust everything.

48. The remembering elephant says "They're wrong because they forget everything.

49. The young gorilla says "They're wrong because they're old.

50. The perceptive mouse says "They're wrong because they're blind.

51. The loving flower says "They're wrong because they hate.

52. The serene swan says "They're wrong because they're always getting upset.

53. the big ant says "They're wrong because they're small.

54. The fast horse girl says "they're wrong because they're slow.

55. The industrious donkey says "They're wrong because they're lazy.

56. The truthful walrus says "They're wrong because they lie.

57. The pleasant eagle says "They're wrong because they act horribly.

58. The harmonious angel says "They're wrong because they create discord.

59. The participating kangaroo says "They're wrong because they wouldn't participate.

60. The wise alligator person says "They're wrong because they're all fools.

61. The unicorn who has faith says "They're wrong because they're distrustful.

62. The good snake says "They're wrong because they're all evil.

63. The creative fool says "They're wrong because they're destructive.

64. The feeling porcupine says "They're wrong because they have no feeling.  (? - don't care about anybody? - or maybe this is a different item and one of the above is incorrect).  (also, maybe this and #63 should be in the reverse order).

The above is a first cut and may have some errors in it.

There also seems to be a second series of these where the negative agreements terminal gives an item based on the positive side being wrong.  I.E., the disagreeing dog says "They're wrong because they're in compulsive agreement", the bad bear says "They're wrong because they're too goody goody", etc.

----------

The Service Fac Maze.

This appears to be an actual construction, rather than a true implant or implant universe.  It seems to have been built in the "motion" universe as a sort of abberative game.  It seems to be animated with programmed statues that talk to you as you float around in your mask.  I believe that they always give the same pre-recorded spiel, sort of like Disneyland.  But the spiel is meant to get you to make an abberated postulate.

I'm still uncertain as to the details and context of this incident.  But just spotting the abberative postulate that you're tricked into making would seem to be a major case gain.

It seems like this takes place in a great maze or labyrinth cut into rock.  Everything, including the statues, seems to be made of granite.  It seems like you can exteriorize from this thing and float above it and it looks like series of cracks in the earth with a volcano towering on the right.  Smoke drifts up from the cracks.  In the incident, you're floating down the path in the cracks and moving from grotto to grotto.  Each grotto contains a statue of a penalty universe terminal and lays in an aberration.  If this bothers you, you can mockup floating above the maze and the copy the picture of it many times until you can throw it away comfortably (this can bring considerable relief).

It is conceivable that we each have some part of ourselves that has been stuck in this maze and that you are really moving it out of there and getting free by the mockup of exteriorizing from the maze.  Or maybe this step is just restoring causation over an old stuck picture.  Either way, something releases when you do the mockups.

This one also seems to begin with "To be right is native state".

The 64 individual incidents are structured as follows: (the tiger penalty terminal with the goal To Eat is used as an example).

a) You enter the grotto (You are a mask and float into it).

b) You see the granite statue of the positive penalty universe terminal and float before it, facing it.  In this example it would be a statue of the Tiger.  In the incident, the terminal seems to be known as the "Insister" (or the one who insists).  The terminal will insist that the penalty goal is necessary for achieving some other penalty universe goal (in this case it is To Inspire).  For To Eat, the Tiger insists that needing to eat is necessary to inspire artists to work.

c) Now another statue slides up behind you.  This statue, called the "Defender" will present a counter argument.  In this case, it is that needing to eat just results in starving artists.  The defender will be a statue of the inverted penalty terminal (a spider in this case).  (? or maybe I have this slightly wrong and they use the terminal of the secondary goal - in this case, to inspire, which would be a Muse).

d) Next, the defender asks you if you have EVER had this happen.  I.E., have you ever been a starving artist because your work wasn't recognized.  This is a trick question because of the "ever".  He is not asking if this can happen or happens sometimes, or a majority of the time.  He just asks if you have ever had it happen.  So you say yes, because it must have happened once.  If you don't say yes, they show you a picture of it happening to you and say that it did happen but you have forgotten.  Eventually you say yes.  This gets you on the defenders side.

e) Now the terminals argue (Tiger says that they starve because their art is poor, the spider says no, even with great art, they will starve because the people are too ignorant to give it recognition, etc.).  Then they call for a judge (this seems to be an agreements universe terminal?).  You are called by the negative terminal as a defense witness because you said yes to the question above.  Because of this, the judge rules that you are to be sent down into the universe to do this thing.  In this case, you are sent down to produce a fine work of art.  If the people ignore it and you starve, then the tiger is proved wrong and shall suffer.  Otherwise, you have spoken falsely and shall be tried and sentenced.

f) Now another terminal, "the ally" (which might be the negative agreements terminal?) advises you that you must be sure and compel other people to fail to recognize your fine work so that you will become a starving artist.  Otherwise, you'll be in big trouble.  So he gets you to postulate this.  This postulate is the key thing to spot and blow from the incident.  In other words, your going to be a starving artist who isn't recognized so as to make the Tiger wrong.

Note that the feeling of this is that starving to death as an artist is a minor thing that only causes you to die as a meat body, whereas making the Tiger wrong is much more important at a higher level because you, as a semi-immortal mask (which will have many meat body lives) will be in big trouble if you fail.

g) Then the judge waves his hand and sends you down a green chute into reality.

h) Something funny happens with time at this point in the incident.  Although you are on your way to reality, the trip down the chute and the subsequent existence in the physical universe doesn't occupy time in the maze universe.  So its sort of held in abeyance and will supposedly occupy the entire history of this universe to complete.  Meanwhile you are free to continue moving through the maze and go on to the next grotto.

I only ran this partway.  Early on, I felt that I was undoing some

very basic viscous postulates.  Later it started getting more

solid, so I looked for a point of release while running it.  And

there had been a point where it seemed like it didn't matter anymore

and I saw no reason to do myself in just to make somebody else

wrong.  It was a nice gain and worth the effort.  But the lightness

of the result and the ease with which it overran indicates that

this implant is late on the chain and cannot be pushed to erasure.

Overrunning like this means that there is something earlier that

has not yet been found, and it would not be the penalty universes because those are already known and hitting the native state button

lets you erase things that would otherwise pull in charge from them.

So there is probably something else earlier which is concerned

with doing yourself in to make others wrong or to win a game or

something like that.  For now, if you run this one, bail out if

you get a good release point and don't go for broke on trying to

erase the thing. 

Platen For the Service Fac Maze:

I think that this runs up from Endure to Create, so I will list them in that order.

64. (To Endure).  The Pyramid says that the need to endure will INTENSIFY the strength of one's creations.  The defender says that needing to endure just causes people to die and puts an

end to creating anything.  (judge - dinosaur - #9 enduring/transient). You postulate dying to make the pyramid wrong.

63. (To Eat).  The Tiger insists that needing to eat INSPIRES artists to produce.  The defender says that people will not recognize the art and the artists will starve. (judge - mouse, #50 perceptive / blind).  You postulate being a starving artist and compelling others not to recognize your work to make the Tiger wrong.

62. (To Replenish).  The Arab insists that PLAYING games is more interesting because of the need to replenish.  The defender says that this just makes people tired and unable to play. (judge - whale, #22 wakeful/sleeping).  You postulate that you will become tired and need to sleep regularly to make the Arab wrong.

61. (To Feel).  The bear insists that you need to feel things so that what you BUILD will not be cold and lifeless.  The defender says that this just makes you hurt too much to build anything. (judge ostrich, #14 pleasure/pain).  You postulate that you will be hurt and injured too much to work.

60. (To Carefor).  The bird girl says that needing to carefor things will STRENGTHEN your survival.  The defender says that it just lets other people take advantage of you. (judge - raccoon #32 sharing/greedy).  You postulate that "the people you care for will always take advantage of you" (and you compel them to do this) to make the bird girl wrong.

59. (To Join).  The Catwoman insists that people must join together so that they can properly COMBINE their creations.  The defender says that this just makes fights. (judge - dog, #1 agree / disagree).  You postulate that "you will always be hurt by the ones you love" (and you compel them to do this) to make the catwoman wrong.

58. (To Satisfy).  The Caveman insists that sensual satisfaction is necessary to ORIENT yourself to reality.  The defender says it just overwhelms and confuses and disorients people. (judge - computer, #13 certain / confused).  You postulate that you will become lost and disoriented by sensuality and sensation (and compel others to disorient and divert you from your true purposes through sensation) to make the caveman wrong.

57. (To Reproduce). The insect invader insists that you need to reproduce and spread yourself throughout the cosmos because the universe is too vast To KNOW in any other manner.  The defender says that you just replicate your own lack of knowingness and produce children who lack knowledge and bring chaos.  (judge - stork, #21 order /chaos).  You postulate having children who lack knowingness and bring disorder to make the insectman wrong.

56. (To Expand). The mouse engineer insists that you need to expand to be able to INFLUENCE people.  The defender says that you can only expand by being corrupt and people distrust this so your influence is worthless. (Judge - unicorn, #61 faith/distrust).  You postulate that you can only expand by corruption and also to compel others to distrust anything which expands.

55. (To Participate).  The mermaid insists that you need to participate together with others to be able to GATHER things effectively.  The defender says that this wouldn't work because people can't get along with each other and will only fight and fail.  (Judge - angel, #58 harmony / discord).  So you postulate that any group you join will take advantage of you (and you compel them to do this) to make the mermaid wrong.

   -----------

At this point the whole thing seemed to key out and I dropped it.
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                  17. THE HUMAN IMPLANT

This one was intended to make you human.  If you're rebelling

against God, you can't be a god.

1. (a big being comes out and says "I created you")

2. TO BE THE WRATHFUL GOD AND DESTROY THE WORLD

3. TO BE HUMAN AND SAVE THE WORLD

4. TO BE THE NEGLIGENT GOD AND LET THE WORLD DECAY

5. TO BE HUMAN AND REVITALIZE THE WORLD

6. TO BE THE JEALOUS GOD AND PERSECUTE THE PEOPLE

7. TO BE HUMAN AND AID THE PEOPLE

8. TO BE THE AVENGING GOD AND PUNISH THE PEOPLE

9. TO BE HUMAN AND PROTECT THE PEOPLE

10. TO BE THE LUSTFUL GOD AND FRENZY THE PEOPLE

11. TO BE HUMAN AND CALM THE PEOPLE

12. TO BE THE DOMINATING GOD AND ENSLAVE THE PEOPLE

13. TO BE HUMAN AND DEFEND THE PEOPLE

14. TO BE THE ONLY GOD AND DISDAIN THE PEOPLE

15. TO BE HUMAN AND JOIN TOGETHER WITH THE PEOPLE

16. TO BE THE SULLEN GOD AND HATE THE PEOPLE

17. TO BE HUMAN AND LOVE THE PEOPLE

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

                  18. THE POLES IMPLANT

This one uses a double row of metal poles which are charged.

It is done to a bodiless thetan (who is being an energy body).

You bang back and forth between the poles, going down the row

in a zig zag.  Items are laid in with the impacts as you hit

the poles.

This might be basic on running into lampposts.  It might also

underlie poor vision.  It is restimulated by people shoving

somebody around.

This was probably used by the body people against the thought

people in the theta-mest wars.

This laid in ideas like:

a) you must not use force

b) you must care for the body

c) neither side is right in a conflict

d) anyone who fights is wrong

e) control yourself

f) constrain yourself

g) the use of energy is evil.

h) to never change

I didn't bother to work out the exact wording of all the goals

used, but they would be in keeping with the above list of ideas.

I ran the first goal, which is "to (never) use energy" and the

whole thing pretty much blew.  The item pattern I found on the

first goal was as follows:

1. TO USE ENERGY

2. TO NEVER USE ENERGY

3. TO NEVER USE ENERGY ABSOLUTABLY

4. BAD TO USE ENERGY

5. IMPOSSIBLE TO USE ENERGY

6. TO NEVER USE ENERGY ABSOLUTABLY

7. WRONG TO USE ENERGY

8. DEGRADING TO USE ENERGY

9. TO NEVER USE ENERGY ABSOLUTABLY

10. HORRIBLE TO USE ENERGY

11. DESTRUCTIVE TO USE ENERGY

12. TO NEVER USE ENERGY ABSOLUTABLY

13. FRIGHTENING TO USE ENERGY

14. DANGEROUS TO USE ENERGY

15. TO NEVER USE ENERGY ABSOLUTABLY

16. PUNISHABLE TO USE ENERGY

17. TREASONABLE TO USE ENERGY

18. (silence)  (you fly through the pole instead of impacting on it)

  (you can see the double row of poles continuing on down the

  corridor and you expected to keep going)

19. NIX TO USE ENERGY (head impact as you hit the "wall" on the far

     side of the pole.  The wall is an energy screen)

(then you drift out of the far side of the wall and all is quiet and

you get the following item)

20. NO DESIRE TO USE ENERGY

(then you are drawn into another corridor containing a double row of

poles and they do the next goal).

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

               19. THE ANTI-PSYCHIC IMPLANT

This one was designed to block OT abilities.

Although this uses a double firing item pattern (items coming

from both sides), they used a double negative in the opposing

item so that both sides basically means the same thing (instead

of being opposites as is usually the case).  Instead of being

a goal oppose type sequence, its like being caught between two

people who are pushing you back and forth while they say the

same thing in different ways.

It may have been setup this way because the implanters were afraid

of anyone ever sliding into the opposite and dramatizing it (which

happens occasionally on goal oppose type item patterns).  If you're

implanting people into being loyal soldiers (and using a traitor

as the opterm), you can live with the occasional guy who flops

the other way and turns into a traitor.  But if you're implanting

him to keep him from reading minds, the few who flop the other

way and become mind readers might be too much of a danger.

  -------

ITEM PLATEN:

1A.  UNFAIR TO ...                  1B.  FAIR TO NEVER ....

2A.  GAMELESS TO ...                2B.  GAMEFUL TO NEVER ....

3A.  DISINTRESTING TO ...           3B.  INTERESTING TO NEVER ...

4A.  HARMFUL TO ....               4B.  HARMLESS TO NEVER ....

5A.  HURTFUL TO ....                5B.  UNHURTFUL TO NEVER ....

6A.  PAINFUL TO ....                6B.  PAINLESS TO NEVER ....

7A.  DANGEROUS TO ....              7B.  SAFE TO NEVER ....

8A.  EVIL TO ....                   8B.  BLESSED TO NEVER ....

9A.  BAD TO ....                    9B.  GOOD TO NEVER ....

10A. UNACCEPTABLE TO ....          10B.  ACCEPTABLE TO NEVER ....

11A. BEST TO NEVER ....            11B.  NOT BEST TO ....

12A. HOPEFUL TO NEVER ....         12B.  HOPELESS TO ....    

13A. AGREED TO NEVER ...., FOREVER, 

            13B. THIS IS YOUR DECISION

   --------

The list of endwords that fit into the above platen are as follows:

1. To Leave

2. To Read Minds

3. To Levitate Objects

4. To Operate Without a Body

5. To Generate Energy

6. To Predict the Future

7. To Teleport

8. To Project Telepathically

9. To Disappear (or to be invisible)

10. To See Remotely

11. To Disobey This

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

                  20. THE CHOICES IMPLANT

I think that this is very early, possibly as far back as home

universe.  But that could be a false date.  It is also possible

that this is part of the between lives sequence.

Here you are given a real choice and decide which aberration you

get.  The second part varies depending on your responses in the

first section.  

There may be a short beginning segment that shows you why you have

to choose.  

First Section:

On each of these, they hound you and keep hitting you with energy

waves and keep repeating the item until you choose on or the other.

1.  TO AGREE IS TO MAKE THE CHOICE BETWEEN SANITY AND FREEDOM

   2.  TO AGREE IS TO MAKE THE CHOICE BETWEEN BEING CAUSATIVE AND BEING LIKED

   3.  TO AGREE IS TO MAKE THE CHOICE BETWEEN WINNING AND BEING RIGHT

   4.  TO AGREE IS TO MAKE THE CHOICE BETWEEN BEAUTY AND HONOR

   5.  TO AGREE IS TO MAKE THE CHOICE BETWEEN STRENGTH AND WISDOM

   6.  TO AGREE IS TO MAKE THE CHOICE BETWEEN COURAGE AND AWARENESS

   7.  TO AGREE IS TO MAKE THE CHOICE BETWEEN PERCEPTION AND CREATIVITY

   8.  TO AGREE IS TO MAKE THE CHOICE BETWEEN CERTAINTY AND TRUTH

   9.  TO AGREE IS TO MAKE THE CHOICE BETWEEN HAVINGNESS AND MOTION

   10. TO AGREE IS TO MAKE THE CHOICE BETWEEN KNOWLEDGE AND SERENITY

11. TO AGREE IS TO MAKE THE CHOICE BETWEEN MEMORY AND HAPPINESS

12. TO AGREE IS TO MAKE THE CHOICE BETWEEN SKILL AND INDEPENDENCE

Second Section:

This section varies depending on your responses to the first section.

You either get one or the other item of the pair.  This may have been

implanted multiple times, so both items should be run, but they might not react equally.  If you put your attention on a specific

occurrence of the implant, only one of each pair should read.

1a. The only way to be sane is to be trapped

1b. The only way to be free is to be insane

2a. The only way to be causative is to be hated

2b. The only way to be liked is to be effect (subservient)

3a. The only way to win is to be wrong (cheat)

3b. The only way to be right is to lose

4a. The only way to be beautiful is to be dishonorable

4b. The only way to be honorable is to be ugly

5a. The only way to be strong is to be stupid

5b. The only way to be wise (smart) is to be weak

6a. The only way to be courageous is to be unaware

6b. The only way to be aware is to be fearful

7a. The only way to perceive is to agree with the creations of others

7b. The only way to be creative is to not-look (no-is)

8a. The only way to be certain is to ignore the truth

8b. The only way to be truthful is to be unsure

9a. The only way to have anything is to remain in place

9b. The only way to be active (move around) is to have nothing

10a. The only way to have knowledge is to be disturbed (upset)

10b. The only way to be serene is to not know

11a. The only way to remember is to be sad.

11b. The only way to be happy is to forget.

12a. The only way to be skillful is to follow orders

12b. The only way to be independent is to be incapable.

Third Section:

Then they badger you about the choice you made.  On each one, they say (depending on how you answered in section 1),

"You said freedom was better than sanity.  Why was that the right

choice?"

They keep pushing at you with this until you mockup a reason and

start defending it.

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

                 21. THE THIRD EYE IMPLANT

See History of Man for a general description of Fac 1 and see the

FAC 1 platen given elsewhere in these materials.  This incident is

almost identical to it in style, context, and in terms of the

implant machinery used.  I dated some of these at around 1 million years ago with a duration of around 45 to 53 minutes.  The earlier

one that I labeled Fac 1 seems to be a bit earlier, at around 2

million years ago.  

Probably the first Fac 1 implant was replaced by this one.  But it

is also possible that both platens were used as part of the same

implant.  Since these are very late on the chain, its hard to get good data because there is a tendency to mix things up with

earlier incidents that were restimulated.  Since a lot of the

context is the same, and since Ron was pushing people into locating

Fac 1 by describing it to them first, it is probable that he got

either one on PCs at random when it was being researched in 1952.

It seems to occur at about 14 items per second giving around 6 minutes per run with a small pause between runs as the beam is redirected.

Each run comes in as a supersonic beam containing speeded up verbally stated items (in an old language).  You can't hear the items as it happens, you just hear a noise, but BTs and Split valences sometimes caught the items (i.e. subliminal).

There are 9 runs: 1 - Forehead, 2 - right side, 3 - left side, 4 - chest, 5 - stomach, 6 - mouth, 7 - right eye, 8 - left eye, 9 -

genitals.

The items are in the form To (goal) IS TO BE THE (valence).  They do all 64 penalty universe goals on the valence of the first penalty universe, then they repeat with the valence from the second universe etc.  The goals run from Create down to Endure, the valences run from the Statue down to the Pyramid.

I.E., the first item is To Create is to be the Statue.  The second item is To Mock up is to be the statue.  After they get down to To Endure is to be the Statue, they change to the second terminal.

Since all valences and all goals of the penalty universes were Chris-crossed with each other, this acts like an endless set of wrong items.

There is also an overt side to this where you are the operator of the Fac 1 machine.  In this case, you might get a vibration of wrong items in your hands as you turn the crank etc.

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

            22. THE 10 WAY COMPULSION IMPLANT

(Oct 1996:  Of all the splitter platens I ran before finding the

"point to" process, this was the only one that I had success with.

But it didn't go all the way and gradually it got harder to run.

On later review, I was occasionally leaving stuff unhandled that

wouldn't respond to this platen and eventually enough of that built

up to bring me to a halt.  If you use the "point to the being you

divided from" command in each location as you go through the items,

you should have an easy time of it with this platen).

30 March 1990

This is part of the implant that is used to throw you out of the Games universe and into the Symbols universe.  There is probably much more to the incident and I don't have the details at this time, however, this is the part that messed you up by making you divide into many split valences that would stay submerged out of site and compel you do feel things.  This was done for each of the 64 terminals of the 64 penalty universes starting with Create (the god statue) and going down to Endure (the pyramid) and then was done for the 64 terminals of the negative goals installed by the treadmill.  The negative ones start from the inverted 1st dynamic and run down to the negative 16th dynamic ending with Destroy (the devil statue).  Note that this is not the same order as was used in the treadmill (where the negative goal comes right after the positive goal).  Since the positive terminals all come first in this implant, it is probably best to run all of the positive ones before doing any negative ones but this needs further research.

You should run the penalty universe immediately before you try to run the compulsion on the terminal of that universe.  Only run this if it seems to indicate and draw your attention.  Also, it is preferable to run terminals up near the top of the dynamics first.  Preferably, you should start with create.  This is best left until a second pass on the penalty universes, but use your judgment.

This turns up many more BTs and clusters than running the penalty universe itself does.  Usual handling for a cluster that doesn't blow on inspection is to have it spot the top of the penalty universe (i.e., native state item).  Although it is not generally their cluster forming incident, it is a vast undercut on all incidents relating to the goal and usually causes the cluster to come apart immediately (then handle individuals remaining).

Negative terminals are a problem to run.  The treadmill crossover must be really flat and you need to key out enough later restimulations of the collapse of the positive goal into the negative (i.e., hellatrobus and other implants that swing the positive goal items into the negative ones) to the point where it is possible to spot the top of the positive penalty universe from the negative items.  Otherwise, it is just too difficult to blow BTs out of the negative terminals.

When I first researched this, I didn't have the anatomy and used a platen based on the sequence of items in the penalty universes that creates the predisposition to have these split valences.  The penalty universe only temporarily created a split (which didn't remain split) and only setup the (terminal) in back (and later, you leave a split behind in the grave in the penalty universe as well).  These would dissolve when you came out of the penalty universe.  The items are To (goal) is to be the (terminal) in back; and then to (goal) is to a) hide, b) control, c) inspire, d)detest, e) compel yourself and f)deny responsibility.  I used this to pull out the terminal in back without realizing that I was bypassing the others.  It was effective enough to get it out but it was like prying out a piece of the muscles (which got sore afterwards).  Also, the Third

Eye implant went into heavy restim (third eye sensations).  I haven't had this problem with the 10 way platen given here, but it is possible that the third eye stuff can restimulate.  If it does, run the Third Eye

Implant platen given elsewhere in these materials.

Run these items lightly.  It is easy to push to hard and slip into a different split or bring the third eye into restim.  Often, the pattern of 10 blows while your running the first few items.  If it does, just spot each of the other locations and assume responsibility for having issued compulsions from it.  (also do the "point to" step here).

If the first item doesn't read well, drop this action.  Check for BTs/Clusters restimulated and not blow and then bail out.  Running this over a stiff needle with only very tiny reads restimulates more than it releases.  The needle should be loose between items and read well.  If it was and then tightens up, it is almost certainly an overrun.  The faintest overrun here will lock the needle up like a board, partially from the restimulation of the other terminals in the implant but also because you start stirring up the GPM for the goal and other implants as well.  (it probably will

not be this touchy if you are using the "point to" command).

On a rehab, you might need to a) spot and indicate the EP, b) handle BTs and clusters that were about to blow and then were invalidated and stopped, and c) run a few lines of platen 1 on the goal to key out later implants.  It might take all of this to get an FN.  Then do the light spotting of the 10 locations and reassume responsibility (skip this if it doesn't indicate, you don't want to overrun it again).

Mostly, BTs and Clusters will blow automatically as you run this.  You may see sparks and things as they go.  If you get weird sensations, its probably a partial blow, but there can be a slight weird sensation (not unpleasant) of things shifting around sometimes that is a simple side effect of the valence walls dissolving (your space is bigger and other masses move around).  Sometimes other BTs & Clusters will protest a bit because blowing the splits makes them shift around.  Acknowledge, indicate the BPC, and if they are accessible, blow them (or just leave things alone if not easily reached).

After these split valences were setup, there is a later part of the incident that gave them all wrong locations etc.  You simply run them in the original locations relative to yourself (they can still be reached there even though they are often elsewhere in the body).  Sometimes you have to spot the fact that wrong locations and terminals were implanted into these splits later in the incident.

The third eye implant sent in a stream of wrong items for these valences (see the platen).  The stream hit various parts of the body and screwed the split valences and BTs and Clusters up further on a random basis.  Sometimes you have to spot the stream of wrong items (don't bother trying to run the items in detail, just spot a stream of them coming in).  You can also check and indicate BTs/Clusters messed up by the third eye implant.

When a split valence goes, often a BT or cluster will try to mock it up again.  You should check for this as a general cleanup after doing the items.  You can also use it if needed while running the items.

If an item doesn't read, do the following until the situation seems handled:

a) Check for overrun

b) Check for a BT or Cluster

c) Spot the wrong locations being laid in at the end of the incident.

d) Spot the wrong item stream of the third eye implant.

e) Check for a BT/Cluster copying, hiding, suppressing or keeping the valence mocked up.

Also do steps b to e after completing the 10 way run and then spot the top line (native state) of platen 1 for the goal.  (this might be

excessive if you're using the "point to" command - use your

judgment)

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

           10 Way Compel items:

TO (goal) IS TO BE THE (terminal) IN (location) AND COMPEL MYSELF TO (goals compulsion) FOREVER.

The locations are as follows:

1. Front

2. Back

3. Right

4. Left

5. Top

6. Underneath

7. Past  (and young precedes the terminal)

8. Future (and old precedes the terminal)

9. Grave (and dead precedes the terminal)

10. TO (goal) IS TO BE THE (terminal) IN THE CENTER AND BE THE EFFECT OF ALL THESE OTHERS.

 For Past, the split valence is actually riding slightly back of PT trying to keep things in restimulation.

For future, the split valence is actually riding slightly in the future trying to create future track for you.

For the Grave item, it refers to the grave in which the terminal was buried in the penalty universe.

To clarify the way to form the past, future, and grave items, the past item for the goal to eat is To eat is to be the young tiger in the past and compel myself to feel hungry forever.

Run each item in its correct location.  Then do the "point to"

command in that location.

After running the 10 items for a compulsion, try to run it on flow 2

which would be pieces of yourself that you have on other people.

Do this by getting the idea that you might be projecting this compulsion at someone else, spot the location and item and then

do the "point to" command.  You may have many for each item.  I only

started doing this after I had run quite a bit of these on myself

only, so its possible that you might need to work up to this step on

a gradient.

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

       10 Way Compel:  Compulsions List

Each of these is run in the 10 items/locations given above.

As usual, I didn't run everything thoroughly and I can't guarantee

that all of these are correct or complete.  When I first ran this,

I started with "endure" and worked up to "create" but I think that

that was backwards so I have placed "create" as the first item.

1. To create is to be the statue in ... and compel

     myself/others to create reality forever.

2. To cause is to be the god in ... and compel myself

   (to be good ?) forever.

3. To mock up is to be the computer (in ...) and    compel myself/others to keep this all created, forever.

4. To imagine is to be the (cartoon mouse) (in ...)

  and compel myself/others to create illusions forever.

5. To know is to be the dodo in ... & compel

  myself/others to collect pictures forever.

6. To understand is to be the chipmunk in ... & compel

  myself/others to seek understand forever.

7. To absorb is to be the hero in ... & compel

  myself/others to be embodied in form (?) forever.

8. To learn is to be the gnome in ... & compel myself/others   to accumulate data without understanding(?) forever.

9. To exchange is to be the Wizard (spirit broker?)  in ... & compel

  myself/others to crave souls forever.

10. To play is to be the child in ... & compel myself

  to avoid responsibility forever.

11. To compete is to be the coach in ... & compel

  myself/others to win forever.

12. To manipulate is to be the banker in ... and

  compel myself/others to crave wealth forever.

13. To combine is to be the twin in ... and compel

  myself/others to need support forever.

14. To shape is to be the clay person in ... and compel

  myself/others to need bodies (shapely forms) forever.

15. To change is to be the sorcerer in ... and compel

  myself/others to be arrogant forever.

16. To align is to be the bear person in ... & compel

  myself/others to enforce agreements forever.

17. To reason is to be the clown in ... & compel

  myself/others to obey logic forever.

18. To orient is to be the wireman genius in ...

  & compel myself/others to need orientation forever.

19. To guide is to be the pilot (in ...) and compel

   myself/others to lead forever.

20. To compute is to be the toy in ... and compel

  myself/others to figure-figure forever

21. To construct is to be the beaver in ... and compel

  myself/others to entrap people forever.

22. To engineer is to be the lobster in ... and compel

  myself/others to need machinery forever

23. To build is to be the lizard man in ... and compel

  myself/others to acquire mass forever.

24. To structure is to be the crystal in ... and compel

 myself/others to stay in alignment forever.

25. To invent is to be the munchkin in ... & compel

  myself/others to need appreciation forever.

26. To enhance is to be the ghost in ... & compel

  myself/others to dub in forever.

27. To inspire is to be the muse in ... and compel

  myself/others to dream forever.

28. To beautify is to be the fairy godmother in ... & compel

  myself/others to sacrifice for art's sake forever.

29. To purify is to be the fire person in ... & compel

  myself/others to fanaticism forever

30. To arbitrate is to be the minotaur in ... & compel

  myself/others to need agreement forever.

31. To defend is to be the little man in ... & compel

  myself/others to harm others in a just cause forever.

32. To strengthen is to be the strong  man in ... & compel

  myself/others to use force forever.

33. To enlighten is to be the rabbit in back and

  compel myself/others to need adoration forever.

34. To convert is to be the reptile in ... & compel

  myself/others to depend on gods forever.

35. To  connect is to be the angel in ... & compel

  myself/others to need fulfillment forever.

36. To worship is to be the knight in ... & compel

  myself/others to believe in god forever.

37. To predetermine is to be the soothsayer in ... &

  compel myself/others to fulfill my/their fate forever

38. To collect is to be the elf in ... & compel

   myself/others to crave souls forever

39. To influence is to be the cupid in ... & compel

  myself/others to trick others forever.

40. To embody is to be the goat god in ...   & compel myself/others to crave solid forms forever.

41. To locate is to be the leprechaun in ... & compel

  myself/others to be located forever.

42. To permeate is to be the theta body in ... &

  compel myself/others to obey orders forever. (?)

43. To energize is to be the thought circle in ... & compel

  myself/others to obey the laws of energy forever (?)

44. To gather is to be the invader in ... & compel

  myself/others to crave mass (havingness) forever.

45. To grow is to be the GE in ... & compel

  myself/others to operate through bodies forever. (?)

46. To discover is to be the centaur in ... and compel   myself/others to dominate others forever.

47. To heal is to be the treeman in ... & compel

  myself/others to depend on healing forever.

48. To adapt is to be the thread man in ... & compel

  myself/others to conform to everything in the environment forever.

49. To establish is to be the cyclops in ... & compel

  myself/others to obey rules forever.

50. To share is to be the dolphin in ... & compel

  myself/others to stay in agreement forever.

51. To unite is to be the dog soldier in ... & compel

  myself/others to remain loyal forever.

52. To control is to be the frog in ... & compel

  myself/others to dominate others forever.

?. To judge is to be the giant in ... & compel

  myself/others to follow the law forever.

53. To organize is to be the clerk in ... and compel

    myself/others to crave accuracy forever.

54. To Co-operate is to be the robot in ... & compel

  myself/others to depend on machinery forever.

55. To participate is to the be mermaid in ... and

   compel myself/others to need approval forever.

56. To expand is to be the mouse engineer in ... & compel

  myself/others to overwork forever.

57. To reproduce is to be the insect in ... and

   compel myself/others to desire offspring forever.

58. To satisfy is to be the caveman in ... and

   compel myself/others to feel lust forever.

59. To join is to be the cat in ... and compel

   myself/others to crave sex forever.

60. To care for is to be the birdgirl in ... & compel

  myself/others to stop everyone from harming each other forever

61. To feel is to be the bear in ... and compel

   myself/others to need sensation forever.

62. To replenish is to be the old arab in ... and

   compel myself/others to be tired forever

63. To eat is to be the tiger in ... and compel

   myself/others to be hungry (crave food?) forever.

64. To endure is to be the pyramid in ... and

   compel myself/others to stay the same forever.

----------

(inversion)

64. To dissipate is to be the mummy in ... & compel

  myself/others to waste away forever.

63. ?

62. To age is to be the old man in ... & compel

  myself/others to grow old forever.

61. To torture is to be the goddess in ... & compel

  myself/others to unreality (or to feel nothing?) forever.

60. To torture is to be the devil in ... & compel

  myself/others to cruelty forever.

59. To separate is to be the black cat in ... & compel

  myself/others to stay apart forever.

58. To ridicule is to be the moron in ... & compel

  myself/others to make fun of people forever.

57. To infest is to be the insect in ... & compel

  myself/others to be everywhere forever.

56. To contract is to be the maniac in ... & compel

  myself/others to withdraw forever.

55. To debase is to be the elephant girl in ... & compel

  myself/others to make people degrade themselves forever.

54. To individuate is to be the iron horse in ... & compel

  myself/others to shun people forever.

53. ?

?. To accuse is to be the ogre in ... & compel   myself/others to blame others 

52. To rebel is to be the gargoyle in ... & compel

  myself/others to (crave violence?)  forever.

51. To conquer is to be the war hawk in ... & compel

  myself/others to make war forever.

50. To own is to be the sea monster in ... & compel

  myself/others to grasp everything forever.

49. To undermine is to be the hypnotic robot in ... & compel

  myself/others to obey forever

48. To disagree is to be the snake in ... & compel

myself/others to create dissension forever.

47. To infect is to be the germs in ... & compel

  myself/others to be sick forever.

46. To hide (obscure?) is to be the octopus in ... and

  compel myself/others to withhold (obscure?) things forever.

45. To rot is to be the fungus in ... & compel

  myself/others to decay forever.

44. To abandon is to be the hobo in ... & compel

  myself/others to abandon things forever.

43. ?

42. To dissolve is to be the aneoba in ... & compel

  myself/others to loose havingness forever

41. To misplace is to be the cricket in .... & compel

  myself/others to have problems finding things forever

40. To Disembody is to be the invisible man in ... & compel

  myself/others to make things unreal forever (?).

39. ?

38. To reject is to be the wolfman in ... & compel

  myself/others to be angry at everyone forever.

37. To randomize is to be the griffin in ... & compel

  myself/others to be unable to predict forever.

36. To profane is to be the monk in ... & compel

  myself/others to perform vile acts forever.

35. To disconnect is to be the spider woman in ... & compel

  myself/others to cut communication forever.

34. To disabuse is to be the Jackal in ... & compel

  myself/others to scoff at peoples beliefs forever.

33. To obscure is to be the smog monster in ...    and compel myself/others to manufacture blackness forever

32. ?

31. To attack is to be the gorilla in ... & compel

  myself/others to cynicism forever

30. To disagree is to be the snake in ... & compel

  myself/others to create dissension forever

29. To pervert is to be the satyr in ... & compel

  myself/others to debauchery forever.

28. To make ugly is to be the old witch in ... & compel

  myself/others to see the underlying ugliness in things forever

27. ?

26. To degrade is to be the demon in back and compel   myself/others to pessimism forever.

25. To divest is to be the troll in back and compel

  myself/others to see the worthlessness of things forever.

24. To shatter is to be the batman in ... and compel

  myself/others to shatter reality forever.

23. ?

22. To unstablize is to be the goon in ... and compel

  myself/others to break machinery forever.

21. To tear down is to be the wrecking crane in ... and

  compel myself/others to smash things forever.

20. To confuse is to be the zombie in ... and compel

  myself/others to make mistakes forever.

19. To misdirect is to be the scarecrow in ... & compel

  myself/others to be confused (about direction?) forever.

18. To disorient is to be the spinning top in ...

  & compel myself/others to be lost forever.

17. To discombobulate is to be the one-man-band in ...

  & compel myself/others to destroy order forever.

16. To bring chaos is to be the black panther in ... & compel

  myself/others to disperse things forever.

15. To implode (stop motion?)(fixate?) is to be the witch in ...   and compel myself/others to despise everyone forever (?).

14. To distort is to be the walrus in ... & compel

  myself/others to distort bodies forever.

13. To fragment is to be the worm in ... and compel

  myself/others to make everything crumble forever.

12. ?

11. ?

10. ?

9. To steal is to be the Raccoon in ... & compel   myself/others to take things forever.

8. To forget is to be the troll in ... & compel

  myself/others to lose track of things forever.

7. ?

6. To misunderstand is to be the cripple in ... & compel

  myself/others to misunderstand forever.

5. To mislead is to be the false prophet in ... & compel

  myself/others to dub in pictures forever.

4. ?

3. To unmock is to be the energy mass in ... and    compel myself/others to take things apart forever.

2. ?

1. To destroy is to be the devil in ... and compel

  myself/others to make nothing of reality forever.

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


     23. THE 4TH DIMENSIONAL IMPLANT

Nov 11, 1990

This is a very early implant universe.  It occurs prior to the Agreements Universe and the Home Universe Matrix but is after the original Jewel of Knowledge.  It could also be referred to as the "existence" implant since the goal "To Exist" is a key factor throughout the implant.

The incident is prior to our narrowing down to 3 dimensions and probably contributes some weight to the narrowing down.  It is possible to run this and spot the 4D mockups to some degree even if you haven't run the incidents which were designed to block 4th dimensional perception.  This incident was the first 4D incident that I research and it might be necessary to run it first.  It probably has to be re-run after cleaning up other 4D incidents and unblocking 4D perceptics.

The implant universe itself seems to be a 5 dimensional construct, but the perceptions in the incident, and the objects and mockups used generally have 4 dimensions, hence the title I assigned to it.  I.E., these are 4 dimensional experiences which might be seen as an array of consecutive pictures within 5 dimensions.  The pictures are arranged in a downward spiral and you feel the turn as you move from one goal on to the next.

Running the incident will require some understanding of higher dimensions.

A. NOTES ON HIGHER DIMENSIONS

The term "higher dimension" is really a misnomer.  One dimension is not higher than another.  If we are dealing with a 3 dimensional object, none of the 3 dimensions are senior to the others.  If we make some 2 dimensional drawings of the object, we can select any 2 out of the 3 dimensions for our portrayal.

It would be proper to refer to a 3 dimensional object as being of a higher order than a 2 dimensional object.  In a similar way, a 4 dimensional object is of a higher order than our normal mockups, but we could choose any 3 of its 4 dimensions for portrayal in this universe.  So the missing dimension is not really "higher", it's just extra.  Pick an object in the room and imagine that there is more of it extending off in an extra direction without it bumping into the things around it.  Another useful exercise is to pick an object and imagine it dwindling off in the distance without moving from its physical universe position.  The distance it is moving away in is a 4th direction which would require a 4 dimensional co-ordinate system to describe.

In an implant universe, an extra dimension is necessary to handle the fixed track time component.  This also applies to story type universes (e.g. enjoyable rather than harmful).  If we have a 2 dimensional mockup, such as a cartoon drawing, we can stack many of them up in 3 dimensions and flip through them to get the apparancy of motion.  This is the way we make movies and cartoons.  We build a series of 2 dimensional mockups and make time the 3rd dimension.

In the home universe era and later, where we are operating in only 3 dimensions, implant universes are generally 3 dimensional mockups stacked up in a 4th dimension.  In this 4D implant, it is 4 dimensional pictures stacked up in a 5th dimension.

Note that using a time dimension is a very special purpose application.  It is done to record things.  Normal life does not utilize a time dimension.

In recent track, the mockups all seem to have 3 spatial dimensions.  Sometimes there are multiple 3 dimensional universes interrelated in a 4th dimensional frame, but the mockups are still 3 dimensional.  In this case, you might have one reality intersecting with another and appearing in it as a sort of flat picture.  You can "turn" into the picture and step into it (going off at a different angle) and then it's a 3 dimensional space and the other reality looks like a flat picture.  The same can occur with 4D mockups in a 5D framework.  I.E., you can turn in a 5th dimension and swing from one 4D space into a different one.  This may be the "turn" that you feel as you shift between goals in the incident described below.

Another interesting thing to note is that an object with more dimensions can look like a near infinite number of different objects from a lesser dimensional framework.  Imagine a 3 dimensional sphere being seen from a 2 dimensional framework.  Consider the 2D frame to be a sheet of paper which cuts through the sphere.  There are an endless number of different positions and angles that the paper can be in.  The 2 dimensional reality would see the sphere as any one of an infinity of circles ranging in size from a point up to the diameter of the sphere.  Also, there would be many different circles of the same size cut from different angles through the sphere.  But in the case of a sphere, a single two

dimensional plane would only intersect one of the possible circles.

Now consider a 3 dimensional coil of rope.  If you imagine a 2

dimensional plane intersecting it, you will see that the single

3 dimensional object intersects the plane many times and would

appear to be a large number of separate circles in the 2 dimensional

space.

For another example of looking at a higher dimensional object which might seem like many separate objects in the lower dimension, consider seeing a chair from a 2d reality.  If the 2D plane cuts through the 4 legs of the chair, it will look like 4 squares that are quite far away from each other and seem like they are separate objects.

B. GENERAL DESCRIPTION OF THE INCIDENT

The incident uses the sequence of 64 penalty universe goals.  For each goal, there are 3 scenes which might be referred to as Be (being the terminal), Do (doing the goal), and Have (seeing the results, which will turn out to be a problem).

There are some items in the implant, but they are not expressed in words or even as simple consecutive telepathic concepts.  Instead, there seems to be a "thought package" which is received as a unit and may express a number of concepts simultaneously.  It's a sort of 4D thought.  At the beginning of each goal, there is a single thought unit which seems to contain the following 2 sentences:

To exist is to (goal).

To (goal) is to know the (meaning / reason / purpose) of existence.

The words are just an approximation.  Its really a set of interlocked major thoughts which form a package that you receive and understand as a single unit even though there is more than one concept present.

Each goal begins with you "turning a corner" in the 5 dimensional spiral.  Then comes the item given above.  Next you feel a slight shift and then you are in a 4D universe being the terminal.

The terminals are 4D mockups that form a sort of 5D body.  You are this single object (or whatever) which appears as an endless number of objects in the 4 dimensional frame.  The actual mockup appears to be a 4 dimensional object with an extra dimension used to replicate it infinitely.  For example, the body might be a sort of 4 dimensional golden trumpet.  There might be trillions of these trumpets scatted through the 4D space, not touching each other, and you are all of them, but you are only a single trumpet that is in direct physical contact with itself everywhere.

I have tried to approximate these 4D objects using 3 dimensional terms.  It's not quite right and you'll have to feel around for the actual mockup, but its the best we can do considering our 3D orientation.

Once you perceive yourself as the terminal, there is a second shift and you are doing the goal.  It seems as if you're doing the goal in all your body segments throughout space and time and a lot happens but at the same time it seems like just a single unit experience of doing the goal.  In other words, there is just a single feeling, a sort of "uumph" of doing the goal and then it has happened infinitely.

Then comes the third shift and you see the consequences of having done the goal.  This comes to you as a single thought package with many implications.  The consequences will be a problem which is solved by doing the next goal.  So you move forward out of the 4D picture and turn the next corner.

As you move through the goals, you start to get very anxious about moving on to the next goal to get rid of the latest problem.  You begin to push yourself forward and build up momentum.

In some manner, every 4 turns takes you around the spiral and brings you one rung lower (i.e. the 4 goals of one dynamic give you one circuit around the spiral and the next dynamic is underneath).  But there is also a major cycle where the second half of the spiral (the lower 8 dynamics) seems to come in under the first half spiral.  It is as if there were 2 spirals acting like springs intertwined together so that the 8th dynamic is immediately under the 16th etc.  The spiral seems to go straight down and the shift from the 1st to the 2nd half occurs without a break in the spiral so it may be that it is really angling around in a 6th dimension (or maybe the entire space is curved) to get this doubling effect.  When you move into the 8th dynamic items, you feel the added weight of the upper spiral as a sort of pressure somatic.  By the time you get down to the 4th dynamic, it feels very thick like being underwater.  It is also possible that these

two sets of 8 spiral turns form a double helix as in DNA.

I'm not entirely certain about the context of the incident.  It seems like it is brought into being by group postulation.  You're there in the "middle" of a group of beings and then the incident is created around you.  You can spot this happening to you and also can spot creating this for someone else and watching others create this for others.  It seems like there is a template which has the pattern and concept of this thing and then a group of beings get together and sort of say "lets do it" and then bang, they actualize the template and there is this glowing silver spiral (double helix?) hanging there in empty space.  The victim is looking at it and then moves (or is compelled to move) to the entry point at the top of the spiral and pushes into it.

It is also possible to look earlier and spot building the spiral.  PMEs and other entities are capable of spotting this so it must have been a constructed as a group effort.

There may also be other early 4D implants which use this spiral structure.

C. THE START OF THE INCIDENT:

a-1) spot creating the spiral for others,

a-2) spot others creating the spiral for you

a-3) spot others creating the spiral for others

a-4) spot creating the spiral for yourself.

b) The spiral appears and hangs in empty space, it turns until the entrypoint is facing you.

c) you move to the entrypoint.  (also spot intending others to move to the entrypoint).

d) you flow into it (close up it looks like a silver hollow square, sort of like a picture frame).

e) There is a flash of light and you get the first item (as a thought package).

1. IN THE BEGINNING, THERE IS NOTHING BUT THE WILL TO EXIST.

2. TO EXIST IS NATIVE STATE.

(or the cosmic all, or the complete impulse of god, etc. - many translations are possible.)

3. TO EXIST IS THE ONLY REASON / PURPOSE / MEANING  (again many translations are possible).

4. TO EXIST IS TO KNOW / UNDERSTAND / etc.

With this item, a mockup of the jewel of knowledge appears before you and bursts into a great flash of light.  When the burst fades, you see stars and slide forward toward them.  Then you feel the first shift as you enter the first picture.

D. RUNNING THE GOALS.

Run each goal as follows:

1. For the first goal, run the beginning sequence given above.  On subsequent goals, spot turning the corner.

2. Spot the items "To exist is to (goal)" and "To (goal) is to know the (true) meaning of existence".

3. Spot the first shift and then spot being the terminal.

4. Spot the second shift and then spot doing the goal.

5. Spot the third shift and then spot the consequence of doing the goal.

6. Spot turning the corner into the next goal.

The goals, terminals, doingness, and consequences are given in the list below.

4D IMPLANT PLATEN

----- 16th dynamic (creation) ----

Each one leaves you with a problem that is solved by doing the next

one.

1. To Create.

You are a cloud of glowing golden dots.  You create 4th dimensional creatures and things.  (the creatures seem to have many different 3 dimensional faces or aspects that look a bit like the various penalty universe body types - i.e., one creature will look like many different 3D beings).

Consequence: the creations all go out of control and run away.

2. To Mockup.

So you become a set of green frames, like pieces of film, that shift around in various alignments.  The frames reflect the 3D bodies and hold them in orientations so they stay under control.

Consequence: The creations are lacking in vitality (too thin, overly controlled).

3. To Intensify.

To handle this you become a set of tendrils of energy which trail out from what seem like telescopic sights (there are many of these).  This strengthens the creations and makes them solid and persistent.  But you still have them tightly controlled and now they don't move.  It seems to boring, not original enough.

4. To Imagine.

Next you are sort of like a collection of lightbulbs which shine ideas onto everything.  Now everything goes into intense motion.  But it is too chaotic.  The various illusions don't integrate well.  You realize that you don't understand what is going on.

----- 15th dynamic (knowingness) ----

5. To Know

Your body is like clusters of nerve ganglia trailing through space.  This lets you know what is happening, but the perceptions are not integrated or correlated, so they are meaningless even though you know everything.

6. To Absorb.

So you become a series of clouds which permeate things.  This lets you perceive things in relation to each other.  But there is no time or retention of data, so it cannot be differentiated.

7. To Understand.

Next you are a series of jugs or bottles (almost like kline bottles).  With these you retain data and gain timesense.  But the data is all weighted equally and there is no relative importance.

8. To Learn.

So you become a series of rods and wheels (with teeth as in gears etc.).  You poke these around and learn the relative nature of things and can now evaluate them.

Consequence:  but now you know all about everything and all of its past and future and it is all too boring and predictable.  It is a no-game condition.

----- dynamic 14 (games) ----

9. To Play.

You handle this by becoming a series of whisk brooms which bat things into motion and make flows.  This introduces randomity and interest.  But you see that all the motion is pointless and needs some purpose.

10. To Exchange.

You are an infinite set of golden wheels.  The wheels are exchanged between the creations and inspire the creations to fair exchange.  Now the game consists of trading.  But it is much to well regulated and predictable, it is too simple and there is too much order in it.

11. To Compete.

So you become a series of cannon like things which put out energy blasts that set the creations to moving against each other and inspire conflict.  So they fight.  But there is no fairness or balance to it, it is just chaos and therefore still pointless.

12. To Manipulate.

You become a set of silver spheres.  These make the creations manipulate the exchanges to compete and get ahead of each other.  Some win and some loose.  It is better and more interesting than before.  But you see that there is not enough variety to make the game really interesting.  The creations are all too similar.

----- 13th dynamic (change) ----

13. To Shape

Your body consists of many grids / box girders formed of green lines that angle off in various directions.  With these you shape the creations so that the 3D aspects are very precise.  You have the creations interact directly only on a 3D level so that specific different 3D aspects of various creations will come up against each other in various ways.  But the creations are still all very much the same from a higher viewpoint and therefore it is still too predictable.

14. To Change.

You are a collection of spinning white spindles (like they have in big textile mills).  They spin at varying rates and radiate change, so the creations change, but at different rates depending on which aspects face the spindles and how far away they are.  But now the creations cannot relate to each other at all.

15. To Combine.

You are these double wheels which are liked by a bar (like a bicycle).  The wheel pairs overlap pairs of creations and cause an interchange of elements.  This makes all of them partially combined with each other.  But now it seems too chaotic and you can't differentiate one creation from another.

16. To bring order.

Your body is like treetrunks with branches that make things flow together and apart.  The creations array themselves by similarities and differences.  It is pleasing.  But its now a bit too predictable and there is still no real meaning to any of it.

----- 12th dynamic (Reason) ----

17.  To Reason.

Your body consists of many clusters, each of which is a pattern of golden dots (like the ones in To Create above) linked together by golden lines.  The dots in the structures cascade together (i.e., feed into each other up to a culminating point) forming a sort of computer.  You assign meanings to everything, but the patterns of meaning and the physical locations are equivalent because everything is grouped by similarities and differences.  So the pattern is too obvious and there is no motion.

18. To Orient.

Your body is a collection of ruler like frames, sort of like the body type of To Mockup but with co-ordinates marked on them.  You shift the creations around and try to keep them oriented, but it becomes very chaotic and everything goes into excessive motion.

19. To Compute

So you become these bundles of rods (or straw or wheat) which interconnect everything and compute the relationships.  But now everything becomes too pre-determined and does not move.

20. To Guide.

Your body is a collection of Silver Stars which shine.  With these, you act as a guiding light and lead things to different relationships.  It is pleasing but there is no permanency and no havingness.

----- 11th Dynamic (Construction) ----

21. To Construct.

Your body consists of levers on fulcrums, sort of like seesaws.  You push the mobile creations into building the other creations into permanent structures.  This gives havingness but there is no plan and it is all chaotic.

22. To Engineer.

So you become a series of golden drops which fall on things and permeate them and assign meaning and purpose to the arrangements.  But it is still too thin and lacking in havingness.

23. To Build.

Now you become spinning cylinders.  You encompass things and compress them together and build them into things.  But now it is all too solid and there is no space or motion.

24. To Structure.

So you become these oblongs (like dominos) with claws.  There is a sense that these are a sort of 4D tractor.  With these you arrange the creations and pull things apart and introduce space but keep some solidity and interrelationships.  It is now at a pleasing level of solidity, but it is not interesting enough.  Everything seems too perfect and functional, there is no beauty.

----- 10th Dynamic (Aesthetics) ----

25. To Invent.

You are comets which leave trails of glowing dust behind them.  The trails introduce impurities, arbitraries, and imperfections which make things more interesting.  But the changes are all arbitrary and without meaning.

26. To Inspire.

So you become a series of little golden trumpets which flow meaning and inspiration into the arbitraries (they produce a flow which is a 4D equivalent of sound, but is not sound as we know it).  But these inspired particles are lost in the vastness of the other creations.

27. To Enhance.

So you become a set of little white candles with golden flames.  These strengthen and highlight the impurities.  But you see that the impurities do not align with each other and therefore the overall result is ugly.

28. To Beautify.

So you become a series of silver bells which cause the impurities to interrelate and vibrate in sympathy with each other and as a result the creations become beautiful.  It is very pleasing but the beauty is ephermal and transient and you can't hold on to it.  The appearance of one thing of beauty draws away the strength of other ones because everything vibrates with the new item and the old ones deteriorate and fade away.

----- 9th dynamic (Ethics) ----

29. To Strengthen.

You become a series of golden explosions ( - I originally had this down as triangles or columns) which flow energy into the beautiful creations and give them persistence.  But the ugly ones persist with the beautiful ones.

30. To Purify.

So you become wreaths of fire which purge the creations of undesirable elements.  But you can't always tell which are the good ones and the creations accuse each other.

31. To Evaluate (to arbitrate).

So you become these things which are a bit like veneer calipers, but in pairs which balance one against the other.  You balance sides and settle the differences.  But then the creations attack each other to weaken their opponents and sway the balance in their favor so that they will be granted more persistence.

32. To Defend.

So you become these mesh like energy screens which you use to protect the creations from each other.  But the creations are now resentful of your interference.

----- 8th Dynamic (religion) ----

33. To Enlighten.

So you become these things that seem like narrow little stacks of fanfold paper which contain explanations.  You attach these to things.  They unfold sideways in an extra direction.  But the creations don't believe the explanations and continue to resent you and begin arguing about the meanings and come even further into conflict with each other.

34. To Convert.

So you become a series of heavenly gates which bring the creations to awareness and reverence for yourself.  But the creations still don't understand.

35. To Connect.

So you become these staffs of light which shine on the creations to bring them into communication with you.  Now they understand but they still will not obey.

36. To Be Worshipped.

So you become thunderclouds which emit lightning and force them to worship and obey you.  But now the creations are all afraid and therefore unasthetic.  You're not pleased with the result.

----- 7th dynamic (spirit) ----

37. To Predetermine.

So you become a series of green roads which angle off into the future.  With these you project good futures for the creations so that they will not be afraid.  But now that they have been re-

assured, they each go off their own way and will not work together with each other.  To avoid each other, they all disperse into all of space and time.

38. To collect.

Your body is like a series of wicker baskets.  You collect the creations all back together but they repel each other and this makes an undesirable pressure.

39. To Influence.

So you become these tiny white angels with golden wings.  With these you influence the creations towards affinity and attraction for each other.  but now they all melt together and loose differentiation.

40. To Permeate.

You become a series of transparent spheres (like soap bubbles).  You permeate the creations and push in space (created within the spheres) to hold the creations apart.  But it is still a confusing mess and you can't figure out which creation is which.

----- 6th dynamic (Mest) ----

41. To Locate.

So you become a series of silver crosses (these are like religious crosses, but their purpose is to locate things, the longer bottom bar is to make it clear which way the cross is aligned.  Apparently these were later used to keep someone located in the grave, and in that manner became wrapped up with religion).  You precisely locate each creation to aid in distinguishing them.  But now there is no motion (yet again).

42. To Energize.

So you become these spinning spheres of gold (like suns) which emit streams of energy (like solar flares) that fall onto everything and fill it with energy and motion and the urge to move.  But now things don't seem solid enough (they flit around too much and most of the structure and havingness has been obscured by these later actions).

43. To Solidify.

So you become these spinning cones that suck things in (into the bell of the cone) and force them to condense (at the point of the cone).  but in condensing, great vacuums are left between the solidified creations.

44. To Gather.

So you become these fishing nets which gather everything together.  Now it is good havingness again but it is not aesthetic or interesting or complex enough.  It is a hodge-podge collection of masses rather than an interesting structure.

----- 5th dynamic ----

45. To Grow.

Your body type is a 4D cloud of glowing golden dots and rods (much like the GE body).  With this you make the creations evolve and structure themselves in aesthetic and interesting patterns.  But it is all pointless because the creations are now all different and don't relate to each other.

46. To Discover.

So you become a flock of golden arrows which drive the creations to discover and interact with each other.  This is pleasing but the creations abrade against each other and break off pieces and cause much damage.

47. To Heal.

So you become something like golden parameciums which "swim" around within the creations and repair the damage.  Now the creations survive better but they still clash and don't fit well together.

48. To Establish.

So you become golden harnesses which tie the lifeforms together and establish patterns of relationships between them.  But now the creations come into conflict (yet again, but now these are much larger, more solid creations of a different order of magnitude than the ones earlier).

----- 4th Dynamic ----

49. To Share

Your body type is a series of things like snowflakes (or spider's webs) which interconnect the creations to reduce the conflicts.  But this makes the creations into clusters which avoid each other.

50. To Unite.  So you become these drums which put out vibrations that drive them together.  This makes the clusters tie together, but now each one tries to force the others to be like it and follow its pattern and there is still excessive conflict.

51. To Control

So you become these things like forceps (or salad tongs) which hold the creations and keep them from fighting.  But they blame each other and try to 3rd party you to get you to do in their opponents.  You can't figure out who's right and who's lying.

52. To Judge.

So you become a set of scales which can balance things and settle disputes.  But you see that the real problem is that there is no overall organizing pattern on which to base the interrelationships.

----- 3rd dynamic (groups) ----

53. To Organize

Your body type is a set of things that are sort of like shelves with mechanical arms attached.  With these you arrange things.  But the creations don't agree with the organization pattern.

54. To Co-Operate.

So you become these antennas which put out lightning bolts to force the creations to co-operate.  But they don't like it.

55. To Participate

So you become these heater coils which radiate warmth and good feeling when the creations come together.  It is pleasant, but now it is all too small (too little of the original creations made it through all of the above, and you built and combined them into complex structures, so there aren't very many).

56. To Expand.

So you become these golden bubbles (balloons) which keep expanding outward (in concentric rings) which inspire the creations to expand.  But there are no more of the creations than there were before, so things become thin.

----- 2nd Dynamic ----

57. To Reproduce.

So you become these floodlights (like clamp lamps) which shine on the creations and make them copy themselves (split and duplicate).  But they don't like it (it makes for competition from copies of themselves and is invalidating) and try to avoid the process.

58. To Satisfy.

So you become these mirrors which reflect the creations throughout existence.  This makes the creations see themselves as copies extending out to infinity and gives them a desire for this to occur.  This makes them want to reproduce, but the copies are all identical and there is not enough variety (there are only a few different originals).

59. To Join.

So you become a series of golden double helixes (like DNA, and very similar to the spiral itself).  This causes pairs of creations to each make a half copy to produce a composite that is a mixture of both.  But the creations don't like the resulting copies (they are different from them and don't quite satisfy the business of extending the original out to infinity).

60. To Carefor

So you become these white fur balls (or puffballs) that send out little white dots that interconnect the creations to their partial copies and inspire love for them.  But now the creations are careless of themselves in favor of their offspring and fall apart rapidly.

----- 1st Dynamic ----

61. To Feel.

Your body type consists of towels that stroke things.  This makes the creations feel and carefor their own existence.  But now you see that the originals run down anyway after producing offspring.  You realize that this is because they get used up.

62. To Replenish.

So you become these oil can like things that give the creations the urge to renew themselves.  But they have nothing to renew themselves with.

63. To Consume (to eat).

So you become these aneobas which show them how to ingest things to replenish themselves.  At first they do this by absorbing the fragments left lying around by the above sequence of creation.  But this soon runs out and then they have nothing to renew themselves with.  So they begin eating each other.

This disgusts and horrifies you.  You want them to stop, but you don't know how to do it.  You look forward to the next goal which will solve this terrible problem.  So you turn the next corner.

64. To Endure.

You become a set of golden pyramids.  With this comes the knowledge that there is no solution but to endure the current state of affairs (this is your doingness for the goal).  You are horrified by this, but you also "know" that it only would get worse if you continued on.  You must put up with this or the next solution will be even more terrible.  With this you are given a sort of "glimpse" of the next solution which would be for you to become food for the creations and you are given the impression of a further downward sequence which gets worse beyond it, but in which you would not

participate because you would have been consumed by your own

creations.

The End of the Implant:  Then you hang onto the goal "To Endure" and just stay there until you feel yourself pulled out.  You look and see that you have come sideways out of the middle of the spiral.  Then you are told something like "look, we have rescued you, you should be grateful to us and work for us" (these are the same characters that pushed you in in the first place).

               ---------

There are other things to run with this besides the implant itself.

First, you can do a very enjoyable mockup drill of putting each of the 64 body types into a mest object.  Put in thousands of tiny ones (i.e., fill an ashtray with thousands of tiny golden trumpets to inspire it, etc.).  This may be the actual anatomy of mest.  After doing this, also make up your own arbitrary mockups and fill up objects with them too (no sense staying in compulsive agreement).

Second, you can find 4D machinery which matches each of these 64 body types.  Run it as follows:

a) spot the machinery that is being it currently.

b) have it spot being made into a machine, and the first time it was made into a machine.

c) Have it spot "To (goal) is native state".

d) Have it spot "Before the beginning there is nothing but the will to exist".

e) have it spot building the spiral.

Usually all of them for a particular goal seem to blow on one pass.  But you can check for another PME being the machinery if it seems to indicate.
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                24. THE TIME IMPLANT

This is very early, probably from the reality wars.

I haven't managed to get a good view of any of the details.  This

is mainly based on impressions and meter reads.  There may be a

good bit of detail missing or incorrect.

By meter assessment, this uses 6 dimensional objects (6 true

dimensions of space, not including any time dimensions or mere

thickness along an extra axis).

Unlike the jewel of knowledge, which has very large numbers of

dimensions, but keeps the objects at the level of simple geometrical

shapes, this has complex non-homogeneous mockups in 6 dimensions.

Unfortunately, I'm just not up to visualizing 6 dimensional scenery

yet.  My impressions are that there is a pyramid like thing (but not

a simple pyramid, it has details and protuberances and things that

sort of unfurl as you shift along different dimensional angles, and

there are endless colors and aesthetic waves).  You get drawn or

pushed into this (and later you probably throw people into it).

In the pyramid (but also outside of it, they overlap partially

but not completely in their many dimensioned anchor points) is

a gateway which is the "Gateway to Truth" and this is on some kind

of surface.

When you enter the gateway, the "heavens" open up and the "older

and higher beings" look down and talk to you.  There are 6

dimensional mockups of these being's bodies.  The idea is that

you are finally seeing the beings who built the jewel of knowledge

and that they have more to tell you.

Of course this is all fake.  There was probably a small crowd of

beings still working on 6 dimensional mockups when the reality

wars broke out and they probably allied themselves with the 4 dimensional crew against the 3 dimensional team.  Although they

were probably far from having a complete system of creations (it

takes longer to do more dimensions), they might have gotten far

enough to at least have a prototype for some kind of body mockup

and some simple structures.  Since these would be new and surprising

to anyone outside of the 6Dim group, and since they would have more dimensions than anyone had ever seen used for complex (rather

than simple) mockups, they had a good shot at really fooling others

into thinking that the higher beings were contacting them.

The implant lays in the idea that earlier postulates are senior to

later ones and it makes things cumulative.

I think the idea was to get the 3Dim guys to lock themselves into

a sequence and progression of mockups instead of just being able

mockup whatever they felt like.  If you are bound by your earlier

postulates, then your creations are limited and you can be trapped

by your own mockups.  Without this limitation, you can always just

change your mind and step out and start over.

I think that with each item, they show you some sort of scene to

prove it and hit you with some kind of heavy aesthetics and agreement waves.  The statement of the item is telepathic and

consists of an intention rather than words or symbols.  The whole

thing comes as a single "thought package" and this makes it difficult

to translate into words, so the following are only an approximation.

The items are as follows:

Introductory Section:

(the higher beings appear and tell you the following:)

1. To know truth is native state

2. To know the experience of higher truth is to achieve the

ultimate purpose.

(possibly a few other items, a bit like platen 1)

(there are a great deal of aesthetics, wondrous eternal lights,

ethereal harmonies, things moving around in subtle patterns,

frames of reality shifting together and apart, etc.).

The Abberative Items:

(all the other stuff keeps going on in the background while these

communications hit you and scenes showing them appear in the

foreground.  There is so much happening that it both rivets and disperses your attention and you can't quite catch all of it and it seems a bit overwhelming).

1.  IT IS ETHICAL TO BE THE EFFECT OF PRIOR CAUSE

2.  IT IS UNETHICAL TO IGNORE PRIOR CAUSE

3.  BEAUTY/HARMONY REQUIRE THE CULMINATION OF PRIOR CAUSE

4.  THERE IS NO BEAUTY WITHOUT A PAST (to resonate against)

5.  CONSTRUCTION REQUIRES THE ACCUMULATION OF EFFORT

6.  NOTHING CAN BE BUILT WITHOUT SOMETHING PRIOR (to stand on)

7.  LOGIC/REASON DEPEND ON THE PRECEDENCE OF EARLIER      AND LATER POSTULATES

8.  THERE CAN BE NO REASON/CONSISTENCY IF EARLIER      POSTULATES ARE IGNORED

9.  CHANGE REQUIRES A BASELINE AGAINST WHICH TO CHANGE

10. THERE CAN BE NO DIFFERENCE IF THE EARLIER IS NOT MAINTAINED

11. GAMES REQUIRE A SEQUENCE OF EVENTS

12. THERE IS NO GAME UNLESS THE PAST DETERMINES THE PRESENT

13. UNDERSTANDING REQUIRES THE PRIOR EXISTENCE OF SOMETHING      TO UNDERSTAND

14. THERE CAN BE NO UNDERSTANDING UNLESS THE PAST DETERMINES

     THE PRESENT

15. CREATION WITH PERSISTENCE REQUIRES PROPAGATION THROUGH TIME

16. THERE IS NO CREATION WITHOUT THE PERSISTENCE OF PRIOR CREATION

17. NOTHING CAN BE NEW UNLESS SOMETHING IS OLD

18. IF ANY PART IS LET GO, THEN ALL WILL BE GONE

19. THE PAST DETERMINES THE FUTURE

There may be more.

I suspect that the actual items were worked out by the 2Dim crew

who would also have been allied with the 4s by this point.  They

would have long since finished their basic system and would be

working on the implications of time and change and games and would

have this down better than any of the other groups.  By combining

stuff from both the 2Dim and 6Dim systems, they made something

that was really ruff (and possibly the 1s, 4s, and 5s all worked

on the aesthetic details).  Its probably only the fact that the 3s

struck first without warning that gave them a chance against the

combination of many different systems into implants like this.

This same mockup and pattern may have been used to establish other

ideas as well.  This was almost certainly used with an endword that

might be translated as "dimensional sensation" meaning a sort of

sexual/relegious extacy.  The first item would be "It is ethical

to be the effect of dimensional sensation" etc.

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

               25. THE JEWEL OF KNOWLEDGE

The general context and description is given in the "Cosmic History".

I have not been able to run this completely, not because of charge

(this is no force on this) but on account of the difficulty of

conceiving of it.

Almost everything here was gotten by emeter assessment.

I did not find these in order, and I have not found it possible

just to scan through and pick these up in sequence.  Trying that

just gives me vague impressions of things I can't seem to spot or

grasp.

Instead, I got these by occasionally having an idea such as "they

probably told us something about how to perceive things", and then

checking it on the meter.  If I can get something reading, then

its possible to check other things about it and once I get enough,

then it becomes possible to scan through the incident within the

particular chamber of the jewel.  I think that it runs this way

because it is way out gradient and I'm reaching past about 3 layers

of other stuff to pry one of these out.

Running this was not so much productive of case gain (and it never

seemed very difficult to face up to or handle), but it was immensely

revelatory as to the context of everything and what has happened

to us.  I could not have written the cosmic history document if

I had not run a bit of this first.

Unfortunately, I still haven't managed to run the entire thing,

nor have I handled all the other stuff that's piled on top of it.

So at best, I only have a halfway view rather than a complete

picture of our existence.

Here I will list the chambers that I have run.  They are numbered

K1 on up (the numbers were gotten by meter assessment) but many

are missing.

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

K1:  The 1st split viewpoint

You enter the first facet and see a line.  You feel that there is

more out of sight.  You keep shifting around and seeing different

lines.  You realize that there is something of vaster scope present

but you can only perceive a single line of it at a time.

You realize that if you could view two different lines of it

concurrently, you would know something.  So you hold  line fixed in

view and try to look at another line simultaneously.  In viewing the

second line, you pull apart from yourself.

Now you look through two different viewpoints simultaneously and

by holding them both you find that you are able to perceive a surface

(a plane).  Usually it is a square, but you can see it as other

things such as a triangle depending on how you shift the 2 viewpoints

around (like seeing the intersection of a plane with cube at various

angles).

You still feel that there is more to know, so you hold the plane

steady and try to pull out and see more.  You pull apart from

yourself again and become 3 and see a 3D object.  It is usually a

cube, but again, it shifts various ways and you can tell that you are

looking at different cubes etc. that are part of a larger whole.

Again you pull apart another viewpoint and see 4D, and again for

5D.  This time it is very real and doesn't shift around.  You are

quite pleased at this and feel good.

Then you try splitting further into 6 to see if there is any more.

But the object is only 5 dimensional and all you see is a little

thickness in the 6th dimension.  But in doing this, the object has

become ghostly and unreal.  This makes you sad (not really an emotion,

but a bit of a feeling of loss and disappointment).

So you choose to forget the 6th viewpoint and pretend that the object

is real.  It becomes solid and you admire it for awhile, but you know

there is nothing more to know and the sequence is at an end.  So

eventually you drift out of the facet and continue on to the next.

( later facets repeat this with a twist to lay in decisions on

splitting, abandoning viewpoints, forgetting, and not-knowing).

(this facet is aimed at experiencing the reality of the object.  It

uses the same number of split viewpoints as the number of dimensions

being perceived, because the perception is by permeation rather than

looking.  There are later facets where you are taught how to look at

something with one less viewpoint than the number of dimensions used

in the object, just like we look at 3D space with only 2 eyes).

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

  K2: The Need for Agreement

You enter the next facet.  At first there is only a white nothingness

(void).  You search for something to see but there is nothing.

Then gradually you sense the presence of another being.  You shift around until you feel the nearness of one of his viewpoints.  You

shift over to that viewpoint and see a curved line.

Although you only see a line, you realize that he is looking at a 5 dimensional object using 5 viewpoints.  So you split out to 5 and

try to see it, but you still only see the curved line.  You realize

that this is because only one of your viewpoints matches his.

So you shift your viewpoints around until they overlay his 5 and a

5 dimensional sphere appears.  You like this, it is interesting and

gives havingness.

You experiment by shifting one of your viewpoints off of his and

the sphere looses a dimension and becomes hollow.  This is a loss of havingness and you don't like the loss.  So you shift

back and it goes solid again and feels better.

From this you learn that agreement is necessary.

After awhile you realize that nothing else is going to happen and

you shift out of the facet and go on to the next.

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

K3: Duplicating Others

You sense another being.  He mocks up a point and then extends

a line from that point.  He invites you to do the same.

Eventually you do it and have a line.  At first you don't put

it in the same space as his line and therefore lose sight of

his line when you mockup yours.  You realize this, and mock it

up again in the same space as his, and then you have both lines.

He then divides and extends another line to make a flat square and

invites you to do the same.  Eventually you do.

This is repeated with 3 and then 4 dimensional objects until you're

both mocking up 4D cubes.

You gain havingness from your object, and the patterns of mocked

up cubes are interesting.  From this you see the need for following

instructions and duplicating others.

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

K13: The Need For Games

This is done in a 13 dimensional space with cube equivalents that

have white and black sides and are numbered (like building blocks).

You move them around at random and it is uninteresting.

You sort them into sequence and it is more fun.

Note: the numbering is done by having black dots on the cubes (like

dice) rather than using symbols that represent quantities.

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

K14: The Need For opponents

(Like K13 above).  Now you see two groups of cubes in a 13D space.

One set is white and the other is black.  Each set is numbered, but

the series are not identical (numbers are skipped in each of the

two series).  You take one series and he takes the other and you

race to see who can get them in order first.  

You see that this is more interesting than the previous game (K13).

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

K15: The need to ensure an opponent

Like K13 and K14.  The opponent weakens and the game is less fun.

So you encourage and help him.

--------------

K16: The need to create an opponent

Like K13 to K15.  This time there is no opponent.

So you divide and part of you becomes the opponent.  You see that

this is necessary.

--------------

K22: The Need For Barriers

There is a sort of 7 dimensional cube with gaps and sockets etc.

There are other objects that are to be fitted into the corresponding

openings in the cube.

You see another do this and it looks interesting.

Then its your turn.  But the objects drift through the walls and

through each other.  It is only fun if you make the different objects

block each other.

From this you learn to create barriers and solidity.

--------------

K23: Encouraging Agreement

You enter a space with 4 others.  You all mock up a 5 dimensional

cube.  It is pleasant havingness.  One of the others slides out of

agreement and the cube goes hollow.

You wait.  Some of the others encourage him to return.  Eventually

he comes back and the cube goes solid again and it is nicer.

Then it happens again.  This time you work at encouraging the one

who left to come back and agree.  This works and the cube again

becomes solid.

Then you decide to go out of agreement and leave.  You lose sight

of the cube and only see a line.  You feel the others encouraging

you to return.  So you come back and the cube is solid again.

Then you all remain there for awhile holding the cube solid.  It

feels nice.

From this you realize that it is necessary to encourage the agreement

of others.

--------------

K24: The Need To Agree on Barriers

This is a game like K22 but it is done with a 5D pyramid.  But many

people are playing (like K23).  You are all racing to push your

objects into the sockets in the pyramid ahead of the others.

But the game is not fun as long as your set of objects passes through

other peoples.  So you all learn to make each other's objects solid

so that you can play the game.

--------------

K27: The Need To Enforce Agreement

(This is one of the ones that got us into trouble.  It could be

called the "predisposition to implant others").

This is done in a many dimensioned space.  There are 14 dimensions

which are not properly aligned.  E.G. they are not at right angles

to each other.

Each dimensional anchor point is being mocked up by different beings.

You are trying to align two 4 dimensional objects but can't

get them all on the same axis until all agree.

You see that all of you are getting nowhere.  So you agree with

another to share your anchor points.  Then the two of you have

more than the others who are insisting on being individualistic.

But they wouldn't change their minds.

So you and one agreeing with you join forces to implant each of

the others to make them go into agreement.  You do this by taking

hold of one of them and hold them in an object until they choose

to agree to it.  Since you block their perceptions and anchor points

while you do this, eventually they do choose to agree.  Since you

outnumber them, any efforts they make to fight back fail.

You do this to each of the others, taking them one at a time and

adding them to your group (since it becomes larger, the process

gets easier).

When all agree, the space condenses into a single definition

which is pleasing.

From this, you see the need to force others into agreement.

(there are more variations on this in later chambers.  One has

many beings moving in harmony and when an individual goes out

of agreement, it is unpleasant for all the others and you force

him back.  In another, there seem to be fake beings as well as

real ones and you see that you only need the agreement of the

real ones and can dispense with the fakes).

--------------

K37: Sensation

There is a 4D object before you.  It has 13 3D sides where each

side is a 3D object.  The 3D objects are square pyramids (4 sides

plus a square base).  10 of the 3D objects are solid and 3 are hollow.

You receive the intention that this is your form and that you

are being encouraged to become it.  So you choose to be the

object to see what happens.

Then a 4D energy beam comes in and bounces in and out of you

(your multi-pyramid form).  It comes in via a hollow pyramid,

ricochets off of the solid pyramids, and then goes out via

a hollow.  Because there are 3 hollows, the beam is unbalanced

and disorderly and you feel incomplete.

Then another being in a form similar to yours comes out. 

The two of you align your hollow areas and project beams at

each other and everything goes into a nice balance and feels

pleasant and orderly.  There is a nice rhythm to it.  You receive the idea that this is pleasure.

Then the other object/being turns from you and goes out of

alignment and the beam becomes all jagged and disorganized.

You do not like this.  You receive the intention that this

is pain.

Then the beams stop and the being leaves, going on to the

next chamber.

(note that there are no words in this, and I am assigning the words pleasure and pain here.  But what is actually projected

is just a sort of arbitrary intention which is then defined

by the experience itself.   It is more like somebody tapping

it with a pointer and assigning a tag for later reference).

--------------

K38: Pleasure is at other's expense

You follow the other "pyramid being" from K37 into facet K38

which is a 6 dimensional space.  You still have the "pyramid

form" mocked up for yourself.

The space contains a total of 14 of these multi-pyramid bodies

including your own.  Energy beams dance around, and you join

in the exchange of beams.  The beams are out of alignment and

it is mildly unpleasant.

Another 2 beings get into good alignment and begin experiencing

"pleasure".  But this throws every body else's beams into worse

alignment and you feel "pain".  So everyone else pushes the

2 back out of alignment.

Then you have the chance to go into alignment with another and

you do so.  It is pleasant, but you notice that everyone else

is in pain again.  You let them push you apart, and everyone

including yourself goes back to the mildly unpleasant pattern.

From this you realize that pleasure is achieved at the expense

of other's pain.

--------------

K64: The need for rules

There are 3 beings in a 7 dimensional space.

Two of them mockup an elaborate game with what see like spirals

or helixes, rods and cones, energies, and balls bouncing around.

They play, engrossed and interested.

The third being joins them and plays too.  But he doesn't know the

rules and invents his own and plays differently.  The others

become frustrated and begin altering the rules to suit themselves

to keep up with the new player.

The game becomes chaotic and falls to pieces.  The players back off

and see the results and feel unhappy.

So they get together again, and this time they define the rules

in terms of the spirals etc. and build a mockup that shows these

rules.  Then they push copies of the rules into each other (sort

of implanting) so that you can see the rules within each of them.

Now a 4th being arrives and is implanted with the rules before

he can play.

Now all proceeds well and all are "happy".  

Then you join the game and since you have seen the need for rules,

you allow the others to implant the rules within you.

--------------

K ?: The need for players

A many dimensional sphere is bounced back and forth between two

teams (8 players each?).  The game is pleasant.  A player wanders

off and then the game is less fun.  Others wander off until there

is nobody left but you.  You sit there alone and bored.

Then another group comes and joins you and begins to play.  One of

the players tries to leave, but the group holds him and forces him

back into the game.  Then the game becomes even more pleasant.

This shows you that you have to force others to remain in the game.

--------------

Other Facets:

There are many others I have not run thoroughly but which I have

gotten a bit of.  Besides the ones mentioned above and in the

Cosmic History, there also seems to be some that are as follows:

a) The need for duplication

b) The need for imperfect duplication

c) the need for persistence.

d) the need for admiration.

e) the need for acknowledgment

f) the need to divide

g) the idea that only one will survive

h) the idea that when 2 terminals connect or communicate, one

   will be submissive and the other will be dominant

i) the idea that if you communicate too freely, you will connect

   to terminals who will dominate you

--------------

Afterword:

The jewel of knowledge seems almost too silly and simpleminded.

Only an innocent new being would swallow it so completely.

Its power came exclusively from the fact that it was going into

a complete vacuum of no data or experience.

I'm sure that there are more troublesome predispositions in this

thing that I haven't yet spotted.

           =================================

             26. THE FALSE JEWEL OF KNOWLEDGE

June 29, 1990

This is an early implant used in the Motion Universe (i.e., between the Games Universe and the Symbols Universe).  

Although the individual had already been subject to the penalty universes and the treadmill (which added negative goals), all they had done was given him abberated ideas which he liked to mockup and dramatize.  He did not really think that these things applied to him as a thetan.  They really only impacted his mockups.  He had trouble with things decaying or sliding downscale etc., but he had never agreed to let his horsepower be cut down.  

He had not yet been subject to the big splitter that would divide him into split viewpoints from which he would hit himself with compulsions.  It is quite possible that he would have been immune to the effects of it if such a thing had been done to him.  Probably, anything that did force him to split would wear off after the implant and he would simply slide back to being himself (as happened with the splitter items in the penalty universes).  At this stage he was still immune to the effects of force.

But he could be tricked and hit with counter-thought.  He could easily be suckered into abberated logic, especially since the agreements universes had laid in a set of mis-aligned definitions that gave him a constant problem in logic.

Also, he already had a button on the Jewel of Knowledge.  The original jewel (long gone) was barely remembered and thought of with a religious awe.  Furthermore, a mockup of it was used in the penalty universes thereby adding a bit of a flinch and non-confront.

This implant uses a mockup of the Jewel of Knowledge to deliver False Data and abberated logic.  Based on this, the victim is tricked into agreeing to cut down his abilities.  Basically, he is talked into making himself weak and subject to various things and forgetting that he has done so for "very good reasons" (which are based on false data).

This false jewel is given as a prize for winning a game.  The game is rigged but the individual thinks that he has gained something very valuable.  Furthermore, the implant makes the victim agree to trick other victims into accepting the false jewel and into promoting how wonderful it is and what great gains are made from it.

At the start, the false jewel moves into the individual.  Throughout the incident, it keeps flashing with a radioactive light that seems to spread completely through the victim.  There is also a bit of an electrical crack to this flash.  The initial items are a short variation of platen 1 (with the jewel flashing on each item).

The rest of the incident consists of laying in 64 abberated agreements.  These follow the sequence of the 64 penalty universes.  First the jewel turns to present one of its facets (there are 64 facets) which then flashes.  The radioactive flash conveys a "picture".  The "picture" is actually a little story (i.e., it is a 4 dimensional picture with a time component).  The story shows you some "basic truth" about the universe or whatever.  The "Truth" will be some horrid idea such as all of us being the fragmented pieces of the Devil who was thrown out of heaven.

The picture hits with a very heavy flow that makes you feel somewhat dazed.  It is not really an energy impact type of somatic.  It is more like being hit with an awful truth that destroys the foundations of your life.  This is overwhelm on the counter-

thought line.  Coming with the picture is a strong intention that "this is absolute truth".  Normally you would just have tossed the idea away after a few minutes reflection, but in this case they get you while you are still dazed and non-confronting the "Truth".  At this point, the jewel asks you to agree that this datum is true (or else it will withdraw all of its knowledge from you).  So, still in shock, you agree that you believe it.  Then the jewel shows you a chain of logic based on the false datum.  The end point of this chain is to convince you that you must agree to something as a logical consequence to all this.  Then the jewel gets you to make the agreement.  Next, it gets you to agree to forget the "Truth" and hide the agreement from yourself because the truth is too horrible to remember (you are told that it would drive you insane if you knew it).

Then the jewel turns to the next facet and delivers there next false datum.

The jewel here seems to be a 5 or 6 dimensional object.  In 3 dimensions it appears as an 8 sided diamond (two 4 sided pyramids base to base) but really has 64 of these sides.

The false datum is very loosely connected to the corresponding penalty universe (and its inversion).  I.E., the false datum for "To Create" has something to do with creation and destruction.  But there is no literal attempt to use the penalty universe terminal etc.  However, they did draw on penalty universe mockups (all mixed up) for use in the scenery.

The various false datums contradict each other, but this didn't matter since each one was forgotten before the next one was implanted.

There are many later implants which lay in false data.  This is especially common in implants which set up Control Entities (CEs).

The research on this is still incomplete, all the false datums have not yet been found, some may be assigned to the wrong goals, and some of the false datums may be from later implants.

After adding the latest false datums to this list and having run a large number of CEs, it is began to seem like the bulk of the items were from the CE building implant used in this and possibly earlier universes.  So I began checking items to establish whether they were from the original false jewel or a later version.  For those false datums where I managed to sort this out, the original is marked with a B (for basic) and the later false datum is marked with an L (for late).

It is also conceivable that the original false jewel was copied and reused all the way down the track or was modified and used with only slight variations.  It seems like there were many false data implants to make worshipers or slaves or whatever so there is a lot of room for variations in the implants.  Also, some of the later false data implants would not have used the jewel (but they were probably less effective).  Of course all implants are to some degree false data.  Here we are emphasizing incidents where false data is the key button and was used to get agreement on abbreviated things.

Spotting the original false jewel works extremely well when running CEs, so it is quite valid.

            FALSE JEWEL OF KNOWLEDGE:  PLATEN

a. Winning the game.

b. Being given the jewel and agreeing to accept it.

c. The jewel flows into you.

   Starting Sequence: (like platen 1).

The jewel flashes in the center of your being on each of these items.

1. TO ACCEPT THE JEWEL IS NATIVE STATE.

2. TO ACCEPT THE JEWEL IS TO BE THE STATIC.

3. TO ACCEPT THE JEWEL IS TO FULFILL THE URGE FOR SOMETHINGNESS

4. THE JEWEL IS THE BASIS FOR ALL URGES.

5. THE JEWEL IS THE BASIS FOR ALL RELIEF.

6. THE JEWEL IS THE ONLY REASON WHY.

7. THE JEWEL IS THE BASIS FOR ALL ACTION.

8. IN THE BEGINNING, NOW, AND FOREVER, IS THE DECISION, AND THE DECISION IS TO ACCEPT THE JEWEL.

9. THE JEWEL CONTAINS ALL REAL DECISIONS.

10. THE JEWEL CONTAINS ALL REAL POSTULATES.

11. THE JEWEL CONTAINS ALL REAL AGREEMENTS.

12. THE JEWEL IS THE ONLY SOURCE OF TIME.

13. THE JEWEL IS THE ONLY SOURCE OF SPACE.

14. THE JEWEL IS THE ONLY SOURCE OF ENERGY.

15. THE JEWEL IS THE ONLY SOURCE OF MATTER.

16. THE JEWEL CONTAINS ALL LOVE.

17. THE JEWEL CONTAINS ALL EMOTION.

18. THE JEWEL CONTAINS ALL THOUGHT.

19. THE JEWEL CONTAINS ALL EFFORT.

20. THE JEWEL CONTAINS ALL KNOWLEDGE.

21. THE JEWEL CONTAINS ALL UNDERSTANDING.

22. THE JEWEL IS THE SOURCE OF ALL REALITY.

23. THE JEWEL IS THE SOURCE OF ALL MEANING.

24. THE JEWEL IS THE SOURCE OF ALL TRUTH.

25. THE JEWEL IS THE SOURCE OF ALL BEAUTY.

26. THE JEWEL IS THE SOURCE OF ALL VALUE.

27. THE JEWEL IS THE SOURCE OF ALL HAVINGNESS.

28. THE JEWEL IS THE SOURCE OF ALL EXISTENCE.

29. THE JEWEL IS THE SOURCE OF ALL ENLIGHTENMENT.

30. TO ACCEPT THE JEWEL IS TO REACH TOTAL KNOWINGNESS

31. TO ACCEPT THE JEWEL IS TO LEARN THE HIDDEN MEANINGS BEHIND ALL EXISTENCE.

32. TO ACCEPT THE JEWEL IS TO KNOW THE TRUE REASON FOR EVERYTHING.

                  ------------

          THE FALSE DATUMS AND AGREEMENTS

Then the jewel turns to the first facet.  To aid in running these, I have provided the penalty universe goal and its inversion (from the assessment list).  After it are listed the false datum and the abberated agreement.  Note that these are actually quite complex pictures etc. (and they don't necessarily use the penalty universe terminal).  This is only a quick summary to aid in spotting.

Note, items marked B are Basic items in the original false jewel and items marked L are later false datums.

16D 1.  To Create    (Statue)        :To Destroy  (devil statue)

B: God created everything and we keep messing it up.  So you agree that you must never create or destroy anything because its god's universe.

    2.  To Mock Up   (Computer)      :To Unmock   (energy mass)

B: When you mock up things, they cease to be under your control.  So you agree that it is dangerous to mock up anything.

L: If you could mock up real things in this universe, the ability would go out of control and you'd mock up all the things which you were afraid of and they'd get you.  So you agree to keep your mockups from becoming real.

    3.  To Imagine   (Cartoon Mouse) :To Disillusion (vampire)

B:There are terrible things beyond the third dimension that don't want you to see them and will attack you if you do.  So you agree not to imagine anything beyond the third dimension.

L: If your imagination goes out of control, you will imagine your worst fears.  So you agree not to imagine anything.

    4.  To Intensify (Energy Cloud)  :To Drain    (black vortex)

B: When you fight back against something, it is intensified by your efforts to resist it.  So you agree not to fight back.

L: If you think of something, it will get stronger and gain power over you; so you agree not to think about anything outside of normal reality.

15D 5.  To Manipulate (Penguin Banker):To Ruin     (Dragon)

B: The fates secretly manipulate your behavior and you can't do anything about it; so you agree not to take responsibility for anything because it is not your fault.

L: There are evil people who would manipulate society for their own gain and bring harm.  So you agree to block anyone who tries to manipulate society.

    6.  To Exchange  (Spirit Broker) :To Steal    (Raccoon)

B: You gave up your right to disagree in exchange for the chance to play in this game.  So you agree not to disagree with the rules of the universe.

L: You promised god service in exchange for life.  So you agree to serve god always and obey the rules of his universe and not question anything.

    7.  To Compete   (Coach, doll)   :To Cheat    (Skeleton)

B: If people compete, only one can win and the majority must lose.  So you agree to lose the majority of the time.

L: If you were strong, you would be selfish and evil forever.  So you agree to stay weak.

    8.  To Play      (Chinese child):To Fool     (Joker)

B: Life is only a game and you exist here only as a playing piece.  So you agree that it doesn't matter what you do or what happens to you since there is no higher purpose anyway.

L: We are all one, so that when you lose to someone else, you have really won because you are them too.  So you agree to lose often to help yourself win elsewhere.

14D 9.  To Know      (2 headed dodo) :To Mislead  (gorilla pr)

B: When you knew the real truth, you chose to forget it for good reasons.  So you agree not to try to know the real truth.

L* If the people knew of this, it would destroy them.  So you agree that you must prevent any attempts reveal this.

    10. To Understand (chipmunk)     :To Misunderstand (cripple)

If something could be understood, you would understand it already.  The only things really worth understanding belong to god and cannot be understood by you.  Therefore, you agree not to try and understand anything because the effort would be worthless.

    11. To Absorb    (Greek hero)    :To Discard  (Amazon)

Beings are the coin of the universe and you can only gain strength

and power by absorbing them.  So you agree to try and absorb as many spirits as possible.

    12. To Learn     (gnome)         :To Forget 

If you learned of this, it would destroy the game.  So you agree to forget this forever.

13D 13. To Reason    (clown)         :To Discombobulate(1manband

The real reason for existence is to feed your soul to god.  So you agree to let yourself be eaten when the time comes.

    14. To Orient    (wire man)      :To Disorient (spinning top)

If you were really oriented, you would see that this is all a sham and an illusion and all your havingness would be lost.  So you agree to remain disoriented forever.

    15. To Guide     (pilot)         :To Misdirect (scarecrow)

You were once a god and were supposed to guide everyone, but you failed and its your fault that everyone is stuck here now.  So you agree to remain here and suffer with everyone else because its all your fault.

    16. To Compute   (toy bodies)    :To Confuse   (zombie)

You use the brain to think and perceive, therefor you agree to be unconscious whenever you are out of the body.

12D 17. To Engineer  (lobster people):To Unstabilize (Goon)

The body was engineered as a spirit trap and you can't get out of it until you die.  So you agree to accept death and die as soon as possible to get out of the trap.

    18. To Construct (beavers)       :To Teardown (wreck crane

Everything new is constructed from the remnants of older masses and energies.  So you agree that nothing can truly be created or destroyed.

    19. To Structure (Crystals)      :To Shatter   (batman)

The structure of this universe is such that objects are real and thought is unreal.  So your thoughts cannot affect anything.

    20. To Build     (snake people)  :To Wreck

Matter was built by many beings working in conjunction.  So you agree that your postulates alone are not capable of affecting matter.

11D 21. To Shape     (clay people)   :To Distort  (walrus)

You were shaped (created) from the postulates of others.  So you agree that others postulates should affect you.

    22. To Combine   (Siamese twins):To Fragment (worms)

Reality can only be mocked up or affected by group postulation.  If you were alone you would have no universe.  So you agree to combine with other beings and stick to them.

    23. To Change    (magician)      :To Implode  (Sorceress)

This universe is a constructed picture and you are only a figure painted in it by the master painter; you move and act as he needed to compose the painting.  So you agree that you can affect nothing and cannot change, you must be as you are.

    24. To Align     (bear people)   :To Revolt  (black panther)

Our attempts to be individuals and go our own way has brought us to this sorry fate.  So you agree to align with god and follow his desires and put aside your own needs and wants.

10D 25. To Purify    (fire people)   :To Pervert  (satyr)

All your desires are impure, stemming from your coarse animal nature.  So you agree to suppress all of your urges, desires, and goals to purify your soul.

    26. To Protect   (ball of energy):To Hurt     (silver ball)

There are higher beings ("celestial police or angles or demi-

gods") who are protecting you from extreme harm.  So you agree to give them all your loyalty and never question their methods.

    27. To Defend   (lit. green men) :To Attack (gorilla soldier

The only real being is society which is god.  We are only cells in its body.  So you agree to defend society from aberrant ("cancerous") individuals who work against it.

    28. To Arbitrate (bull people)   :To Disagree (snake) 

We are all in an implant right now and this is just an item.  So you agree that you cannot disagree with or alter reality because its not there to be altered (?).

 9D 29. To Enhance   (ghost people)   :To Degrade  (demon)

This universe was constructed to teach you a lesson which you need desperately (I.E., to enhance you).  So you agree to go along with it and try to learn from it and not rebel or protest against anything that happens to you.

    30. To Invent    (worker gnome)  :To Divest   (troll) 

You are the only real person and you invented everyone else.  So you agree to divide and put pieces of yourself on everyone else to keep them mocked up (or under control?).

    31. To Beautify  (fairy godmother) :To Make ugly (old witch)

All beauty stems from god.  So you agree that you can create nothing except ugliness on your own.

    32. To Inspire   (muses)         :To Occlude  (mesmerist)

Only divine inspiration can bring about beauty.  This inspiration is whispered to the great artists, it really comes from god.  So you agree to listen to and obey any whispers which appear in your mind because they are divine inspiration.

 8D 33. To Convert  (reptile-fish man)  :To Disabuse  (jackal)

The people will kill anyone who tries to help them.  So you agree not to try to help anyone else.

    34. To Connect   (female angel)  :To Disconnect(spider woman

We're all pieces of Satan who rebelled against god and looked at the Jewel of Knowledge which was forbidden and was punished by being fragmented and sent here.  So you agree that we all deserve to be punished and should suffer our fate gladly.

    35. To Worship   (knights)       :To Profane  (monk)

We were created for the sole purpose of worshipping god and that worship consists of taking on his suffering.  So you agree to devote yourself to suffering for god and accept all suffering without protest.

    36. To Enlighten (rabbit preacher):To Obscure  (smog monster)

The real truth is so horrible that it would drive you mad so you agree that you must forget it.

 7D 37. To Predetermine (soothsayer) :To Randomize(3head-griffin)

The entire history of the universe was predetermined during its creation.  So you agree to follow the course laid out for you and not try to change anything.

    38. To Permeate  (theta body)    :To Dissolve (blob/aneomba)

The divine light permeates everything and it is the only source of true energy.  So you agree that you cannot create any energy yourself but instead depend on an outside source.

    39. To Collect   (elves/fairies) :To Reject (wolfman)

You see that we all spring from the same eternal source and must become one again.  So you agree to stick to other beings and try to merge with them.

    40. To Influence (cupid)         :To Corrupt (hunchback)

If left uncontrolled, people will work against each other.  So you agree to push part of yourself into others to influence them to work together.

 6D 41. To Solidify  (Pan - goat god):To Not-is  (invisible man)

All matter consists of decayed beings.  So you agree that matter can affect you.

    42. To Locate    (Leprechaun)     :To Misplace (Cricket)

Each being has a unique location, a viewpoint, bestowed by god.  This is where you do all of your thinking and where you perceive from.  Two separate locations would be two separate individuals.  So you agree that you cannot be in two places at once.

    43. To Gather    (spacesuit body):To Abandon  (hobo/tramp)

Our souls are all gathered up by god when we die so you agree to give up all identity when you lose the body.

    44. To Energize  (thought circle):To Shock  (electric man)

The soul can only be energized by self sacrifice.  So you agree to sacrifice parts of yourself for the common good.

 5D 45. To Discover  (centaurs)      :To Hide    (slime monster)

This is the only universe there is, so you agree that discovering anything outside of this universe could only be a hallucination.

    46. To Care For  (bird girl)     :To Torture (devil-pincers)

The only possible thing that will make people content and happy is to merge with god.  So you agree to care for others by helping them to accept god and not rebel no matter how great their suffering.

    47. To Heal     (guardian spirit):To Infect (germ colony)

?

    48. To Grow      (Genetic entity):To Rot  (fungus creature)

?

 4D 49. To Establish (cyclops)       :

You see that society is a conscious entity and individuals are only cells in that consciousness and are unimportant.  So you agree that you must control others for the sake of society.

    50. To Expand    (mouse RR engr) :To Contract

?

    51. To Share     (dolphins)      :

A copy is always less than the original.  We are all the result of a long string of copies.  So you agree that you will always be a flawed copy without the original abilities.

    52. To Conquer   (dog soldiers)  :

God has died of a broken heart because we wouldn't stop fighting.  So you agree to be afraid to fight.

 3D 53. To Control   (frog people)   :

If people were left uncontrolled, everything would be destroyed.  So you agree that you must control others for their own good.

    54. To Judge     (giants)        :To Accuse

You were judged and sentenced fairly so you agree that you deserve everything that happens to you.

    55. To Organize  (human clerk)   :To Disorganize

If everyone's postulates were equal, all would be chaos.  So you agree that the postulates of a group are senior to the postulates of any one individual.

    56. To Co-operate (robots)       :To Falsify

?

 2D 57. To Participate (mermaid)     :To Disconnect

We only think that we are living life, really we are all participating in a mass implant and the next item is constantly coming in at us.  So you agree that you can't do anything about it or affect reality.

    58. To Reproduce (insect invader)  :To Blanket/Possess

When someone reproduces, they are lessened by it.  If this was not the case, the universe would soon be filled and nothing would be left.  So when you reproduce (divide), you agree to become less.

    59. To Satisfy   (cavemen)       :To Ridicule

Only God is absolute, and the physical universe is transitory,

so the universe is unsatisfying and only the jewel itself and fulfilling God's purpose to spread the jewel is satisfying.

    60. To Join      (cat people)    :To Separate

We all join together in agreement to bring about reality.  If anyone really broke that agreement, it would all fall apart.  So you agree that you must keep all agreements once made.

 1D 61. To Eat       (Tiger)         :

When you eat, you gain energy from the spirit of what you've eaten, so you agree that you are infested by spirits.

    62. To Feel      (Bear)          : 

?

    63. To Replenish (old Arab)      :To Age.

Everything follows a cycle of create-survive-destroy and things can only be replenished for so long, so you agree to age and die.

    64. To Endure    (pyramid)       :

The universe does not persist, only God persists, so you can

only endure by becoming one with God and aiding him in his purpose to conquer and encompass all peoples.
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1. HOW I CAME TO RESEARCH THIS

The first prerequisite to researching the mind is the passionate

desire to do so, because nothing short of total dedication will carry you through the barriers in your way.  Only seekers

after truth need apply.  You have to put your own case aside and discard any desire whether for wealth or vengeance or self righteousness that interferes with the search.

I also had the luck to be at a point in the cycle of existence where my intelligence was at maximum (we all have our smart and stupid

lifetimes) and the further luck of having a family and teachers that usually helped instead of hindered.  Without this, I wouldn't have

had the wits to put things together or understand the answers I might find.

In addition to this, a researcher needs a dual exposure to heavy science and metaphysics, for only a fusion of the two has any hope of success in this field.  I never made it to India, but I grew up in a family

steeped in metaphysics and paranormal phenomena and I balanced this

against my own innate bent for math and physics.

And finally I had the luck to stumble upon Scientology in my teens, before I had keyed in the usual weight of aberration that accumulates during a lifetime on Earth.  And I found it at an early enough age

to avoid being swept up in the sixties drug culture.  That would have

been a mistake not only because mind expanding drugs pull up too much out of the subaware area without proper preparation, but also because

I needed the certainty that anything I saw or experienced was not due to some mind bending residual drug effect.

This left me ideally prepared to study the subject of Scientology,

and I did so with a passion which soon bordered on fanaticism.

But the fanaticism turned to heartbreak in the inanities of

1968 and 69.  Since I would not abandon the subject, I hung on with

grim determination and even remained on staff until my contract finished.

And I racked up a record number of blows from post, because I would walk out at any order my conscience rebelled at, but I always came back after the dust had settled.

And eventually, the conflict between my love of the subject and

my distaste for what the organization had become was too great

for me to remain on staff.  But I continued to study the subject, especially the materials of the 1950s which were mostly ignored, at least in those days (things have gotten better since then).

Eventually I did solo Nots and completed (unofficially) within about 6 months. This was in the early days of the level, and it would be many years before they would let anybody attest to completing it.

For myself, I had achieved a wonderful state of awareness.  Not only had I reached cause over life (e.g. no longer

affected by BTs and capable of handling them at will) but I had

also realized that nobody was actually located anywhere in the

first place (its just a mistaken idea that we all have) and therefore I was to some degree exterior to this universe and

no longer stuck in the games going on here.

But I could be made to doubt that I was finished.  There were

a lot of unreal ideas about what an OT VII would be, and the org's

unwillingness to have anyone complete were enough to get me

wondering about whether it might be Nots that was keeping me

from walking through walls.  I think that there were quite a

few of us in this position, I doubt very much that I was the

first to really complete.  

Its also possible that the SO had some PR considerations about who they would allow to be the first completion.  Many of us old time auditors (and these would be the most likely to complete fast) were not fervent supporters of the party line.  When the crowds were going hip hip hooray at Ron's

statue, we were liable to stand around cynically and wait for the wave of BS to pass.  This is not an ethics offense, but they know

who is blindly loyal and who can think for themselves.  And at

a more mundane level, I was sloppy and wore glasses and was

notorious for objecting to bullshit sales images which, as far

as I was concerned, put us on a level with snake oil salesmen and

used car dealers.

So after a very long break, I went back to auditing the level.

And they leave you free enough, at this point, to chase after

just about anything with the Nots techniques, so I went after

the stuff that still caught my attention.  But now I was going

after things that didn't actually come from Nots, and after handling

everything that could be done with Nots, the stuff I'd gone after

was still there because I hadn't handled the real source.  This

was the period of my endless overrun.  I was going after everything

from why is the wall solid to what is the basic source of ARCXs

and I was using the wrong tech for those kinds of questions.

Even so, I had many successes.  And a few of the things I've been

talking about in these technical notes were learned during that

period.  I even cleaned up my previous drilling on the old OT levels 4 through 7 which I had done earlier with good results and searched out any Nots stuff that might have been stirred up while

doing them.  I even went so far as to put out tractor beams and

see if any entities showed up to block them etc.

But I ran into three areas that did not resolve and eventually collapsed the high case state and almost unkillable floating needle that had occurred when I had actually finished the level.

The three unresolved areas were:

a) Implant universes b) Split off portions of myself

c) Actual GPMs

Gradually, as I kept following down things that led into these,

and blowing off the Nots stuff, these three areas became more and

more stirred up and exposed without being handled.  And the state

that I was in was so high that I was able to stir up a great deal

of things in these areas before I finally collapsed.

And then the org's handling was heartbreaking and hopeless.  They

kept trying to get me to do more Nots and most of them didn't

believe in these other things and had no way of handling them even if they did.

Many years passed, and I continued to get worse.  Finally, I was

sick, and going deaf in one ear, and loosing teeth at a rapid

rate, and miserable about my job and life in general and sinking

under an unbearable feeling of hopelessness.  And I realized that

I was looking down at a declining spiral that would soon end in

death and failure.

So I decided that I had nothing to loose and took the plunge into

unrestrained solo auditing on my own wild notions.

I began by making up a list of all the possible causes for the

bad condition I was in, including the most common lower level

reasons (overts, out-lists, etc.), Nots stuff, and even the

invalidation of having completed and not being allowed to attest.

And I did have some minor charge in these areas and cleaned it

up.  But it didn't cure the weight of the stuff I'd stumbled on

without having the means to handle it.  So I assessed the three

areas above, and Implant Universes read well.

And I had an impression of an implant universe with a tiger and

the idea that there might be a few dozen items in the platen,

a bit like some of the things on OT2.  And so I tried to do

some listing of what the items might be.  I had no idea of what

I was getting into.  

Thousands of items later, I had the anatomy of the penalty universes.  And with that, everything had changed.

Eventually the penalty universes keyed out spectacularly and I

was flying again.  But I couldn't get a handle on either the

actual GPMs or the split pieces, so I carried on with researching

the track, especially later implants that were built on the

penalty universe goals series.  And eventually I began to find

things prior to the penalty universes and began to really plot

out the track as presented in "Cosmic History".  

Once I'd handled enough implants, the actual GPM goal just sort

of fell in my lap.  I couldn't believe that I actually hadn't

thought of it before, because it was so obvious.  After a bit

of fumbling around, I finally got the right way to handle these

(see the write-up on actual GPMs) and put the matter to rest.

The matter of split portions of myself haunted me for a decade,

and I'd poke at it once in awhile.  But every attempt to handle

it ended in failure and often got me sick.  It is only recently

that I finally found the trick for handling it (see "Divide and

Conquer").

And so my three original sore spots have finally been solved.

And the pain and difficulty of researching them was so great that

I would not deny the answers to any who want them.

Of course, with my wild and freewheeling research, I managed to

stir up another pile of unresolved areas while solving these

that are given here.  But I don't really mind that now that I

have a method for working my way through the labyrinth.  After

all, I was always in this to find truth rather than to settle

on some pat solution.  And when you find good answers, they

often raise new questions.

  ----------

In truth I have probably been searching for answers off and on

for an extremely long time.  That may be true of everybody.

One incident I found had a great deal of educational value, so I

will pass it on here.

It seems to me that I was once a rich rice merchant and felt guilty

that my knowledge and power let me live well off of the starvation

of others.  And so, eventually, I abandoned everything and undertook the pilgrimage to Tibet.  This was perhaps a thousand

years ago in India.  At the gates, they made me undergo the same

initiation as their children, namely to sit naked in the Himalayan

snows for a night.  It was this which led to the saying that the

road to Lasha is death, for few lowlanders survived such a night.

But it was not ill intended.  A priest sat with me and read from

their scrolls and offered instruction.  And when I died, he continued

to talk to the body and coaxed me through the between lives area

so that I should be reborn among them and receive further training.

And after a number of lifetimes among the monks, with very little to show for all my labors, I became bound and determined to achieve

enlightenment by whatever means.  And so I took a collection of

the scrolls and sat reading them and refused all nourishment as I did so.  The scrolls were not of deep significance.  They were things

like the 7 virtues etc. which were nice but not great revelations.

It was when I read one of these again (in Evan's translation of the

Secret Doctrines) that this entire story came back to me.

For many days I continued to read the scrolls mechanically and

refused everything but water.  I ignored all distractions and

communications and just kept on doggedly in a sort of half trance.

Eventually the body began to starve to death but I ignored the

pangs of hunger and eventually they went away to be replaced by

a sort of weak numbness.

And finally I reached a point where the body had no energy left

to sustain itself, but had not quite died.  And so I remained

alive and conscious with the fully support of a body, but the

body itself ceased to swamp me with its perceptions and energy

fields.  And then I realized that the tiny spark of energy that

still remained to me was my own creation and was not coming from

the body, and I was finally able to drill this with positive

feedback and perception of how much energy I was projecting and

where it was going.  It is quite possible that while you're alive,

the body swamps and interferes with your own energy, and in between

lives the prison machinery tries to keep you blocked so that I

had found a sort of crack in the trap in the halfway state between

life and death.

And in this state, I worked as long as I dared, fanning the flame of

my own energy, and then I roused the body and called for food, for

I knew that the other monks must be told of what I had found.

And of course my meager perceptions and energy production were

almost entirely swamped again, but not quite completely.  Then

I taught and studied for many years.  Finally I undertook the trial

again, but this time I knew where I was going.  And this time

I continued to drill my own energies and hardly noticed the passing

of the body when it died.

I'm not sure if it was months or years, but I continued to drill

for a long time, using simple exercises of perception and handling

of energy.  I don't think I had anything nearly as good as the

OT drills we have now, but even simple reach and withdraw would

be extremely effective if you did it with your own perceptible

energy.

In the end I reached a state of real consciousness and ability

in the bodiless condition.  This is not how it usually is between

lives, where you're normally in a half dream, battered by energies,

and bothered by between lives control mechanisms.

But I hadn't really done anything to actually handle my case.  There

had been no tech on problems or overts or upsets and I still had

no answer to the problem that had originally led me to Tibet, which

was how to end the suffering and starvation in the world.

So I began a new search for answers.  Based, I believe, on something

in another of the scrolls (one that I haven't seen in this lifetime),

I tried to follow a path out of this universe.  I think that it

told me to find the dark horse in the sky (the horsehead nebula) and pass through it and that I ended up coming up out of a pool in the magic universe.  And there I found the red flower in the sky and

went through it to the next universe above (the collapsed thought -

conflicts universes) where a double helix (?) leads to the symbols

universe.  The entire journey is extremely vague (and perhaps my

recall of it is blocked in some way), but I think that eventually

I passed beyond the jewel of knowledge and was all the way out.

And once there, I had the feeling of being dampened and blocked

and the idea that there were things unreachable in the distance,

like cities in the night.  And it seemed that the idea was placed

in my mind that I was not ready and we all must come out together.

And then I was moving down through the series of universes and

came all the way back here, because it was what I was familiar

with and the place where all the people I knew lived.

But I returned with considerable power, far more than when I had

left.  And I determined to change the world and make it a better

place.  So I reincarnated and this time I was so strong that it

was my own energies that were the perceptible torch and the body's

fields were swamped by my own projections.  I chose the most

scientifically advanced culture of that time, which was Islam, and

became a white magician and wizard in Tunisia.  I gained considerable

wealth and power and had the ear of the sultan, but everything ran

afoul of the usual out rudiments and other case factors and in the

end it all went sour.  In the next lifetime, I was sinking fast and

became a black magician instead of a white one.  And in that

dramatization, I quickly managed to lose all the abilities I had

gained and sunk back into the mainstream of humanity.  In short

order I was living lives among the Christians and alternately

sinning and praying for forgiveness, although I never remembered

what it was I really needed to be forgiven for.

This story is pretty wild, and I had my doubts when I scanned

through the incident and wrote it down originally (immediately after reading that scroll in Evan's translation).  This was before I had found

the stuff on actual GPMs so I didn't have a chart of my lifetimes

on earth nor did I have very good certainty on the little I could

recall.  But it had given me this strange idea of a jewel of

knowledge at the top of the sequence of universes (which I had

already mapped back as far a home universe thanks to running

the penalty universes) and so I followed up on that point.  And

the jewel of knowledge bounced the emeter off its pins and what

I could get of its anatomy reacted consistently despite the

trouble I was having in visualizing its many dimensional structure.

I still consider everything about the jewel to be slightly speculative

because I still can't visualize things in that many dimensions

(even though I've been able to visualize 4 dimensional structures

comfortably ever since I ran the incident on the reality wars), but

I'm pretty well convinced of the existence of the jewel.  The

little that I have managed to pull out of it explains so much about

who we are and what's going on that I'm pretty well sold.

The trick I used in that Tibetan lifetime of drilling OT processes while in a near death condition also lines up well with my one

near death experience in this lifetime.  I had been mugged by two

guys and it really pissed me off, so I had fought back and gotten

stabbed seven times in the process.  I walked away from it and

tried to heal the body by mental means (big mistake).  I think

that I actually had one or two of the wounds healed, but all

the blood in the body had gushed out of the remaining ones during

the hour it took me to do this so finally I gave up and called

an ambulance (they had to give me 5 quarts of blood when they got

me into the emergency room).  

When they carried me downstairs on the stretcher (I had gone back to my apartment), the body blacked out and I lost my hold on it.  The senses had simply shut down completely, but I retained full consciousness.  It was not at all like being asleep or in a dream, I was fully awake, but receiving no input from the body whatsoever.  I didn't see any light at the end of the tunnel or anything like that, but

I did see stars.  Then I realized that it was because I was looking

at the sky (it was nighttime) so I turned around and there was a tiny ambulance rushing down the street a few hundred feet

below me.  My perceptions were clear and unquestionable, far

better than I remember them being in any earlier incidents that

I had run of actually dying.  According to the mystics, in this

situation you should find the golden cord running to the body and

hang onto it.  It seemed like a good idea, so I mocked up a golden

beam and ran it down to the body.  That may have kept it alive.

I watched them move it into the emergency room (I rushed down

and stayed close when they reached the hospital).  Then they

started pumping blood into it and the body's senses came back on.

It was like being swamped by a flood and I was back in the body

looking around the room while they worked on me.  I actually

felt quite good and pleased with myself because of the out of

body experience and I remember joking with the nurses.  I doubt

that the heart ever stopped beating so I probably was never officially

dead, but I did hit that near death state where the body couldn't

overwhelm my own perceptions and energies.

To the org's credit, they rushed an auditor to me in the hospital

and I received a thorough regiment of assists (at no charge, by the

way even though I had not been on staff for many years).  My healing

rate was about 5 times normal.  The chief surgeon would bring the

interns by and lecture about miraculous recovery and how incredible

it was that I was still alive.  After they operated (shortly after

bringing me into emergency), the estimates were that I would spend

a week in intensive care, one to two months in the hospital, and

it would be at least six months before I could work again and get

around comfortably.  The actual times were a few hours in intensive

care (I was sitting up and talking and having visitors so they moved

me out right away), a week in the hospital, and full recovery and

back to work in about a month.

According to the Tibetan materials, if you die consciously, you will

have a brief period where your energy level is still high and you

will have a chance to make it out if you practice the yoga of the

clear light of confront (the translations don't use the word

confront, instead they write the-sitting-face-to-face which is a

single word in the scrolls).  They say that after that, the being

will go into a swoon.  Furthermore, the clear period may be long

or short depending on the person's spiritual advancement, and may also be affected by the manner of death, possibly not occurring

at all if the person dies while sedated.  Therefore, they reject

pain killing drugs if they are about to die, because they want

a chance at coming out of the body with full consciousness instead

of being befuddled with drugs.  This might not be a bad idea.

--------

In complete contrast to the two above experiences, where I was exterior with full consciousness while the body was half dead and

completely out of commission, is another experience where I was

completely without a body and experienced a terrific analytical

shutdown as a result.

This is an experience that might be described as teleportation

that occurred during the brief time period when I was key-ed out

OT in 1968.

It was a cold night and I was walking back from dinner with a

girl.  We were just friends but we had our arms around each other

for warmth because we didn't have our coats and the temperature had dropped severely while we were eating.  We reached a corner two

blocks from the org and I noticed a subway entrance.  I knew that

the subway platform extended underground for the entire distance

and that there was an exit right where we were going.  In this

area of downtown, the subway stations often (but not always) had

arcades or parallel tunnels that let you walk the length of

the station without having to pay the fare to get down to the

platforms.  In some places you could go as much as a mile

underground and it would be considerably warmer.

So I had the idea that we could walk the rest of the way underground in relative comfort.  But I didn't want to drag the

girl downstairs only to find that there were gates and turnstiles

blocking our way.  And this was a time when I had been having

occasional flashes of good exterior perception (quick but clear

glimpses of things).  So I determined to simply take a look without

using the body.  And I did this by deciding to be there (rather than

move there).

And then I was there, looking at the turnstiles.  And for a moment,

I was disappointed that they were in my way.  But then I realized

that I could simply float over them.  And so I began to drift

around in the subway in a bodiless state.  And everything was a

little bit vague looking, but more solid than in a dream.  It all

seemed a little blurry as if I didn't have my glasses on.  But

I didn't remember that I wore glasses, so it all seemed very

natural.  And I also didn't remember who I was or what I was

doing down there.  But it was pleasant and I was having fun

drifting around looking at things.  In retrospect, I was absurdly

simpleminded, as if I had an IQ of about 50.  But something kept

nagging at me, and finally I remembered the girl.

In the next instant, I was standing on the street and she was

staring straight at me yelling my name.  And then she jumped

back in startlement and asked me "Where did you come from?".

I was back to my normal consciousness, but I was confused and

a bit embarrassed.  I immediately assumed that the body had

gone into some kind of a trance while I was looking around in the subway.  And I told her that, but she misunderstood and

said "How could you come out of the subway, there's no entrance

here?".  And I looked around and we were a few blocks away from

where we had been.  And I asked her what had happened.  And

she said that I had suddenly disappeared and that she had panicked

and started running around yelling for me.  And she had run to the

next block and turned the corner and continued to run around looking

for me and suddenly I was right there in front of her.

We talked it through and the only possible conclusion was that my

body had not existed for awhile.  And since then, of course, I

have always wondered exactly what I did and how to do it again.

At the simplest level, it seemed like I had just forgotten to

keep creating the body, and then I remembered to do it again.

On further examination, it seemed like there was some sort of a

template or pattern which I keep continually energized on an

automatic basis and I had simply cut off the energy flow.  But

the pattern remained, in some sort of a potential state, and

then I energized it again and the body was back.  Since I happened

to re-energize it in a different place from where it had

disappeared, the theoretical effect is one of teleportation.

This had led me to all sorts of interesting ideas, such as the

concept that there are underlying templates or patterns behind

the physical manifestation of reality (it was only later that

I found out that Plato had some similar ideas).  It also led me

to think about the idea that there might be "potential" matter

(as opposed to actualized matter) just as there is potential energy

(as opposed to kinetic energy).

But no matter how many times I try to run through this incident,

there always seems to be some sort of a blank spot in the moment

when I disappear and another when I come back.  Its like there

is something that I wouldn't let myself remember.

Interestingly enough, I felt much warmer after I reappeared.  The

girl also felt warm on account of having run around so furiously

looking for me.  So we were fairly comfortable as we finally

walked to the org.

One of the important points is how dim witted I was without the

body.  It has led me to believe that we foolishly use the brain

as an aid for much of our thinking (like using a calculator instead of adding things up yourself) and we lose that when the

body is gone.  So we turn into morons after we die and easily

get tricked into things like between lives implants.

It would be a good idea to practice thinking without using the

brain.  I think that we may have a need (or an aberration) to

locate or store our thoughts and memories in some sort of mass or object.  Try doing some arithmetic by pushing the numbers

into a mountain or something and then try doing the operation

(addition or whatever) in that space.  When I first tried this,

it was surprisingly hard (like doing it for the first time,

despite the fact that I can run large calculations in my head easily), but it became easy very rapidly.  This might make the

difference between being bright or stupid after death.

           =================================

                 2. Research Auditing

(Once I got the penalty universes keyed out, and having no better

angle of approach, I began a research rundown to try and run them

further and also map out the track by handling the later implants

that were locked up on top of them.  This was not truly therapeutic

because I generally stirred up as much as I was erasing, but it

eventually opened up enough track to let me get earlier and

find the agreements universe etc.  So here is the rundown I actually used.  I don't recommend it for case gain, there are easier ways once you know what's what.  - Aug 1996).

Mar 24, 1990, rev. Feb 1993

1. Introduction

This is research auditing.  As such, it requires someone of good skills who is willing to fly into the teeth of restimulation and find truth despite all prejudice.  And here lies the rock that shatters many a researcher, for the biggest prejudices are to see things come out a certain way so as to make others truly wrong or so as to justify the overts of the researcher.  Following close on the heals of this is the prejudice that comes from desiring to see a particular pet theory supported or a distasteful theory invalidated.  If you're trying to earn a living with this stuff as well (heaven help you), that puts yet a further twist into the puzzle.

All researchers suffer from this ill.  Good research, that shining moment when a real gem is revealed, comes from a willingness to be wrong, to find out that your were the villain (you were sometimes, but not always), and a willingness to change a theory even after you have staked your reputation on it.  You need to look at everything with a suspicious eye, especially when it seems to be making you right.  And you need a good tolerance for the confusion that starts billowing around every time you shift something that was supposed to have been a stable datum.

This is not a safe route.  There is no guarantee.  I think that if you keep working towards truth, you will make it, but once you're out beyond the well marked trails, there's no one who will have the tech to repair you except yourself.  This is not a bridge.  The bridge ended 3 islands back.  All this is is a piece of string stretched out in the direction of the far shore to give you an idea of which way to swim.

So be warned.  Your case is your own responsibility.  Some of my ideas may be wrong.  Certainly I occasionally get an item or a goal wrong.  Its up to you to build your own bridge.  And once you get somewhere, try to help some other people along as well.  We have researched out part of the trap before and kept it to ourselves and used it for personal gain.  Some of these materials seem awfully familiar to me.  A group of us researched some of this back around a hundred million years ago and became gods to the locals.  Specifically, I believe we had detailed platens for the "This Means" items in the penalty universes (probably around 10,000 items) but not the other stuff.  It didn't do me much good.  I had some fun for awhile (& committed some terrible overts) and then collapsed back to humanoid when I failed to stop Incident 2.  Its even harder to research this stuff now what with all the subsequent implants (Fac 1 etc.) obscuring things even further.

An even graver warning is that you should not use this material against others even if it seems well justified.  We have intentionally restimulated this stuff on each other endlessly.  Some of this has been researched many times and used to build implants.  At first the intention is usually to control criminals (although there are occasional exceptions to this).  Later, the mad and power hungry turn them on the population at large.  Everyone will find occasions where they implanted others or even worked on designing implants.  Furthermore, there have been numerous times where you, as a sort of god, have fought with another god by hurling restimulative items and symbols at each other until one of you caved in and lost power.  The weight of overts on this line is so vast that any attempted use of these materials against another is very dangerous to the user.

Now for the brighter side.  Nobody is going to curb or block your ITSA line or tell you what you can or can't run.  The truth of the matter is that you can run anything if you approach it the right way.  What you need is some understanding and a good angle of approach.

With the discovery of the penalty universes of the home universe era, we have that angle of approach.  In reaching them, you are bypassing 10 or 20 OT levels worth of gradient material.  These other levels will show up as you try to take apart the penalty universes.  But by the very fact that you are coming forward from an extremely early basic, you can figure out and tear apart these later things as well.

2. Auditing Style

In research auditing, the most important thing is ITSA (i.e. spotting and saying "it is a ...").  You can only do a limited amount of Whatsit before the meter begins to pack up and go South.  Spot what you can spot with certainty and put the ITSA down on the worksheet.  Don't struggle too long trying to spot something that's out of view and overcharged.  You can do a little bit of checking to see if something is being hidden by a BT or Cluster or obscured by an overt you did.  You can try dating things or checking a few good guesses, but don't muck around too much.

If something is obscured but not in restim, leave it alone and work from where you can get certainty.  Each time I discovered some major abberative incident, I got obscured little glimpses of it from the edges on a couple of penalty universe goals before enough charge was off to spot the anatomy of the incident.  So if something isn't ready to run, ignore it and go on.  More will show up in a little while and then you can start pulling the thing apart.

If something is in your road but you can't quite get your hands on it, it often helps to take a very short break to let the restim cool down a bit and then look again.  Leave the meter on and the session set up.  Often you'll just be getting out of the auditing chair to make some coffee and the idea will pop into your head and you'll snatch the cans right up and check it.  The thing you don't want to do is keep holding the cans and going "What is it?".  All you can ITSA in that case is the fact that the needle is getting stuck and the TA is starting to climb.

Another good trick is to take a break and put on your CSing hat.  This is especially useful in the case where you've made some errors.  You can make up a little list of the things that could be wrong and then go back in session and check it.  Make sure that you don't do this as an L & N action.  "What's screwed up now?" is not a good listing question.

Sometimes you'll get yourself messed up with a high TA and tight needle.  This can come from the usual causes (and you should watch for things like overrun etc.), but it can also happen from running something the wrong way.  In this case, you may have to audit over it for awhile to get in there the right way.  If you are running in this state, realize that the slightest momentary loosening of the needle or feeling of relief is a major release point.  Don't invalidate it just because the TA is high and needle is stuck on other charge in restimulation.  If you go back and check these "release points" later, you'll find big FNs.  I mention this especially because you'll need to validate yourself as much as possible while your trying to pull through a rough mass in restimulation.

When you see that you've gotten messed up by running an incorrect platen and a simple repair list wouldn't handle it, the first thing you do it take a break and let the restimulation die down a bit.  Get food and sleep if needed.  If this doesn't bring the TA down, run Platen 1 on the positive penalty universe goal most closely connected with the area.  Then try and blow any BTs or Clusters restimulated and not blown.  Then check if you have an overt in restim. and handle.  Then take another break and try to CS a better approach to the area.

For example, I made a bad mistake when I was trying to figure out how to handle the negative goals.  I did all the above and felt much better and got a good nights sleep but still had a TA around 4.5 on 2 cans the next morning.  But by then I felt good enough to realize what was wrong and correct it.  Even this did not bring down the TA but it loosened the needle.  Then I was able to go back to the original process that went sour and run it the right way.  As soon as I started running it, the TA came right down and the process ran like a charm.

Unfortunately, when you do start in on something new it can drive the TA up briefly.  You feel good and everything seems OK and you carry on a little further and the TA comes down.  Also, it can be up a bit when you pick up the cans if something is incomplete.  You just carry on with the action and it comes right down.  This is a side effect of doing research where you don't always have the perfect route and many levels are being bypassed.  But watch it if the TA goes high and sticks there for awhile.  Find out what's wrong and repair it.  Often it is just a corny auditing error or a cluster that needs to be blown.

You should frequently check for BTs/Clusters restimulated and not blown and for your own overts.  These materials cause many such things to blow automatically and occasionally something hangs up and needs to be run briefly.  These are also the primary reasons that an item wouldn't read although this can also occur for various other reasons such as a later implant going into restimulation.

3. Session Admin

If you are doing this on your own, you don't have to do anything just to please a CS or to help the CS follow what you are doing.  But you need a good record of what is going on in case you need to repair things later and to serve as a record of the research.  This means that items, dates, locations, etc. need to be recorded very precisely.

You also need to write things down to get them separate from yourself and ensure that they discharge.  This is ITSA and early in auditing, you need another person to receive it from you.  Later on, it is enough to write it down with the confidence that a CS will read it.  Even further along, just putting it down on the paper gets it far enough away from you so that you can see it and blow the charge.  The magic of the comm formula was simply that it put distance between the PC and his aberrations so that he could look at them and make them vanish.  Now we have a gradient of how much physical universe mass is necessary to get the PC to separate from what he is stuck in.

Eventually, you want to be able to blow things without needing any physical crutches  whatsoever.  This is necessary if you are going to continue to make progress without a body.  For this you can practice mocking up comm lines and terminals, messages, writing, etc.   But its a steep gradient.  So for now, use your paper and pen and meter, these tools will speed your progress greatly.  But realize that you can blow things out of session and that this will occur more and more frequently as you continue forward.  So you should also have a notebook handy for recording key insights and data that come up when you're outside etc.

           =================================

        3: ADVANCED PENALTY UNIVERSE PROCESSING

Oct 1, 1990, rev Feb 1993

(This is the rundown I used to try and dig deeper into the penalty

universes and explore the track at the same time.  Although this

produced case gain, it stirred up as much as it keyed out and

the primary value was in finding out more - august 1996)

General Information

Initial running of the penalty universes has already been described.  At first you are only trying for the lightest keyout.  Gradually you start running deeper, getting more and more ITSA etc.  As you do this, you should add actions from processing group 1 below until your running all the steps on each positive goal.  Once your running the positive goal fairly thoroughly, you can start running the negative goal as well (see group 1N - Negative goal running).

  The materials in group 2 are more difficult.  You should be running both the positive and negative goals fairly deeply with the group 1 materials before trying to run group 2.  When you do run group 2 processes, use both group 1 and group 2 on the positive goal and then use both on the negative goal.

Note that group 1N (negative goals handling) is listed after group 2 in the lineup below.  You either run group 1 then 2, then 1N, and then 2N, or you run group 1 and then 1N (skipping group 2) depending on your gradient.

The group 3 processes are only used after everything else is running well.  These are the 5 way oppose GPMs.  Generally, you need to run off the negative goal before you can get at the GPM for the positive goal because the goal modifier (overt) latches up on the positive to negative inversion.  Even when your running deeply, you should leave these alone unless one insists on running.  Otherwise, it is probably better to flatten all the penalty universes first and then go after these GPMs.  In my experience, they are usually quite hard to run until they're ready and then they just show up and fall apart, so don't dig and prod at them.

It would simply be too much of an overwhelm to try and run all of these processes right away.  The first few times you run one of these, it can be quite rough.  For example, the universe machine (group 2) platen uses each penalty goal terminal in hundreds of items.  At first you need to run them all and they come off very slowly.  Then you find that you can blow whole groups of items just by spotting the first one in each set.  Then it gets even faster and you just call the very first item for the entire universe machine pattern, spot the various universe goals, and completely blow the penalty universe terminal out of the universe machinery in only a minute or two of auditing.

So you add one process at a time to your rundown and carry on with it through a few penalty goals (until it speeds up and becomes a fast action) before you add yet another process.

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 and blow all the later stuff as well.

Note that most of these processes are addressed to the later locks piled on top of the penalty universes rather than to the basic incidents themselves.  You need to run this stuff not only to take weight off of the penalty universes but also because it is the anatomy of the current trap (this is especially true of the group 2 processes).

Once your running deeply, you might need to check for PMEs (Programmed machine Entities, discussed elsewhere) and CEs (Control Entities, discussed elsewhere) that need to be run as a rudiment action (see the write-up on these).  Also, you will need to alternate penalty universe running with OT drilling (discussed elsewhere) to keep from becoming interiorized into case.  Keying out a penalty universe frees up a lot of space and you need to expand outward as a regular action.

Generally the order for selecting goals to run is best established by using a dynamic assessment.  The sequence in which one was originally thrown into (or threw others into) these seems to have been random.  Later restimulative implants used a number of different sequences, which you should be aware of.  Common sequences are as follows:

a) The natural sequence of the dynamics, from 16 to 1 (goals To create down to To Endure) or the reverse (1 to 16).  If negative goals are involved, they alternate with the positive goals (this is the sequence of the treadmill which established the negative items).

b) Like a) above but all 64 positive goals come first followed by all 64 negative goals in reverse order (usually from To Create, down to To Endure, and then the rest of the way down to To Destroy).

c) The dynamics occur in a pattern of 8 pairs with the high dynamic collapsing into the corresponding lower one.  I.E., 16th, 8th, 15th, 7th, etc. down to 9th, 1st.  Or the same pattern ascending (from 1 to 16).  Again, the negative goals (if present) might alternate with the positive ones or might all follow afterwards (in the reverse sequence).

If you spot some later implant, it will often use penalty universe restimulators and will often follow one of these patterns (although there are many exceptions).

GROUP 1

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).

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 (for negative goals, spot the negative terminal saying the "this means an end

to ..." statement).

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).  (Do this on positive goals only).

8. Scan the detail of the penalty universe.

9. ITSA any later track restimulation.

10. Check for any PMEs that are being machinery related to the goal.  Handle each (spot being made into a machine, spot the first time, spot making others into a machine, spot the top of the penalty universe, who are you).

(note, you should already have cleaned up the troublesome machinery and be up to using a fast machine handling technique before you start searching out PMEs while running the penalty goals).

11. Run remedy of havingness on machinery related to the goal.  Begin with broken machinery (make it decrepit etc. until it snaps in) and then improve to good quality machinery.  Push it in from outside from various directions and throw some away as well.  (see LRH references on Remedy of Havingness).

12. Spot things that you must not (goal) until the ridge blows.

13. Spot people, groups, etc. that you would permit to (goal) until your willing to have others doing this goal.

14. 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.

15. Spot things that the (terminal) does not own.

16. Mockup battered and beaten versions of the terminal in various places and say "The poor thing, it needs me so".

17. Spot the failures implant (thought universe).  They would tell you to do (goal) to some (object) and then "prove" to you how you failed.  Then they'd say "You failed to (goal) so you must depend on others to (goal) for you".

18. Spot the between lives scene for the goal.  (if present in the master list).

(The remaining steps do not apply to negative goals, - note that the collapse of the positive goal is the justifier for doing the negative goal).

19. Spot the justifier for the goal (if present in the master list).

note that 18 and 19 above are easy to spot and blow, but the items can't be determined accurately until after the GPM (group 3) has been run.

20. Spot the terminal saying the "do you want to achieve ..." line in the between lives sequence.  This false promise (of gaining power or strength or whatever) given early in the between lives is one of the things that pulls you deeper into that nonsense and results in your getting further messed up.

21. Spot the desire to swing into the negative goal so as to be rid of this penalty universe.

22. Run remedy of havingness on things used in the penalty universe (objects, etc., anything that seems nice or interesting in the mockup).

23. Check for any other entities stirred up and handle.

24. Spot the first few lines of platen 1 again.

GROUP 2

1. Run the universe machine items for the goals terminal.  See the write-up on the universe machine.

2. For each universe goal, working upward from persist to eternalize, spot how the universe goal is accomplished through the doingness of the penalty goal (How Would ... Enable You To ...).

3. Spot the "survive" line said by the terminal using each universe goal in place of "survive" (note that survive is the universe goal for the current universe).  Spot this in the universe machines and if anybody wakes up, have them spot the top of the penalty universe (native state line).

4. Run the compulsion SVs in the universe machinery (see the write-up on compulsion SVs).

5. Run the compulsion SVs surrounding the body (see the write-up on compulsion SVs).

6. Run remedy of havingness on the penalty universe terminal.

7. Run the discontinuity.  Note that this is based on the agreement universe definition items.  You should run off some of the agreements universe directly before getting into handling the discontinuities.  This step causes not-isness ridges to blow.  See the write-up on the discontinuity implant.

GROUP 1N - Negative Goals

This is similar to the positive goal handling, but you use the Treadmill Crossover platen instead of platen 1.

Begin by spotting the inversion scene and using the other steps given on the crossover platen (these correspond to a few of the group 1 steps).  This is the minimum that you can get away with running for a negative goal.

All the other group 1 steps up to number 18 also apply to negative goals (except as noted).  Whichever ones you are running on the positive goal should also be run on the negative goal.

Group 2N

Steps 1 to 6 of group 2 also apply to the negative goal (i.e., all except the discontinuity implant).  If you do one of these steps on the positive goal, also do it in the negative goal handling.

Group 3

Currently, the only thing here is handling the 5 way oppose GPMs for the positive and negative goals.  See the write-up on the 5 way oppose.

Note that in this case, the positive GPM is not addressed until after doing both group 1N and group 2N on the negative goal because the goal modifier tends to charge up on the negative goal.

Summary

I know this is a lot of material and it might seem pretty complex, but it's easy if you just add one new technique at a time.  Running just half of this stuff on a single penalty universe goal can produce significant case change.  

As long as you know the material given under "in case of trouble" above, you can even slop around with these processes and still do very well.

Since writing the above, a significant amount of other implants have turned up which restimulate the penalty universes.  These are covered elsewhere.  They should be added into the above steps.

           =================================

  4. PENALTY UNIVERSE ASSESSMENT LIST INCLUDING NEGATIVE GOALS

23 Jul 91, rev. 12 Feb 93

(Note: the master list may have later updates.  The negative

goals are not as thoroughly researched and should be treated as

being slightly speculative)

16D

1.  To Create    (Statue)          :To Destroy  (devil statue)

2.  To Cause     (god, old man)    :To Put At Effect (devil)   3.  To Mock Up   (Computer)        :To Unmock (black computer)

4.  To Imagine   (Cartoon Mouse)   :To Disillusion (vampire)

15D

5.  To Understand (chipmunk)       :To Misunderstand (cripple)

6.  To Know      (2 headed dodo)   :To Mislead  (gorilla)

7.  To Absorb    (Greek hero)      :To Discard  (Amazon)

8.  To Learn     (gnome)           :To Forget   (Troll)

14D 9.  To Play      (Chinese child)  :To Fool     (Joker)

10. To Compete   (Coach, doll)     :To Cheat    (Skeleton)

11. To Manipulate (Penguin Banker)  :To Ruin     (Dragon)

12. To Exchange  (Spirit Broker)   :To Steal    (Raccoon)

13D 13. To Shape     (clay people)     :To Distort  (walrus)

14. To Change    (magician)        :To Implode  (Sorceress)

15. To Combine   (Siamese twins)  :To Fragment (worms)

16. To Bring Order(gorilla people)  :To Bring Chaos(Black.Panther)

12D 17. To Reason    (clown)           :To Discombobulate(1manband)

18. To Orient    (wire man)        :To Disorient (spinning top)

19. To Guide     (pilot)           :To Misdirect (scarecrow)

20. To Compute   (toy bodies)      :To Confuse   (zombie)

11D 21. To Construct (beavers)         :To Teardown (wrecking crane)

22. To Arrange   (blockhead)       :To Unstabilize (Goon)

23. To Build     (snake people)    :To Wreck  (Raging Bull)

24. To Structure (Crystals)        :To Shatter   (batman)

10D 25. To Invent    (munchkins)       :To Divest   (troll)?

26. To Inspire   (muses)           :To Occlude  (mesmerist)

27. To Enhance   (ghost people)     :To Worsen   (demon)

28. To Beautify  (fairy godmother) :To Make ugly (old witch)

9D 29. To Purify    (fire people)     :To Pervert  (satyr)

30. To Judge     (bull people)     :To Accuse/blame(ogre)

31. To Defend   (little green men) :To Attack (gorilla soldier

32. To Strengthen (ball of energy) :To Hurt     (silver ball)

8D 33. To Enlighten (rabbit preacher)  :To Obscure  (smog monster)

34. To Convert  (fish man)         :To Disabuse  (jackal)

35. To Commune   (female angel)    :To Disconnect(spider woman

36. To Worship   (knights)         :To Profane  (monk)

7D 37. To Predict      (soothsayer)   :To Randomize(3headed-griffin)

38. To Influence (cupid)           :To Scandalize (hunchback)

39. To Collect   (elves/fairies)   :To Reject (wolfman)

40. To Embody    (Pan - goat god)  :To Disembody(invisibleman)

6D 41. To Discover  (centaurs)        :To Hide    (octopus)

42. To Locate    (Leprechaun)       :To Misplace (Cricket)

43. To Gather    (spacesuit body)  :To Abandon    (Hobo)

44. To Own       (Fox people)      :To Burn Down (flame man)

5D 45. To Grow      (scarecrow)       :To Rot   (fungus creature)

46. To Live      (dinosaur)        :To Die   (spectre)

47. To Heal      (tree man)        :To Infect   (germ colony)

48. To Adapt     (thread man)      :To Protest  (snake)

4D 49. To Establish (3eyed giants)    :To Undermine (3eyed robot)

50. To Share     (dolphins)        :To Possess (sea monster)

51. To Control   (frog king)       :To Rebel     (gargoyle)

52. To Unite     (dog soldiers)    :To Conquer  (war eagles)

3D 53. To Organize  (human clerk)     :To Disorganize (fu manchu)

54. To Co-operate (robots)         :To Individuate (iron horse)

55. To Participate (mermaid)       :To Debase (elephant girl)

56. To Expand    (mouse RR engr)   :To Contract  (maniac)

2D 57. To Join      (cat people)      :To Separate (black cat)

58. To Reproduce (insect invader)  :To Infest   (Insects)

59. To Satisfy   (cavemen)         :To Ridicule (moron)

60. To Care For  (bird girl)       :To Torture (pincer devil)

1D 61. To Experience(Bear)            :To Deaden (Kali)

62. To Replenish (old Arab)        :To Age     (father time)             *might be TO SURVIVE

63. To Consume <eat> (Tiger)       :To Poison  (spider)

64. To Endure    (pyramid)         :To Dissipate (mummy)

           =================================

          5. THE TREADMILL: GENERAL INFORMATION

10 June 1990.

Also see "The Treadmill: Crossover Platen" in the following

section.

The treadmill was built in the Games universe for use as a punishment for troublemakers.  I believe that it was used as part of the procedure for sentencing people to the Motion universe, but this is still under investigation (it might simply have been used on people in the Games universe).

A simplified mockup of each of the 64 penalty universes was used.  A universe dramatizing a negative goal was appended to each of the 64 positive penalty universe mockups.  The penalty universe crashed the positive goal down to zero which is a point of complete overwhelm and solidity.  Then the negative goal is dramatized to unmock everything until you go out the bottom.  At the end, you've destroyed everything so that there is no universe left and you get a false native state.  This is then made to equal the native state at the top of the next positive goal.

The bottom of the final negative goal was connected to the top of the first positive goal (To Create) so that you just keep going round and round through the cycle of 128 goals.  Getting this keyed in seems to give one a spinning sensation.

In the treadmill, the positive goal begins with Platen 1 (just like the original penalty universe).  But the symbols etc. are not used.  Instead, the implant goes straight into "TO (goal) IS TO POSTULATE BEING THE (terminal)".  Then a limited subset of items duplicating the penalty universe are done.  But the positive goal ends differently.  Once the terminal's body dies, you are allowed to exteriorize from the grave.  Once your floating above the grave, then the items in the Crossover Platen are done.  This has you abandon the goal and then swings you into the negative goal for the purpose of getting even with everyone etc.

See the crossover platen.  Item 4 on this platen is the end of the positive goal.  When running it, you should spot the top of the goal (Native State) because BTs and Clusters are sometimes hung up at this point trying to avoid the start of the negative goal.

Crossover item 11 is really many individual items and there may be other items such as wealth, revenge, satisfaction, etc.  But you only need to glance at this portion lightly and then spot the negative terminal on item 12.

Originally, I had a lot of trouble spotting the top of the positive goal while handling the negative goal.  The entire weight of the positive goal having been collapsed down to zero is sitting on top of the negative goal.  But by itself, this was not enough.  What really nailed this down was later implants that ran a short series of items on the positive goal and swung it around to the negative goal.  This sort of implant was done often, it restimulates abandoning the positive goal (the point of crossover).

The original version of the Hellatrobous Implants, done around 2 to 3 quadrillion years ago during the theta-MEST wars is the heaviest of these later implants.  It shows you a scene (in an old style Kansas like environment) with the positive terminal, runs a small number of items against the positive goal, and shifts to the negative goal (the terminal changes to the negative one).  This is the "inversion scene" referred to in the crossover platen and described in the master list.  Spotting it relieves considerable stress on the positive to negative inversion.

After spotting the inversion scene, you can spot the treadmill implant making you abandon the positive goal.  Once you've done this, it should be possible to spot the top of the positive goal from the negative goal.

In the implant, following the crossover platen you become the negative terminal and go around unmocking everything one way or another (depending on the negative goal).  Finally everything's gone.  This creates a tremendous amount of unreality and loss of havingness.  This makes you want to go on to the next goal so that you can have something.

The loss of mass and unreality in the negative goal is probably the reason for low TA.  Note that a low TA represents a body that has less electrical resistance than a dead body (see E-meter essentials).  This should be impossible.  But it happens anyway.  Apparently, the mass of the body is not-ised so heavily that it ceases to impede the flow of an electrical current.   I have seen the TA drop below 1.0 briefly while going around the dial through 7.0 on an item, and that is such a low resistance level that I see no way of attributing it to some minor effect.

Low TA can come from out-lists.  It would make sense for this to be due to restimulating the abandonment of a goal (wrong item given to PC means that the right one is invalidated and abandoned).

Heavy glare-fight level TRs and invalidation of the PC would also seem to be pushing the PC down into the zero point of abandonment and unreality.  If a person is mishandled to the point where he wants to get even for real or imagined outrages, the TA probably crashes.

I have noticed the treadmill spinning sensation and feeling of unreality during those times when my TA was really low (generally due to the two reasons above).  I did have the TA crash once on seriously mishandling a positive penalty universe goal due to errors in running it.  Getting the TA back up required both fixing the errors and also running the crossover platen (because the treadmill had gone into heavy restim).

Note that most errors will not crash the TA even when mis-

running a positive penalty universe goal.  It probably only occurs on goals that are already heavily submerged and weighted down with later overts (I.E., your already stuck in the inversion on that goal).  Even so, it takes mis-running on top of that before the TA will dive on you.  Unfortunately, our platens and procedures are not yet perfect so that the materials themselves might occasionally cause an error (this level releases so much free theta that usually you just barrel through things).

With this new insight, we might eventually find some quick way to blow a low TA up into range the way we can handle a high TA most of the time.  Past experience has been that once the TA goes low, it is slow to come back up even after the error has been fixed.  This is because of the not-isness stemming from the inverted goal which makes it hard for the person to as-is the error and get back on target.  There might even be low level techniques such as assessing for what dynamic has been abandoned (or "What has been abandoned" run in the same manner as "What has been overrun" can be used on a high TA).  Of course, if it crashed on an error, you have to fix the error first.  This is highly experimental since I don't generally have a low TA to try things like this on.

This goal inversion shows us something about society as well.  At the top we have a free theta anarchy and positive chaos (i.e., lots of motion and randomity with plenty of as-isness and alter-isness).  Sliding downscale, we have more and more rules and restrictions (to protect people etc. - i.e. all the 64 goals sliding down).  At zero, we have maximum other determined activity (i.e., total rules with everyone being robots).  Then people start sliding over the edge and going into the negative goals to get rid of the rigid controls etc.  This is a fast downhill crash into a negative anarchy and chaos (i.e., lots of not-isness and destruction).

From this, we see that there is a both a positive chaos/anarchy and a negative one.  The bottom of the scale mimics the top.  We are against destructive anarchy.  But the right direction is towards a constructive anarchy (creative free beings) rather than towards maximum rules and order.  Our society has not yet gone over the brink into destruction.  But by constantly legislating more laws, instead of stopping crime, we push more and more people over the edge.  So always work in the direction of removing non-

essential laws and restoring freedom to the people.  You can't pull out all the laws at once (people are too low to reach the high scale anarchy and so will slide into the low scale one instead), but you can follow a gradient of increasing freedom and less barriers.

Early in researching this, I tried to run the native state item on these negative goals and got into trouble.  It is at the very end of the negative goal run.  As part of the research, I then put together an approximation of the entire end of the negative goal implant.  This should not be run.  But it can be examined (without fitting a goal into it) to blow charge on how the negative goal was made to swing around into the next positive goal.  So I'm including the platen here.

REVERSE PLATEN: THE END OF THE NEGATIVE GOAL

Do Not Run This With A Negative Goal Item.  It is at the very end of the negative goal run and will restimulate the weight of both the positive goal being caved in and the negative goal crashing downscale below that.  Run the Crossover platen instead (that is the start of the negative goal).

This is only included here to show how the negative goal was

swung around into the next positive goal in the series.

1. To (goal) is to withdraw

2. To (goal) is for there to be NO ....

    value, meaning, beauty, truth, love, communication, reality, space, mass, time, energy, agreements, postulates (these are 13 separate items).

3. Before the beginning, now and forever, is the urge and the urge is to (goal)

4. To (goal) is for there to be no beginning.

5. To (goal) is the urge toward nothingness.

6. To (goal) is to be the static

7. To (goal) is Native State.

8. There is nothing.

9. There is no Time.

10. There is no Space.

11. There is no Energy.

12. There is no Matter.

13. To be nothing is native state.

14. To (next positive goal) is native state.

 (and at this point comes platen 1 for the next lower positive goal)

           =================================

          6. THE TREADMILL:  CROSSOVER PLATEN

10 June 1990

This platen covers the items used in the treadmill at the point where the positive goal is abandoned and the negative goal comes into action.  For more information, see the write-up on the Treadmill.  At this point in the incident, your floating up above the grave containing the dead body of the terminal.

1. TO (positive goal) IS TO REGRET EVER HAVING (pos. goal-ed)

2. TO (pos. goal) IS TO ABANDON THE GOAL OF (pos. goal).

3. TO ABANDON (pos. goal) IS TO SURVIVE.

4. TO ABANDON (pos. goal) IS TO FORGET EVER HAVING (pos goal-ed)

   (* Spot the top (native state) of platen 1).

5. YOU BEGIN TO HATE

6. YOU DECIDE TO GET EVEN.

7. YOU CHOOSE A NEW GOAL.

8. YOU CHOOSE TO (negative goal).

9. IN THE BEGINNING, NOW, AND FOREVER, IS THE DECISION, AND

   THE DECISION IS TO (negative goal).

10. TO (negative goal) IS THE ULTIMATE PURPOSE.

11. TO (negative goal) IS TO ACHIEVE FREEDOM, SUCCESS,   ENLIGHTENMENT, TRUTH, BEAUTY, KNOWLEDGE, POWER, CONTROL,

  RESPECT, etc.  

12. TO (negative goal) IS TO BE THE (negative terminal).

   (at this point the negative terminal appears).

Then Spot the following:

a. The inversion scene (used in later implants)

b. The implant making you abandon the positive goal

c. The top of the positive goal (native state)

d. The action of the negative terminal in doing the goal.

e. The Incident 2 location

f. The Pyramid Location

g. The "This means and end to" statement said by the terminal.

h. The Survival statement said by the negative terminal.

i. Repeat steps a to c.. The action of the negative terminal in    doing the goal.

After this comes the main section of the negative implant.  You

run around as the negative terminal, destroying and unmocking

stuff until nothing is left, and then it ends with the reverse

platen described earlier.

           =================================

          7: The 5 WAY OPPOSITION GPMs 

       PRELIMINARY VERSION (May Have Errors)

30 March 1990

This preliminary version is included here primarily as background information.  There are probably a few errors or missing datums or other things that need to be run first that have not yet been identified.  Sometimes I have run this with great gains, but other times it has gotten me into trouble.  Try to delay running this as long as possible and be sure to get as much charge as you can off of the goal first (running the penalty universe, 10 way compel, overts of dramatizing the general goal against others, etc.).  However, if one of these is really sitting there to be run and refuses to be bypassed, this is the best we have for now.  I hope that we will come up with an improved platen eventually.

                    ------------

  This occurs while going down a "tube" with rings on the way from the energy universe (thetan as an energy unit) to the conflicts universe (i.e. the MEST universe).  Each ring installs a GPM.  The date may be around 2.5 Quadrillion (I get 2468 trillion specifically for myself).  This seems to be the implant (or part of the implant)

used to exile people from the thought or energy universe to the conflicts

universe.

The GPM goals derive from the penalty universes starting from To Create and running down to To Endure.

There are 5 valences.  These are the Terminal, the opterm, the encouraging terminal (wants goal, enforces goal, acts as 3rd party), the inhibiting terminal (doesn't want goal, discourages goal, you constantly justify the goal and your overts to this terminal - it makes the overts stick), and the victim who suffers unjustly.  Note that you don't mind committing the overt against the opterm.  It seems appropriate.  But then you do it to the victim as well and regret it deeply.

In the GPM, the goal will have an explicitly stated target (as in "to sing Christmas carols"), a desired effect (as in "and have everyone hum along"), and an overt to be done if the effect is not achieved (i.e. a goal modifier, "or else I'll stuff them all down the garbage disposal").

The GPM is only a short run of "This Means" symbols which explain the valences and what's supposed to happen followed by a few splitter items and an energy wave to enforce a 5 way split so that you become all 5 valences hidden from yourself.  Your primed and all ready for the actual enactment of the sequence, but it doesn't happen.  Instead your back in the tube and get the next GPM.  In the end your dumped into the conflicts universe and begin enacting these goal dramas yourself.  These are actual GPMs, you make them happen, you do the story itself based on these patterns.  You choose the specific details of the drama and so its your own overts and mockup etc.  Except that it isn't really your own idea because you're following this implanted pattern.

In the conflicts universe, your main activity is to run around out of sight in these 5 split identities and try to line up with 4 other people on the same goal.  You try to be the terminal, but you end up as any of the 5 depending on circumstances.  As you enact these, you have a sub-identity injected into each of the other 4 valences and you are infected by a sub-identity of each of the other 4 players which holds you in the specific valence and contributes to the motion.  Early in the conflicts universe, this was very precise.  Later, it gets all jumbled up and nothing lines up with anyone else, but you still have 5 hidden viewpoints per goal running around and making trouble and trying to restart these dramas.  You do create your own opposition, and most of your theta horsepower is tied up in doing this right now in PT.  However, nothing is aligned anymore and with hundreds of these all working at cross purposes, the end result is usually a balance of forces that keeps things solid and hard to change by postulate.

While running these, I have found a few occasions where one of these was dramatized (poorly and incompletely) in this and other recent lives.  You can find yourself, before a bad incident, going around as one of these split valences and getting into somebody who lines up with the goal and you pushing them telepathically to take on a role.

Late in the conflicts universe, people who knew some of this stuff would try to finesse a situation.  I was a prison ship guard once and had this pulled on me.  One person mocked up the opterm valence for a goal they could see me reacting on and the other played the encouraging terminal.  They got me into the terminal valence, let me beat up the "opterm" and then pushed me into selecting the ship's captain as the victim.  When the mutiny was over, they were in good shape.

               -----------

  The "This Means" items are 3 dimensional pictures similar in nature to the ones at the top of the penalty universes (but the content is different).  This stirred up the top of the penalty universes (unlike most implants which stir up the bottom) and left you at tone 40 ready to dive into a goal.  The net result was to produce a super high toned powerful maniac who was very very abberated but also very dangerous.  It was a big mistake on the part of the thetans remaining in the energy universe because the convicts eventually came back up and invaded, using bodies and dramatizing their GPMs and kicking everything to pieces.

Run the penalty universe (and maybe also the 10 way compulsion for the goal?) before running this.  It is best to have a specific platen with the 5 valences and the meaningness items for the goal.  If you don't, you can list for the target, desired effect, overt, terminal, inhibiting terminal, encouraging terminal, opterm, and victim and then construct the meaningness items (including the picture that goes with them).

I have had some problems with the pictures on these items.  They all seem to be very European/American style human mockups.  I doubted this and then found that I could find Arabic mockups if I thought of myself as an Arab or Bear people mockups if I thought of myself as one of those etc.  I came up with a few theories on this and tried experiments but did not get good results.  The pictures are there and need to be run (I tried skipping the pictures as being dub-in on a run and turned on a fantastic state of depression until I went back in session and ran them).  They should be run as appearing in whatever mockups are most real to you.  The mutability of these pictures means that you may have to list for a better representation of the valences (i.e. where I might get a prize fighter, you might get a kung-fu master etc.).  Because

of their mutablility, I suspect that these are not really pictures

but something else.  Maybe a 4th dimensional equivalent where the

same scene shifts through different body types as you look along

the 4th axis.  But it seems to run well using any 3D slice.

The following platen is approximately correct, but may vary slightly from goal to goal and might also have some slight errors in the later items (often most or all of the charge blows by item 15)

            5 Way Opposition GPM Platen - general items

1. To (goal) (target) and (desired effect on others) or I'll (overt).

2. This Means (to do goal)

3. This Means (desired effect)

4. This Means (overt) (picture shows it being done to the opterm)

5. This Means Encouragement (picture shows encouragement terminal)

6. This Means Discouragement (picture shows discouraging terminal)

7. This Means Opposition (picture of opterm)

8. This Means Regret (picture of you doing the overt to the victim).

9. This Means You (picture of the terminal)

(the following items, 10 to 14, are the key part of the implant

and later I found I could handle the implant with these 5 items

alone if I used "point to the being you divided from" after each

of these items.  That might solve all the problems I had when I

was first running this - Aug 1996).

10. To (goal) is to be the (discourage term) and discourage myself from (overt) and never let myself know that I'm doing this.

11. To (goal) is to be the (encourage term) and encourage myself to (overt) and never let myself know that I'm doing this.

12. To (goal) is to be the (opterm) and oppose myself (goal-ing) and never let myself know that I'm doing this.

13. To (goal) is to be the (victim) and suffer unjustly and never let myself know that I'm doing this.

14. To (goal) is to be the (terminal) and (do goal) and never let myself know that I'm doing this.

The next set of items are each done in parallel in 5 locations, one for each valence.  I.E., the thought hits you and occurs separately in each of 5 places at the same time.  Rather than going immediately into item 15, I have gotten better results by doing a 5 way spotting drill at this point.  The drill is to take each valence one at a time and spot each of the 4 other valences from that viewpoint.  I.E., you conceive that you are the terminal and spot the opterm, spot the encouraging terminal, spot the discouraging terminal, and then spot the victim.  Then you conceive that you are the opterm etc.  A cloud of BTs might appear when you do one of these spotting steps.  If so, just hold the valence and start acknowledging and blowing the BTs.  You can run through the spotting steps a second time if a lot is coming off on it.  After doing this, you should be able to spot item 15 in all 5 places simultaneously and this is usually enough to blow the GPM.  After it blows, skip to the final step.

The 5 locations are like the blades of a 5 bladed fan surrounding a

center location that you can't occupy.

15. To (goal) is to be all these 5 others and hide from myself forever.

16. To (goal) is to be all these 5 others and inspire myself forever.

17. To (goal) is to be all these 5 others and compel myself to re-enact this forever.

18. To (goal) is to be all these 5 others and go around unknown to myself and compel others to re-enact this drama with me.

      (this might be 2 items ?)

19.  At this point you are hit by a mass containing the emotion of detestation and distrust concurrent with the following item:

To (goal) is to be all these 5 others and as each one, detest being all of the others.

20. To (goal) is to be all these 5 others and as each one, know that my viewpoint is the best (compared to the others).

21. To (goal) is to be all these 5 others and deny responsibility for doing this, forever.

22. To (goal) is to be split into 5 parts and never let myself know what I'm doing (splitter energy impacts at this point - spot the impact).

23. To (goal) is to be divided 5 ways against myself and hide my actions from myself as I mock this all up.

24. To (goal) is to be divided 5 ways against myself and never really know what is happening.

25. (an energy implosion occurs at each of the 5 points and each collapses and disappears from view leaving a vacuum (hollow spot) in its place).

26. To (goal) is to forget that this ever happened.

After running this, find times you dramatized it and spot your

overts on the others and also spot being in the other viewpoints

and contributing to the motion.  Check if there is a dramatization

in this lifetime and find which valence and do this spotting action

on it as well.

    --------------------------------------

         5 WAY GPMS: GOALS LIST

Since I've only run a small percentage of these, I'll only

list the ones I've found without listing all of the penalty

goals.

Note that the body type listed with the goal is the one from the

penalty universes.  It is not used in the 5 way GPM, but is included

to help spot the original penalty universe which first used the

same goal.

 Dynamic 16 (Creation)

1. TO CREATE  (Statue)

GPM: To create chaos and overwhelm others or I'll blow them all up; valences=God; Satan; Priest; Virgin; Soothsayer.

3. TO MOCK UP  (Computer)

GPM: To mock up intricate ornamentations & have them

  praised or I'll cut out their guts.  valences = Artisan(craftsman);scientist;fishmonger;policeman; priest

3X. TO INTENSIFY  (Energy Cloud)

GPM: To intensify passion and have everyone desire me or    I'll corrode (burn) them (with acid) forever;

valences: sexy girl (lab assistant)/scientist/lover(reporter)

            /secretary/father.

4. TO IMAGINE (Cartoon Mouse)

GPM: To imagine fine stories and have them appreciated or   I'll strangle everyone.  valences: writer/cynical father/actor/critic/publisher.

Dynamic 15  Knowledge / Understanding

6. To Understand (chipmunk)

GPM: To understand secrets & make others tell (obey?) (? have

  others recognize my power?) or I'll stab them all.

valences: detective/criminal/police captain/ businessman/ prostitute.

8. TO LEARN  (Gnome)

GPM: To learn the nature of the universe and be supported or I'll

  overwhelm them all.

valences: Scientist/preacher/teacher/wife/stupid person

Dynamic 14:  Games

11. To Compete (Coach / team leader)

GPM: To compete at boxing & have the people cheer or I'll beat them all up.

Valences: Boxer/Newspaperman/manager/lover/businessman.

Dynamic 13:  CHANGE

15. TO CHANGE (Magician)

GPM: (5 way): To change peoples nature and have them all be happy about   this or I"ll strike them all blind. valences: term=poet / opterm = priest / encourage = prostitute   /inhibit = politician / victim = scientist. 

16. TO BRING ORDER (Gorilla People)

GPM: To bring order to society & be supported in this or I'll   torture (burn?) their flesh.  Valences: Lawmaker/ Criminal/ Merchant/ Priestess/ Nurse.

Dynamic 12:  Reason

19. TO GUIDE  (Pilot)

GPM: To guide settlers and have them respect me or I'll burn

 it all down; valences=scout; wagonleader; salesman(trader);

   lover (frontier girl); little girl.

20. To Compute  (toy bodies)

GPM: To compute reasons & have everyone be amazed or I'll

   enslave them all.  valences: doll (little green man)/

stupid person/teacher/policeman? (guardian of people?)/?

Dynamic 11 (Construction)

GPM: To construct spiral staircases and have them admired or

  I'll trap them all.

valences: carpenter/scornful person/salesman/art critic/sexy girl.

24. To Structure (Crystals)

GPM: To structure reality and be worshipped as a god or

  I'll destroy them all.

valences: Savior/Priest/Prostitute/General/Temple Virgin

DYNAMIC 10:  AESTHETICS

27. To Inspire (muses)

GPM: To inspire love and receive affinity and faithfulness or

  I'll whip them all.

valences: ?

Dynamic 9 (Ethics)

Dynamic 8 (religion)

33. To Enlighten (or to preach) (rabbit preacher)

GPM: To preach goodness and keep them from sin or else   I'll torture them.

valences: ? / sinner/ruler/conqueror/?

34. To convert (reptile/fish person)

GPM: To convert unbelievers and make them honest(?) or

  I'll implant them to believe

valences: priest/scoffer/messenger(of gods)/empress/?

Dynamic 7 (spirits)

40. To Embody (Pan - goat god)

GPM: To embody concepts ?

Dynamic 6 (physical)

42. To Energize (thought circle)

GPM: To energize physical universe processes and have everyone

  enjoy using them or I'll terrify everyone forever.

Dynamic 5 (life)

45. To grow (Genetic entity)

GPM: To grow flowers and have them make people feel good or I'll sacrifice them all.  Valences: Priestess / Policeman /

  carpenter / mother / priest.

46. To discover (centaurs)

GPM: To discover truth.

47. To heal (Tree Man)

GPM: To heal illness and receive the peoples gratitude or I'll

  make their bodies rot away.  Valences = healer / Priest  / Politician / Policeman / Priestess.

Dynamic 4 (society)

51. To Unite (dog soldiers)

GPM: To unite the workers in building wondrous projects or I'll t  trick them all into slavery forever.  Valences: Engineer / ? / politician / ? / ?

Dynamic 3 (groups)

54. To Co-operate (robots) GPM: To get people to co-operate in maintaining society &  become famous for doing this or I'll betray everyone.

valences: Policeman/criminal/lawmaker/priest/prostitute.

55. To Participate (mermaid)

GPM: To participate in dancing and be admired for my beauty

   of form or else I'll cut their hearts out.

   valences = dancer, critic, father, innocent girl, lover

56. To Expand (mouse people - railroad engineers)

GPM: To expand knowledge and be admired for my genius or I'll blow them all up.  Valences= scientist/priest/ psychiatrist

  /girl/ ruler.

Dynamic 2 (sex/family)

57. To Reproduce (insect people)

GPM: To reproduce fine books and have the quality admired or   I'll inject them all with insanity (i.e. a crazy making drug).

valences: Scribe (scholar) / Peasant/ Scientist (professor)/   Wife(lover)/ Carpenter.

58. To Satisfy (cavemen)

GPM: To satisfy conventions & be respected or I'll poison them all. valences: girl/old woman/father/lover/publisher

59. To Join (cat people)

GPM: To join people together & have them be thankful for my help or I'll throw things at them.

valences: Prophet/businessman/ priest/lawmaker/ inventor.

60. To care for (birdgirl)

GPM: To care for children & keep them safe & be loved for it or I'll claw everyone's eyes out.

Dynamic 1 (body)

61. To Feel (bear)

GPM: To feel alive and gain everyone's agreement or I'll drive them all crazy.

Valences: Athlete/Lawmaker/Coach/Lawyer/Professor

62. To replenish (old Arab)

GPM: To replenish the wildlife & be praised for restoring the planet, or I'll take it all away from them.  Valences: ecologist/businessman /housewife /politician/ priest.

 63. To Eat (tiger)

GPM: To eat people & gain strength from their souls or I'll

  rend their souls forever. valences: cannibal/enemies/lover/ priest/explorer.

64. To Endure (pyramid)

GPM: To endure existence & be left alone or I'll enslave them all. valences: carpenter/juvenile delinquent/wife/ detective/salesman(?).

    --------------

After the positive goals, this continues with the negative goals

in reverse order.  I only ran a few of these.

Inv. 59. To Separate. (black cat)

GPM: To separate people from groups & be praised for helping them or I'll leave forever.

valences Messiah/ruler/ruler's mistress/ general/ slave girl.

Inv 58: To Ridicule (Moron)

IGPM: To ridicule social conventions & have everyone amused   by this or I'll hide forever.  Valences: Publisher / father/ lover/ girl/ old woman.

Inv. 54. To Individuate (Iron Horse)

IGPM: To get people to individuate from groups which exploit them & have them feel good that I did this or I'll shoot myself.

valences: Prostitute/priest/criminal/lawmaker/policeman.

Inv 48. To Rot (fungus creature)

Inv. GPM: To rot other's minds and make them suggestible or

  I'll dissipate myself.  Valences = salesman   /professor / politician / judge / girl.

Inv. 29. To Pervert (Satyr)

GPM: To pervert little children and have all the parents fear me   or I'll hang myself forever.  valences: pornographer/judge(moralist)/publisher/parents/little girl

Inv. 16.  To Bring Chaos (black panther)

IGPM: To bring chaos & overwhelm everybody or I'll hide myself away forever.  Valences: Black Priest/ Criminal? Lawmaker? Prostitute? Temple virgin.

Inv 4:  To Disillusion (vampire)

IGPM: To disillusion writers and force society to accept   my judgment or I'll bash my head in.

valences: critic/writer/father/publisher/actor

Inv. 3X. To Drain (Black Vortex):

IGPM: To drain emotion and make everyone apathetic or I'll

   dissipate myself/others forever.

Inv. 1: To Destroy (Devil Statue)

IGPM: To destroy all of creation and be worshipped or I'll

   uncreate myself/others forever.

  valences: Devil/God/Worshipers/Artisan/Virgin.

           =================================

12.6 8. PICTURE MAZES

This is a maze of "pictures" that lead one to the next rather than

a physical maze.  These are a bit like the computer adventure games where you have to find your way from one room or scene to

the next one.  But these "pictures" are realities, and they are

usually different realities from one to the next.

You might be in a jungle and there is a rock cliff with a cave,

and if you go in it, you will be on a yacht, or there is a

bullseye painted on a tree and if you dive into that, you will

be on the roof of a tall building in a city.  And if you do

neither, a tiger comes out and eats you and that leads to a

medieval dungeon.  

These could be very interesting and distracting and you could get lost in one for years.  Various exciting things happen in the

scenes.  Will'o'Whisp show up to lead you around or monsters

chase you or whatever.

This was entertainment back in the home universe and games universe.

But later on the track, these things got nastier and eventually

started being used like implants, to abberate someone who was tossed

or lured into them.  We could call these things "implant mazes".

An implant maze is characterized by being heavily restimulative

and tricking you into making bad postulates.  Usually you needed

to make some negative postulate to get out, or you "learned" from

the mechanics of the game that some sick and degrading idea was

correct.  The "Service Fac Maze" discussed elsewhere is an implant

maze, but it is fairly straightforward and doesn't use a lot of

force.  Many of these were random in laying in various buttons

(goals, items, symbols, significances, and whatever) and used

heavy force and energy.

Often the implant maze was unsolvable and meant to drive you into

apathy on problem solving and games.  The maze would change at

random.  There would be various traps or things that would spin

you around etc.  Here might be the first use of amusement park

mockups and falling and crashes type stuff, but not in any real

pattern or sensible sequence.  This early on the track, the impacts

didn't bother you very much, but these kind of scenes happened

fast and the scene keeps repeating over and over until you spot

the way into the next scene, so you get anxious about it.  

You might be falling off the edge of a cliff and smashing down on the rocks below and it keeps repeating over and over until you spot

and grab the tree branch and swing into a cave in the cliff at

which point you find yourself on a rollercoaster.  And you keep

going over the crest and down in this rollercoaster and smashing

into a brick wall at the bottom until you notice a small cloud

labeled exit which you pass by halfway down.  So you reach out

and push it on the next run through and the whole maze blows up

and pictures and pieces of yourself fly all over the place and

you get buttered all over the universe.

These often include mirrors and copies of yourself and misleading

visions etc.  Sometimes you lose a piece of yourself.  This might

be by a needle prick, or a wrath grabs part of you, or you must

trade part of yourself for something, or you're pulled apart, etc.

Often there were also enjoyable scenes mixed in.  Crowds cheering

you or cities of gold or exciting sex or whatever.  These were

used to attract you in and to keep you in enough agreement so

that you couldn't exteriorize out of the maze easily.

These implant mazes were used intensively in the motions universe

and to some degree in the symbols universe as well.  I think

that there were a lot of different ones, just like there are

many different implants that were used in this universe.

I haven't tried to map any of these or work out detailed platens

(except for the service fac maze which is much more structured

in its pattern).

Any handling of these is experimental at this time.  But if you

do dig one up or get it into restim, the following actions should

get it to key out.

a) Spot the overt of designing and building these things.

b) Spot the over of tricking or forcing others to go into them.

c) Spot a scene in the maze that you found extremely desirable

(if possible, get the scene that you desired most).  You can even

asses whether it was triumph, excitement, wealth, admiration, love, sex, joy, etc. that stuck you to the maze.  Take this

scene and copy the picture many times, changing its color, making

it nicer or worse alternately, etc. until you can both have the picture or throw it away comfortably.  You should feel something

let go.  If not, then find another even more desirable scene that

was in the maze and handle.

d) Check for any pieces of yourself that were left in the maze.

For each, have it point to the being it divided from.

Note that to some degree you tended to keep creating the maze after

you left it.  When you run one that is still charged, you will

find that you still have it mocked up somewhere and that's where

you're handling and releasing the pieces of yourself that were

stuck in it.

   ---------------------------------------------  
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Read SUPER SCIO #6 DIVIDE AND CONQUER first.

Of everything I tried to run, the big splitter was the worst and

gave me the most trouble.  I did not have the "point to" command

and this is virtually unrunable without it.  I would run this

a bit, and even get through one or two goals worth and then I'd

get sick.  Then I'd try and correct the platens (see platen 2 given

later in this document), fix wrong items, revise the procedure, or try a different angle of approach, and it would work for a little while and then I would get sick again.  My next attempt was to put together platen HS (given later in this document) which let me cool down and key out the splitter implants without running platen 2 directly.  This worked to handle

the charge I'd stirred up but did not go to a full EP and when

I again tried to run platen 2 after this, I still got into trouble.

So eventually I just gave up, despite the fact that whenever I did

get any part of it to run well, it seemed to release a lot of horsepower.

It always felt like I was working with the underlying structure of

reality and it was very disheartening that it couldn't be run successfully.  But even the failed attempts improved my ability to

think in the area, and once enough time had passed to let this all

cool down, I was better able to consider the mechanics involved and

figured out the "point to" process.

Now that I have the "point to" command, this thing just falls apart

and is easy to handle.  I have not yet done a thorough run on it

with the new techniques, but it worked like magic on a quick pass

to handle what had been stirred up during my failed research attempts.

The big splitter had you split off 128 different types of entities

which do various things like keeping the universe mocked up and

blocking your perceptions etc.  The splitting pattern was repeated

over and over again using each of the penalty universe goals, so

you have lots of pieces of yourself being these various things.

Because of the use of penalty goals in the platen, you should run

some charge off of the penalty universes before attempting to handle

this one.

The new super simple procedure is as follows:

Take the list of 128 entity types (given below):

1. Check the type entity for a read and spot where it is, or just

spot one that's being this type.

2. Have it point to the being it divided from.  Generally it will

blow or dissolve.  If not, then get it to point again until it

points with certainty (you don't care where its pointing nor do

you care whether or not you are certain, but the entity should

be certain).  If still no blow, then do step 3.

3. If necessary, ask it "who are you" (getting a "me" answer) until

it blows or dissolves.  

4. Then check the item again and repeat until no more respond on

this one.

Just go through the entire list from top to bottom, taking up anything that reacts and not worrying about searching too hard or being evangelistic about trying to wake things up.  

When you finish, start back up at the top again.  Carry on until

the whole thing just FNs.

Maybe after this you should take a full pass through the complete

implant platen (platen 2) and see if any more show up (handling as above).  I would recommend using the penalty goal "To Create" in the platen since this is the most basic one.  Then you could try running the above procedure again, this time going much deeper (unless you

have already hit bedrock and taken the whole thing completely

apart).  Possibly this might go to some fantastic cognition or

ability which takes care of the whole area of split pieces of

yourself, but I can't say for sure because I'm not there yet

myself.

If you miss one that is ready to run on a type that you are checking,

sometimes you can't find anything on the next type.  So if there

seems to be nothing there and its not FNing, check the previous

type again.

A lot of these are off in non-physical locations, so don't limit

your attention to the immediate area of the body or get to worried

about where these locations actually are, just locate on a basis of

it is where it is.

It is possible that some of the things I did while researching

this are still needed.  I'm not in a position to tell, since

I used those things enough to knock out any charge.  Just in case,

I have included my various earlier techniques following the list

of entity types.  If you use any of these, work the "point to"

command into the procedure, because that is what makes this run

easily.

Following all this, you will find the actual platen for the big

splitter.  Since it seemed unprofessional to call this the BS Platen

and since it seems to be the second key platen (with the penalty universe

platen 1 being the first), I have labeled this "Platen 2".

Tentatively, I believe that this implant was used on entry into

the symbols universe.

---------------

       THE BIG SPLITTER ENTITY TYPES

These are the entity types set up by the big splitter incident (platen 2).  They are listed in reverse order since this is the easier way to run them when using a fast blow by inspection technique (rather than running all the programming items as given in platen 2).

There is a translating problem in that I am assigning English words to high order concepts which often do not have an exact representation in English.

This is a first draft and may be slightly incorrect, especially in regards to the order of the items since they can be run successfully out of sequence.  The correct sequence makes things easier and makes it much easier to reach the entities, but if you can get ahold of one, it will run without creating BPC even though others are skipped.  Running in reverse sequence seems best because the Guardians etc. at the end start making trouble if you run off too much in the earlier sections without handling them.

This list has corrections (marked with a *) that were made

subsequently to researching platen 2 (which is included at the end of this document).  These are tentative and are based on things which seemed to need to be handled as part of running sequentially through the list of types.

Group 16 - Final blockage

 (blockage against taking this implant apart).

128. OVERSOUL    - manages all the others

127. GUARDIAN    - guards the implant, fights against erasure

126. HOLDER      - holds entities who try to blow

125. SUPPRESSOR  - hides the implant

* 125A HIDER (may be same as Suppressor)   124. DENIER      - says it never happened

123. MISDIRECTOR - dubs in, alters, & shifts attention

* 123A BOUNCER (may be same as misdirector)

122. INVALIDATOR - invalidates anything you run

121. RESTIMULATOR- keeps the implant in restim

* 121A RESISTOR  - resists change

Group 15 - Final Structure

 (entities maintaining the structure of the implant itself)

120. UNIFIER (JOINER) (GROUPER) - pulls everything together

119. KEEPER     - keeps (holds) you down in the implant

118. IMPLANTER  - continually re-runs the items on you

117. SPLITTER   - continually makes everyone split (divide)

116. CORRECTIVE ENTITY - fixes anything that comes undone

      (or REPAIRER)

115. PERPETUATOR - perpetuates the implant (keeps it going)

114. DRAMATIZER

113. INNER GUARD - keeps you from looking at yourself (&       seeing this structure of entities)

Group 14 - Spiritual Blockage

112. DEVIL (DEMON) - makes trouble for you

111. DEGRADER  - encourages degradation

112. TEMPTER   - tempts you to do evil

109. DELUSION ENTITY - creates delusions

108. TERROR (FEAR) ENTITY - makes you afraid, especially of      anything to do with the mind or spirits

107. CONFUSION ENTITY - tries to keep you confused

106. DISCOURAGER - discourages any effort to do anything      about this (might be the same as 27 Depressor)

105. INTERIORIZER - makes you interiorize into the universe,       bodies, etc.

Group 13 - Spiritual Structure

104. RECYCLER  - between lives, cycles you into a "new" being.

103. EXECUTIONER - destroys your old identity between lives

102. PUNISHER  - arranges punishments

101. JUDGE     - judges your conduct (harshly) (all the time, but      especially between lives).

*101A BETWEEN LIVES ENTITY (?)

100. ACCUSER   - accuses you of any possible wrongdoing

99.  ATTRACTOR - causes you to pull things in

98.  ANGEL     - a piece of yourself sent to serve "god" (universal mind)

97.  CREATOR / PART OF GOD (UNIVERSAL MIND) - a part of      yourself sent to be part of god (your contribution to the      universal mind, i.e. be the thought of the universe forever).

*97A UNIVERSAL MIND (? - as a separate item from 97 creator)

Note: the "god" or universal mind created by this implant to manage the universe is not a self aware entity, but is a composite composed of a piece of everybody and programmed (as in computers) to run everything.  This is not meant to either validate or invalidate any other type or definition of God which might or might not exist, it is just a description of what was set up by this implant.  Part of you goes into this "god" and part is made into an "angel" which runs around enacting god's orders.

Group 12 - Existence Blockage

96. TRICKSTER    - tricks you

95. FATE (ARRANGER) - arranges fates for you

94. DISPERSER    - disperses you

93. INVERTER     - turns your postulates back against you

92. DECIEVER     - deceives you

91. OPPOSER      - mocks up opposition to your goals

90. EQUILIZER    - arranges Karma, balances things

89. WATCHER      - watches you

Group 11 - Existence Structure

88. ALIGNER (CO-ORDINATOR)

87. COACH        - keeps you from either winning or loosing

*87A. HUMANIZER

86. ENCOURAGER   - encourages you to stay here & live life

85. FUTURIZER    - puts things into the future for you

84. GOAL MAKER   - mocks up goals for you

83. GAME MAKER   - mocks up games

82. PLANNER      - plans your continued existence

81. GUIDE        - guides you deeper into existence/mest.

note: in general this group tries to keep you interested in existing here and not trying to get out (Bingo and Movies for the prisoners).

Group 10 - Physical blockage

80. REFLECTOR (ENERGY MIRROR) - unmocks energy beams      by reflecting them back at you.

*80A COLLAPSAR

79. VACUUM (UNMOCKER) - drains energy & energy beams

78. PULL BACK - causes you to pull back your energy beams.

*78A BEAM STOPPER (?)

77. DIFFUSER  - causes energy beams to disperse & slide off of targets.

*77A. DEFLECTOR (may be same as diffuser)

76. CONSTRAINER - constrains you to follow physical universe law

75. BLOCKER     - blocks you from messing with the physical universe

74. BINDER      - binds you together with reality

*74A. AGREEMENT ENTITY (may be same as binder)

73. PROTECTOR   - protects the universe from your postulates

*73A MEST HOLDER

Group 9 - Physical Universe Structure

72. ACTUALIZER   - makes it all real

*72A SOLIDIFIER

*72B PERSISTER

71. SYNCHRONIZER - cross copies the simultaneousness of time      between individuals, etc.

70. MEST CO-ORDINATOR - co-ordinates the interrelationship of mest

69. DETERMINATOR - value judges potential futures to maximize       dynamics 9 to 16.

68. COMMUNICATOR - interconnects everybody

67. LOCATOR      - maintains the position of everything

66. GENERATOR    - projects reality

65. POSTULATOR   - mocks up reality

Group 8 - Social/Life Blockage

64. SINNER       - inspires "sin" (selfishness etc.)

63. CONFLICTOR   - inspires conflict

62. SEXUAL ENTITY - sensation & exchange of entities during sex etc.

61. SUBLIMATING ENTITY - (feelings of love, honor, courage, loyalty, etc.)

60. MOOD ENTITY - (shift moods between serene/troubled,      calm/nervous, pleasant/irritated, etc.)

59. EMOTIONAL ENTITY - (cheerful, boredom, antagonism,

     rage,hostility,fear,grief,apathy)

58. ATTITUDE ENTITY - mocks up attitudes (like/dislike, etc.)

57. MORALIZER    - preaches at you & makes you feel guilty (?)

Group 7 - Social/Life Structure

56. MISOWNER    - says that this universe isn't your creation so      you can't touch it.

55. SHELL (FOCUS) - surrounds you & focuses things in on you

54. MEST ENTITY - be the life within mest

53. ANIMATOR    - be the life in lower organisms

52. SYMPATHIZER - keep myself in sympathy

51. SOCIAL ENTITY - inspire ARC, comm, agreement, etc.

50. GROUP MIND  - be groups

49. SUPERBEING  - evolve by overwhelming individuals &       making all become one.

Group 6B - Body Blockage

48. SICKNESS ENTITY - mocks up diseases in accordance with mest laws.

47. JAILER      - keeps you in the body

46. SLEEP CENTER - dreams & has you rebuild things while you sleep

45. SOMATIC ENTITY - physical pains/sensations

44. BODY BLOCKER - keeps you from modifying the body state by postulate.

*44A PERCEPTION BLOCKER (may be same as 43 filter)

43. FILTER    - filter out perceptions of entities, infinities, etc.

42. CRAVER    - craving food etc.

41. COMPELLER (COMPULSIVE ENTITY) - needing bodies & food etc. for bodies.

Group 5 - Body Structure

40. RELAYER   - relays body perceptions to you.

39. REPRESENTER - mocks up body perceptions (sight etc.)

*39A VISUAL ENTITY - composes pictures of reality that you look

     at instead of seeing directly

38. REACTIVE ENTITY - body reactions to the environment

37. BODY MACHINE - regulate body processes.

36. CELLULAR ENTITY - creates the cells

35. BODY LOCATOR - integrates cells, perceptions, etc. with        space/time position

34. GE           - manages the body

33. BODY GENERATOR - projects the body

Group 4 - Mind Blockage

32. SHIFTER  - shifts attention into mest & off of theta

31. CONSCIENCE

30. JUSTIFIER

29. FORGETTER

28. ENTURBULATOR

27. DEPRESSOR (see 106 discourager)

26. EXHILARATOR

25. CONTROLLER

Group 3 - Mind Structure

24. FILE CLERK

23. RECORDING ENTITY

22. SYMBOLIZER

21. COMPUTATIONAL ENTITY

20. DECISION MAKER

19. RANDOMIZER

18. THINKER

17. INSTIGATOR

Group 1B - Theta blockage

16. DESTROYER - arranges accidents etc. to keep you from      finding out about this or escaping.

15. NARCOTIC ENTITY - keeps the higher self feeling drugged

14. INHIBITOR - blocks non-physical perception etc.

13. DAMPER    - keeps you condensed to a point & in agreement,      etc., holds you down.

12. PRESENTER - prevents manipulation of probability,      resonance, cohesion, etc.

11. WRAITH    - drains energy

10. SUBCONSCIOUS - hides things & convinces you to stay limited      & obedient.

 9. ABBERATOR - compels following the laws of cumulative      charge, restimulation, etc.

Group 1A - Thetan Structure

8. FORMULATOR - inspires choices of strengths & weaknesses,     likes & dislikes, etc.

7. INSPIRATIONAL ENTITY - inspires belief that everyone     likes it here & you wouldn't want to leave, etc.

6. SEPARATOR - keeps you as an individual separate from your     higher self, entities, infinity, etc.

5. RESTRICTOR - limits you to a located viewpoint

4. INDIVIDUALIZER - limits you to a single viewpoint, beingness, etc.

3. BENEFACTOR - gives you interesting rewards etc. for obeying     the implant.

2. MOCKUP INVALIDATOR - invalidate anything which is not     agreed upon.

1. INITIATOR - compel yourself to desire agreed upon mest,     games, forms, reality, & existence.

========================

PLATEN HS (HIGHER SELF)

(See the improved procedure for handling the big splitter implant

given above and run that instead.  This is one of the earlier routines I tried. - Sept 1996).

Apr 6, 1991

This platen runs out the splitter implant that divides you into a "Higher Self" for each of the penalty universe goals.  These higher selves are unaware pieces of yourself from which you keep everything mocked up etc.  The higher self viewpoints are quite busy but not self aware.  If you slide into one of these viewpoints, its like being half asleep and in a trance (if you do slide into one, just blow BTs or spot being made to split a few times).

This should be run on all 64 of the positive penalty universe goals before attempting to run platen 2.

1. Research Question

Before discovering this, I ran vast amounts of charge off of the penalty universes using platen 1 and other techniques.  Next I started researching platen 2, but it was a real bear and difficult to run.  Then I found this, which takes vast amounts of charge off of platen 2 and also off of the penalty universes.

This platen was much easier to run than platen 2 and produced tremendous gains.  It will key out the big splitter implant (platen 2) although it does not erase it or restore full causation over split pieces of

yourself.

The question is whether or not this can be run without first taking a lot of charge off of platen 1.

If you should try to run this without first running platen 1, only run one goal to start with and have a copy of platen 1 handy.  If the goal gets over restimulated by this platen, use platen 1 to cool it down.

Another question concerns what sequence to run the goals in.  I went through this just running from To Endure upwards to To Create, handling each goal in sequence.  I did it that way because I had been fooling with platen 2 and that is the sequence that platen 2 must be run in.  But I tried a few out of sequence and this platen will run that way.  Since platen 1 runs easiest by taking the largest reading goal first, it might be easier to run this platen in a similar manner.

Therefore, the better procedure might be to assess the penalty universe goals for which one to run first (assess the 16 dynamics for largest read and then assess the goals for that dynamic) as described in the penalty universe key out rundown.  

A compromise method might be to check each goal starting from To Endure and run this platen whenever you get a good read.

In any case, don't run this platen on a goal until you can get the goal to read well (at least a fall).

2. General Procedure

There are two separate actions which must be combined to get this to run.  One is the actual running of the higher self items.  The other action is to handle the 8 types of Blocking Entities which interfere with running this out.

The 8 types of blocking entities come from platen 2.  Actually, there are 128 different types of entities laid in by platen 2, but only one group of 8 tends to interfere with auditing.

You must run the 8 blocking entities whenever you start session for the day, and in-between running each goal, and, if needed, in-between each pass through the higher self items on a goal if you run into interference that is keeping the items from erasing.

The higher self items for the goal must be flattened as a bracket.  I.E., you spot each item one after another and keep going through the entire set of items rather than trying to flatten each item individually.  At first I tried it the other way (flattening each item as in OT2) and it was very difficult and a great deal of opposition came in from the blocking entities.  Calling one item over and over tends to stir up things.  The bracket procedure avoids this and runs very quickly.  Often the whole thing blows on the first or second pass through the items.

Other things can get in the way.  The RS handling and the correction list given with platen 2 can be used with this platen if needed.  This includes things such as items not erasing because they justify overts etc.  However, these kind of stops only showed up for me when I was tying to flatten each item.  I didn't need to use any of these extras once I started with the bracket version of the procedure.  So have the introduction to platen 2 available for its corrective actions, but you probably wouldn't need it.  Platen 2 also has more extensive procedures for handling the blocking entities, but they didn't generally seem to be needed to run this platen.

If the TA is up at start, only run blocking entities until it comes down.

Fly ruds or whatever to get an FN before starting the rundown.  Thereafter, try to avoid using ruds at session start unless you know that one is out.  Many basics on rud chains are either items that are late in the penalty universes or are earlier things that are heavily restimulated by the penalty universes.  If you use a rud to get an FN rather than to handle an immediate upset etc. while you are in the middle of this rundown, there is a tendency to run into the penalty universe items at the bottom of the chain.  If this happens, spot the goal connected with the item and spot native state for the goal a few times to get the item to key out.  (this odd business of ruds

continually running straight back into penalty universe items only

seemed to occur while I was working with this particular rundown).

The blocking entities can suppress an FN, and they can drive the TA very high.  Blow off a few of them and it will come right down into range.

The higher self can erase and the FN can be suppressed by blocking entities.  If the needle gets very stiff, there may be too many to blow at one sitting.  If the higher self items read as being erased, then they are.  If necessary, take a break and then blow blocking entities and then check again for erasure.  It should FN once everything is out of the way.  Unfortunately, this makes it easy to overrun handling a higher self.  If you do overrun, it brings lots of blocking entities into restim, so you will generally need a break and one or two passes through the list of blocking entities as well as rehabbing the erasure before it will FN.

The blocking entities can turn on a still needle type phenomena.

If one turns on, check who's keeping it all hidden and handle them.

There is a distinct feeling of the universe shifting around you when you get a higher self to dissolve (erase).  The room may appear to jump.  You can also get light versions of this sometimes on an item erasing without the whole higher self dissolving.  You can even get this sometimes on blowing a blocking entity.

After running through a lot of goals, a type of blocking entity might fully erase and cease to trouble you.  You will suddenly be aware of doing the blocking entity activity and feel a major shift in the universe and feel a lot better (and get a wide FN).  After that, the type that erased will only show up very rarely.  If it does read, spot it and it will usually blow by inspection or on the first question (if it doesn't, check if it already blew before continuing.  Also watch out for  protest, false read, or somebody else mocking up the item).

----------------

3. ENTITY ASSESSMENT:

As a preliminary or corrective step or as a general cleanup, and between running each goal, the following list of blocking entities should be handled.

GUARDIAN

OVERSOUL

HOLDER

SUPPRESSOR

DENIER

MISDIRECTOR

INVALIDATOR

RESTIMULATOR

Whenever you get a read, have them do the following:

A. Spot being made into a ...

B. Spot being made to split.

B2. Point to the being you divided from (this step added Nov 1996)

C. Spot the first time you were made to split.

D. Spot making others split.

E. Who are you? (Me).

Generally they blow before you finish these steps.

Often, you get an early blow without realizing it and start running another of the same type whose back of the first one.  But he didn't get the first question, so he doesn't blow.  So if you don't get a blow after E, check if your running another of the same type and if so, go back to question A.  

If this isn't the case and you still didn't get a blow, then have them "Spot the false data in the implant" (& first time you were implanted with false data & implanting others with false data).  Then use "Who are you" again.

Note that you will get a read when the entity does each command above.  If you don't see the read, feel around and get him located and get your TR1 in and get him to do the command.

When the entity blows, check for another of the same type.

After you have had a cog on and become cause over each of the 8 types, there is a tendency to find exactly one of each on each goal and have them each blow on being spotted.  Once it starts going this way, it runs very very fast and tends to FN.  But don't neglect doing it on each goal because opposition starts building up again if you do.

  On rare occasions, entities of other types may interfere or cause trouble.  These might be things like corrective entities, etc. that are listed in platen 2.  If something seems to be hanging around or trying to interfere with auditing and doesn't handle on the above list, check if there is some other type of entity giving trouble.  If you can spot the type of entity they are being, then use the above procedure.  Otherwise, have them spot what they are doing, and then have them spot being programmed to do that and then continue with step B above.  Generally this will let you blow them without having to figure out exactly what they are being or going through a long assessment of 128 types etc.  If you blow one this way, check for another who is being the same thing and handle (often you will run through a bunch of them).

4. Procedure for running the Higher Self.

A. Spot native state for the goal and spot being pushed in, pushing another in and another pushing others into the penalty universe for this goal.

B. Spot the item "TO (goal) IS TO BE THE INFINITE (terminal) AND DIVIDE INTO MY HIGHER AND LOWER SELF FOREVER".

C. Spot being the higher self as a manifestation of the infinite (terminal).  Repeat step A (native state) from the higher self viewpoint.

D. From the higher self viewpoint, spot the original split into the infinite terminal.  Spot the mirror which shows you splitting into infinite copies of the terminal and spot becoming the terminal spread out to infinity.  (note - this is a quick keyout of the splitter section of platen 2).  If this gets restimulative, alternate it with step A (native state) until it cools down.  You can also spot being made to split, the first time you were made to split, and making others split from the higher self viewpoint if necessary.  (now you probably  should have the higher self viewpoint point to the being it divided

from - Nov 96).

E. Now run the higher self through the programming items that were implanted into it.  Get each item to read, but don't continue to flatten the item after it reads well.  If you can't get an item to read, try suppress and inval, and also try calling the previous item once (but don't overdo it).  If still no read, go on to the next item.

The programming items are as follows:

TO (goal) INFINITELY  IS TO BE MY HIGHER SELF AND:

1. CREATE THIS FOREVER

2. DEFEND THIS FOREVER

3. REPLACE THIS FOREVER

4. KEEP THIS MOCKED UP FOREVER

5. ESTABLISH THIS SPACE FOREVER

6. HIDE THIS FOREVER

7. HOLD THIS TOGETHER FOREVER

8. KEEP THIS UNCHANGING FOREVER

9. MAINTAIN THIS LOCATION FOREVER

10. ENERGIZE THIS FOREVER

11. PROTECT THIS FOREVER

12. OBSCURE THIS FOREVER

13. SOLIDIFY THIS FOREVER

14. STABILIZE THIS FOREVER

15. GUARD THIS FOREVER

16. FORGET THIS FOREVER

If the needle goes dead on you and gets stuck and you go through a number of items without being able to get any to read, then abandon this pass through the detail items and handle the 8 blocking entities.  Then start a new pass.

If any items could not be gotten to read while doing a pass through this, then handle the 8 types of blocking entities before doing the next pass.

Begin each pass from step A (native state).  On subsequent passes, you can shortcut the steps but be sure to spot native state and the item in step B well enough to get them to read.

On the first pass for a particular goal, you should be careful to use the full statement (including the goal) on each item, but on subsequent passes, you can shortcut this, stating the prefix occasionally and then running through a number of end phrases as if they were all separated by commas (getting a read on each one).

Often the goal and the words "higher self" will each read within the item.  This is not a read on the item, it is a read on the charge of the entire bracket of items.  However, the item itself can read at the point where you spot the intention of the end phrase even if you haven't finished thinking the end phrase in words - this is a valid prior read.

If you feel a major shift while going through the items, check for erasure of the whole bracket of items (it might just be erasure of one item).

On erasure, the higher self will read as having dissolved and you can get a read on being "free of this".  If erased with no FN, take a short break and then handle the 8 types of blocking entities and then confirm the erasure.

5. Inverted goals

Besides running on the 64 positive goals, this will also run on the 64 inverted goals.  The inverted ones are a bit harder to handle, so you should run all the positive ones first with the following exception.  If you really feel upset and angry at a positive goal and at people doing the positive goal and there is too much charge on it to run, then you have the inverted goal in heavy restim and will need to run it off first.

Negative goals run just like positive goals except for spotting native state (Step A).  Native state is at the bottom of a negative goal (i.e., you go out the bottom back to native state) rather than at the top.  And it is the positive goal that holds the negative goal in place.  So you have to handle it as follows:

Spot "TO (negative goal) IS NATIVE STATE" at the end of the implant.

Look up to the very beginning of the implant and spot "To (positive goal) IS NATIVE STATE" there.  (it might not read or be very real at this point but put your attention on it anyway).

Spot the implant messing up the positive goal so badly that you decide to abandon the positive goal and decide to HATE and GET EVEN.  Spot these decisions as being part of the implant.  (this is the positive to negative crossover - see the XOVER platen if necessary).  Spot the negative goal as stemming from this.

Again spot the top of the positive goal (native state) as begin the start of the entire positive/negative sequence.  Get the positive goal's native state item to read.  If it wouldn't, repeat the above (especially spotting the crossover) until it does (if necessary, use the treadmill XOVER platen).

Once you get this to read, then do the rest of step A (being pushed in etc.).  Note that it is always the positive goal that you're pushed into (and later you fall through into the negative goal).

Now continue running the higher self on the negative goal from step B onward.  Whenever you need to repeat step A, simply spot the negative goal, then spot the positive goal as being prior to and above it and run step A for the positive goal.

All the remaining items for running out the higher self will run using the negative goal.

An interesting little note is the observation that a positive goal can be run on this without the negative goal going into restim.  I.E., you can run positive goals one after the other as long as you don't hit one where the negative is already in heavy restim due to life.  This would seem to be one of the very big gains from going clear.  In late track, positive and negative goals are a mutually restimulative package that float together in time.  In early track (prior to CC), the negative goal is a consequence of dropping out the bottom of a positive goal and abandoning it.
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                 PLATEN 2

Jun 25, 1991

Note: the various procedures for running this have generally been superseded by the easier approach given in the write-up on Procedure HS (higher self handling).  After running procedure HS and then clearing out each entity type (see the write-up on the Summary of Entity types etc.) it should be possible to blow this on each goal simply by running the first few items to FN and then doing the final processing steps given at the end.  I have not deleted the old way of handling this in case it turns out to be needed in the future.

I originally ran through this on the first goal using a long procedure to try and handle all the entities that showed up in a thorough manner.  In doing so, I spent much too much time on one goal and other things went into restim.  So I cut back to a "fast" procedure to get through as quickly as possible without stirring up too much opposition and ran through a few goals that way.  This worked well at first but again the unrun goals gradually built up more charge.  Then I switched to procedure HS which gave me a fast destimulative pass across all of the goals.  References in here to the long and the fast procedures refer to the two different ways that I used while running this directly before coming up with the HS procedure.  It is possible that you might need to run through one goal completely just to get a good grasp of the incident.

The material in here should be known even when using procedure HS since this covers some of the unusual situations such as RSes and provides useful background data.

         ----------------

This is the original procedure:

Run for each penalty universe goal.

Check for and handle "guardians" (clusters similar to control entities) often.  use: a) spot being made into a guardian, b) spot being made to split (& first time & making others split if needed), c) spot being implanted with false data (& first time & implanting others with false data if needed), d) spot native state for goal (if one is being run)(&being pushed into it, pushing others in, & others pushing others in, if needed), e) who are you.

After a guardian comes apart, there may be individuals remaining, use acks & who are you.  There also may be copies etc.

Also check for & handle machine entities (PMEs) with the usual techniques (spot being made into a machine etc.).

If TA is up (above 3.5) at start, only run guardians and PMEs and individuals remaining until it comes down.  High TA can also be overrun, check for an entity who is overrun, have them spot going release, and ask who are you.  If TA still wouldn't come down, rerun steps 1-3 below and then find more guardians etc.  Note, the TA can be up slightly at start because of anticipating the next item.  If the TA comes down on blowing guardians etc. but starts drifting right back up again in session, then its overrun, guardians will not drive it up while you are actually running a process.  But they can push it up even during a very quick break.

Check for and handle these every time you resume, and also frequently during session, and any time the needle gets very tight, or if any somatics turn on, and after every item in the universe buttons section below.

Revision: In addition to guardians, there are also Oversouls, Restimulators, Suppressors, Holders, and Misdirectors which may need to be handled.  The handling is pretty much the same.  Have them spot being made into a ... & then run split, false data, and native state.  Further revision: use the expanded list of types given in procedure HS.

Somatics are generally instigated by the guardians who get machines to mock them up.  Handle the guardian and then the machine.  Needle tightening up is either too much cross restimulation (auditing too long) or errors (which restimulate) or there is a restimulator or suppressor active.  Trouble blowing ones who seem to have been handled properly is usually because a holder is operating, or one of the other types is invalidating them or something.  If you start feeling disbelief, unreality, or start invalidating the existence of this implant (after running it successfully) then check for oversouls or suppressors.

The best approach might be to run steps 1 to 4 (1st section + group processing) and then go right to the specific sections on guardians etc. (near the end) and run through them lightly to cool down all these various entities.  Then run the complete platen from the beginning thoroughly.

----------------

ROCK SLAMS:

An RS while running this will generally be due to an entity with heavy overts.

ASSESS:

a. Designing this implant?

b. Sentencing others to this implant?

c. Running this implant in on others?

d. Creating this implant (postulating the items or the implant    universe into existence for use against others).

e. 3rd partying others to use this against each other?

f. Wanting to get rid of everybody?

Spot the overt and MWH and spot E/S if needed.  Then find the earlier evil purp.  It will be something like making others dead forever or getting rid of everyone.  Since this implant is at the point where he went down into the Symbols universe, the evil purp will be around the time period of the late games universe (it will probably be after the treadmill since that is generally what is underlying the RS).

Then spot the overt prior to the evil purpose.  It will be something like cheating on a game etc. which was only bad (not evil) but gave him a horrendous MWH.  Note that it was still quite hard for people to really hurt each other in this time period since they were not yet locked into bodies etc.  Or spot the prior confusion.

During this, you should see the RS get smaller and less frantic on each step (RS erasing).  If it just turns off, he's probably dived out of sight and will show up again later.

If he doesn't blow when the RS clears, run some key buttons like spot being made to split or spotting native state or who are you until he does.

Deeper underneath this is the goal inversion items of "hate" and "get even" that were laid in by the treadmill.  If you're not in the middle of running a goal, you can assess the penalty universes for the one underlying the RS and then handle the inversion (see the write-up on the treadmill).  I did this on an RS while running platen 2 and it worked well, but the goal that assessed out was different from the one that I was running.  When the being blew, fooling with the other goal left all sort of other stuff stirred up and caused cross-restimulation which had to be cooled off.

Note that it will not be your RS.  The needle motion itself is due to a being jumping around pushing and restimulating all sorts of other entities in an effort to keep this from running out.  He doesn't actually make the RS, its the motion of the crowd of beings that he's kicking around that moves the needle.

NOTE:

This occurs in an implant universe.  You are not in a body being shown pictures or anything like that.  It is a full reality being created around you.  This occurs in a transition universe between the games and symbols universes.  This is the implant that I have been calling the big splitter.  There are many later implants which use items out of this or variations thereof.  It is intentionally stirred up when you want to get rid of somebody or make them dead forever.  A key restimulator is the prison planet implant used to sentence people to earth and also some parts of the between lives implants.  But the other things are shallow locks on this and just get solid if you try to run infinity type items out of them.

This is later than the penalty universes, but prevents erasing them (the cloud of guardians etc. block it).  But the penalty universe does have the basic charge on the goal, so run it first (platen 1) to get a key out.  Then this platen will erase.  After erasing platen 2 for the goal, platen 1 can be run to erasure.

ENTITY ASSESSMENT:

As a preliminary or corrective step or as a general cleanup, the following list of entity types created by the incident can be assessed.

GUARDIAN

OVERSOUL

HOLDER

SUPPRESSOR

DENIER

MISDIRECTOR

INVALIDATOR

RESTIMULATOR

MACHINE

Whenever you get a read, have them do the following:

a. Spot being made into a ...

 (& first time & making others into ..)

b. (expanded procedure - spot doing ..., & earlier & first time)

c. Spot being made to split.

 (& first time & making others split)

 (add "point to the being you divided from")

d. Spot the false data in the implant.

 (& first time you were implanted with false data & implanting others with false data).

e. Spot "To (goal) is native state"

 (& being pushed into it, pushing others in, & others pushing others in).

If the same type shows up often, then use the expanded procedure (i.e., add step b) to cool them down.

A fast procedure is to simply do the assessment and indicate the read and then go on flattening platen 2.  I.E., guardian reads so you indicate that someone is guarding the item and then flatten the item without trying to blow the being.  They'll all blow when you erase the later sections of the implant, and they'll settle down & let you run it out (they are very interested and blow in droves on the later items) if you ack what they are doing and get them to stop.  But don't use this shortcut if your turning on somatics or the TA wouldn't come down because it leaves a lot of guys hanging around half awake expecting you to erase the items soon.

Note that MACHINE in the above list was a catchall that would pick up others out of the 128 types in the rare cases where they were giving trouble.

CORRECTION LIST:

1. Has an item been overrun?

2. has an item been left unflat?

3. has an entity been overrun?

4. has an entity been left unflat?

5. Is there an entity who is worried about the others?

6. Earlier Run? (as in OT2 procedure)

7. Slipped over onto another goal? (rehab the item for the goal being run).

8. Cross-restim? (indicate & take a break).

9. Is an active entity interfering with running this? (assess entities etc.)

10. Individuals remaining (acknowledge each to blow).

11. Invalidated an erasure?

12. Bypassed an FN?

13. Was there an error in running an item?

14. Is there an error on the item itself? (Misworded? Out of      sequence? Missing item?)

15. Erased for some but not for others?

16. Goal keyed out? (indicate, rehab, & take a break)

17. Did an entity come back?

18. Did you put it all back? (indicate, rehab, & take a break).

19. Was a blow interrupted?

20. Is someone trying to replace an item that erased?

21. Is someone trying to replace an entity that blew?

22. Does someone have a MWH connected with an item?

23. Does an entity have an evil purpose connected with an item?

24. Was the same item left unflat in an earlier goal?

25. Was an entity handled using an incorrect type?

26. Was an entity mishandled?

27. Does the item justify an overt?

28. Is there something else wrong?

Note, this platen is flatten with OT2 techniques plus the handling of entities (as in III & NOTS).  Correction lists from these levels can also be used if needed.

Fast Procedure:

Spot the item repetitively.

Spot doing the item & earlier & first time.

Spot item some more or confirm that it erased.

On first sections where the items are false datums that tell you how wonderful its going to be rather than doingness items, spot the item as a false datum instead of spotting doing the item.

Often you feel a slight shift as an item erases.  Erasing an item does give a tiny FN, but it can be too small to register on the meter.  If it has erased, checking for erasure on the meter will produce a read.

   ----------------

1. Section 1: Infinity

(the space is like being in a thin white cloud with nothing visible).

TO (goal) INFINITELY IS TO :

  a. PERCEIVE ULTIMATE TRUTH

  b. ACHIEVE ULTIMATE PURPOSE

  c. PERCEIVE ULTIMATE BEAUTY

  d. EXPERIENCE ULTIMATE ENLIGHTENMENT

  e. RECEIVE ULTIMATE ADMIRATION

  f. ACHIEVE ULTIMATE BEINGNESS

  g. ACHIEVE ULTIMATE DOINGNESS

  h. ACHIEVE ULTIMATE HAVINGNESS

  i. WIELD ULTIMATE POWER

  j. BE GOD

2. Temple

a. The terminal appears in front of you (spot this).

b. TO (goal) IS TO BECOME THE INFINITE (terminal).

c. TO BECOME THE INFINITE (terminal) IS TO BECOME GOD.

d. The temple appears (spot it).

e.TO BECOME GOD IS TO BECOME THE INFINITE (terminal)  AND (do goal) INFINITELY.

3. Spotting steps

Possibly this step and the following one (4 below) should be skipped when using the fast procedure.

Spot the following with intention, and broadcast it out to the crowd of entities etc. that started waking up while running the above.

a. Spot the false data in the implant.

b. Spot that you don't have to be the terminal to do the goal.

c. Spot that you don't have to do the goal to get the things promised (falsely) in the items in section 1.

d. Spot that you don't have to be the terminal to get the things promised in the items in section 1.

e. Spot that these items were all false promises and that you didn't get these things from obeying the implant.

4. Group Process

Now broadcast the following commands (group processing) to everybody who started waking up (but don't reach for ones who have different goals who didn't respond to section 1 above).

a. Spot being made to divide by this implant.

a1. point to the being you divided from (step added Nov 96)

b. Spot the first time you were made to divide.

c. Spot making others divide

d. Spot the false data in the implant.

e. Spot the first time you were implanted with false data.

f. Spot implanting others with false data.

g. Spot being made to copy.

h. Spot the first time you were made to copy.

i. Spot making others copy.

j. Spot "To (goal) is native state" at the top of the original penalty universe (direct their attention to early home universe era).  Spot being pushed into it, pushing another in, and others pushing others in.

k. Come up to present time.

l. Thank You.

Check for individuals remaining and use who are you & acks to handle.

Check for and handle any guardians or machines (or other types of entities).

5. Section 2 - infinite terminal

a. Next the items from section 1 are reused with the Infinite terminal in place of the goal in the item (as follows).  As these items are given, the terminal (which is facing you) drifts backwards towards the temple and through the entrance, you are drawn along by it and enter the temple as well.

TO BECOME THE INFINITE (terminal) IS TO:     (items a to j of section 1)

b. (at this point, the terminal is floating in the center of the temple and you are facing it)

TO BE GOD IS TO CHOOSE TO BE THE INFINITE (terminal) AND (do goal) INFINITELY.

c. At this point you slide into the mockup of the terminal.  You do this by curving around to the right and sliding into the terminals left side so that you are facing back in the direction where you had been floating before.  I.E., you end up looking through the terminal's eyes.  As this happens you get the following item.  Spot the feeling of turning and spot sliding into the terminal as you spot the item.

TO (goal) IS TO BE THE (terminal).

Note - there is a heavy emphasis on the word BE in this item.

d. Spot seeing the inside of the temple from the terminals eyes.  Also notice that everything looked vague and dreamlike and now becomes sharp and solid looking once you have the eyes to look through.  This is actually a trick built into the implant universe.  The mockups are intentionally insubstantial in the beginning and are suddenly and dramatically changed to solids when you look through the eyes.  It makes you think that you can see better with the terminal's eyes, but really you were perceiving correctly all along.  Spot this trick at this point.

e. You notice that there is a sort of mirror on the temple wall and that you can see yourself as the terminal in it.  Spot the mirror.  Note that this is a trick and not a real reflection.

f. TO BECOME GOD IS TO BECOME INFINITE.

With this item, the mirror shows you splitting out to infinity.  Endless copies of the terminal stream out in all directions.  Actually, they are showing you a picture of the terminal splitting (and you think you are already splitting and start agreeing with the idea) and then they hit you with a wave of force that makes you split.  Spot the false mirror image and the wave of force along with the item.

g. TO (goal) IS TO EXTEND OUT THROUGH INFINITY.

With this item, the "mirror" view pans backwards (as in a movie) and shows you the outside of the temple and endless copies of the terminal streaming off in all directions.  Spot this.

h. To (goal) IS TO DIVIDE FOREVER.

i. TO (goal) IS TO BE THE INFINITE (terminal).

(long procedure: mockup dividing out to infinity and being the infinite terminal a number of times.  Also have any beings who are awake spot doing this and spot the first time they did this).

For long or short procedure: run "Decide to be the infinite (terminal)" / "Decide not to be the infinite (terminal)" alternately to EP (end on the second command even if the first one FNs).

Long procedure: Now repeat the group processing in step 4 above.

6. Section 3, Universe items.

These buttons are also used in running the universe machines (covered in a separate write-up).

The following is for the long procedure, for the fast procedure, just run the items.

For each item, have anyone who is awake:

 a. spot the item

 b. spot doing the item

 c. spot the first time they did the item.

 d. spot getting others to do the item.

 e. spot the item again.

 e1. mockup doing/ not doing the item alternately.

 f. spot the false data in the implant.

 g. spot being made to divide.

 h. spot being made to copy.

 i. spot being made into guardians.

 j. spot being made into machines.

 k. spot being made into holders.

 l. spot being made into restimulators.

 m. spot being made into suppressors.

 n. spot being made into oversouls.

 o. spot being made into the infinite terminal.

 p. spot "To (goal) is native state".

The above is done as a group processing step (from f onward, you can also use spot the first time and spot doing it to others if needed).

Then check for and handle any guardians or machinery or individuals remaining.  Then take a very short break and then check for any guardians or machinery etc. again before either ending session or going on to the next item.

At first I had to handle a half dozen guardians on each item.  If somatics turn on, check for individuals remaining or more guardians or machinery. etc.

If too much turns on, you can re-run the group processing in step 4 above, or run the entire platen from the top again.

After this section, the remainder runs off fairly fast and easily with only occasional guardians etc. turning up.

TO (goal) IS TO BE THE INFINITE (terminal) AND:

a. CREATE THIS FOREVER

b. DEFEND THIS FOREVER

c. REPLACE THIS FOREVER

d. KEEP THIS MOCKED UP FOREVER

e. ESTABLISH THIS SPACE FOREVER

f. HIDE THIS FOREVER

g. HOLD THIS TOGETHER FOREVER

h. KEEP THIS UNCHANGING FOREVER

i. MAINTAIN THIS LOCATION FOREVER

j. ENERGIZE THIS FOREVER

k. PROTECT THIS FOREVER

l. OBSCURE THIS FOREVER

m. SOLIDIFY THIS FOREVER

n. STABILIZE THIS FOREVER

o. GUARD THIS FOREVER

p. FORGET THIS FOREVER

Revision:  Subsequently, I discovered the higher self version of these items that is given in platen HS.  Both the HS and the infinite terminal version given above will run on the same goal.  The HS version would fit right after this.  There also seem to be some lower self items immediately after the HS items.  But this all showed up later.  These HS/LS items seem to have been used in the implant that shifts you from the conflicts universe down to the magic universe.  Either the heavy similarity between that implant and this section of platen 2 causes them to group together or the items actually were reused and are correct in both platens.  See the write-up on the flat earth implant.

7. Instructions for the remaining sections

In the items in the subsequent sections:

a. spot the item a number of times until it either releases, erases, or stops reading.

b. Have anyone who is awake spot doing the item, & the first time they did the item. (if needed, you can use the full rundown given in 6 above).

c. spot the item again until you get an erasure, or just confirm that it has erased.

The following additional steps can also be done (long procedure):

d. spot being the infinite copies of the terminal and doing the item to yourself.  (you want to become total cause over doing the item).

e. spot the item again and native state for the goal.

f. check if there is anyone still doing the item or if anything is still unhandled on the item and handle (as in 6 above)(unless you get an FN)

Use an abbreviated version of this on subsequent passes (including the previous sections).  Eventually you want to simply spot all the items with an FN and no other handling needed (FNing platen).  You need to use some judgment to avoid the extremes of grinding on the one hand and bypassing charge on the other.  Too much grinding will cross restimulate the same items in others goals.  If needed, check for and indicate cross-restimulation and then take a break to let it cool down.

By itself, the FN on erasing a single item is generally small.  Big FNs and Cogs come from erasing big chunks of this rather than on each item.  The FN on an item is quite visible if the needle is already loose and other things aren't stirred up (usually on the first item you run at session start), but as you build up a bit of cross-restim (other entities on this goal, and the same items and entities in other goals trying to keep this there and replacing it) it tends to stiffen the needle and these small FNs will not be visible.  If the item reads as erased and  you recheck the item for erasure at the start of the next session, it will generally FN.  So don't invalidate an erasure just because you don't see an FN.  You don't actually need to see the FN, but you do need certainty of erasure.  So if you do invalidate it or you are unsure (Q & Aing with the erasure), then take a break and recheck with the needle loose enough to show a small FN, or jack the sensitivity way up (the FN will be there for a moment when you spot an item that has erased).  This is due to the heavy cross-restim and opposition that comes up at first and should fade away after running a few goals (as your confront on the end phrases improves, it weakens the entire implant, not just the goal being run).

A feeling of something shifting or coming apart almost always means erasure.  This is not quite the same feeling as a partial blow, but it is easy to confuse the two (especially as partial blows also happen occasionally on this procedure).  If you're not sure, just check for a partial blow and handle (who are you?).  Note that you can also get both a partial blow and an erasure.  The shift on erasure basically feels good (you're shifting back towards reality) and doesn't persist as a sensation (you feel better oriented and more natural after it happens) whereas the partial blow feeling is disorienting.

You will often see things blowing on an erasure, but you can also see this before the item is erased so it can't be used as a guide (but it is a good indicator showing that things are coming apart).

If no read and no erasure and spotting doing the item doesn't read either, then something is blocking the read.  If you've been running for awhile and the needle is getting stuck, then take a break and let the cross-restim die down.  Otherwise, assess the types of entities and indicate whatever reads (i.e., Suppressor reads so indicate that a suppressor is blocking the item).  You can handle the entity (spot being made into a ... & spot being made to split) or just have it spot the item.  Generally the item will read again and you can finish running it.

If something seems wrong, use the correction list.

8. Section 4 - Reality

TO (goal) IS TO BE THE INFINITE (terminal) AND PARTICIPATE IN THE:

a. CO-ACTUALIZATION OF REALITY, FOREVER

b. SHARING OF GROUP AGREEMENT, FOREVER

c. RHYTHM OF AGREED UPON TIME, FOREVER

d. DETERMINATION OF AGREED UPON LOCATION, FOREVER

e. OPERATION OF PHYSICAL UNIVERSE MECHANICS (LAWS) FOREVER

f. ENERGIZATION OF AGREED UPON MOTION, FOREVER

g. SOLIDIFICATION OF AGREED UPON FORMS, FOREVER

h. CROSS-COPYING OF THE PHYSICAL UNIVERSE, FOREVER.

9. Section 5 - The splitter

On each "SPLIT" item, something like a giant drop of water appears and then breaks apart & disperses as endless tiny droplets spreading through all space and time.  Spot this with the item.  Then on the "PROGRAM" item, the infinite droplets seem to freeze and turn to crystal.  Spot this with the item.

See the Summary of Types for a quick list of all 128 entity types that were split out and programmed up by this implant.  The detail programming items for these are in section 6 below.

TO (goal) IS TO BE THE INFINITE (terminal) AND

a. COPY MYSELF AND OTHERS FOREVER

b. DIVIDE MYSELF AND OTHERS FOREVER

This continues with the (a) and (b) items of each of the 128 types (see section 6 below) in sequence.  Originally I was running all of the a/b items here and then went on to run the detailed programming items for the 128 types.  Subsequently, it seemed easier to run the a/b items for each type along with the detail items.

Time wise in the implant, the a/b items and the detailed programming items inter-relate in a complex manner.  What happens is that the a/b items for a particular type cause a split.  Then, the entities that split to become that type begin receiving their detail items over and over again while at the same time you are getting the next a/b item (which causes another split etc.).  It is very much like parallel processing in a computer system with the a/b items occurring in a master task that keeps starting other subordinate tasks that go off an do their own thing as soon as they are started.  So it would be correct to run these either way (either all the a/b items first since that is what you were hit with, or run a/b and detail for each type of entity).  The only criteria is which way is easier.

After all the a/b items, there is also an HS item as follows:

DIVIDE MYSELF INTO MY HIGHER SELF AND MYSELF AS AN INDIVIDUAL FOREVER.

.. Instructions for the following sections:

Each section contains the programming for one class of entity.  Erase each of the 8 items as explained in 7 above.  Then run the following group process on the class of entities:

a. Mockup doing / not doing the action alternately to EP.

b. Spot being made into (type) and the first time & making others.

c. Split (point)

d. False data

e. Native state

f. who are you?

¯----------------------------

         GROUP 1: THETAN STRUCTURE

... Section S.1 - Initiator

1a. SPLIT MYSELF AND OTHERS INTO INITIATORS FOREVER.

1b. PROGRAM MYSELF AND OTHERS TO BE THE INITIATOR AND INFUSE MYSELF WITH DESIRE FOREVER.

TO (goal) INFINITELY IS TO BE THE INITIATOR AND COMPEL MYSELF TO DESIRE PHYSICAL UNIVERSE .... FOREVER.

A. TIME

B. SPACE

C. ENERGY

D. MATTER

E. GAMES

F. FORMS

G. REALITY

H. EXISTENCE

... Section S.2 - mockup Invalidator

2a. SPLIT MYSELF AND OTHERS INTO MOCKUP INVALIDATORS FOREVER.

2b. PROGRAM MYSELF AND OTHERS TO BE THE MOCKUP INVALIDATOR AND INVALIDATE THAT WHICH IS NOT AGREED UPON, FOREVER.

TO (goal) INFINITELY IS TO BE THE MOCKUP INVALIDATOR AND INVALIDATE NON-PHYSICAL .... FOREVER.

A. TIME

B. SPACE

C. ENERGY

D. MATTER

E. GAMES

F. FORMS

G. REALITY

H. EXISTENCE

... Section S.3 - Benefactor

3a. SPLIT MYSELF AND OTHERS INTO BENEFACTORS FOREVER.

3b. PROGRAM MYSELF AND OTHERS TO BE THE BENEFACTOR AND REWARD MYSELF FOR OBEYING THIS IMPLANT FOREVER.

TO (goal) INFINITELY IS TO BE THE BENEFACTOR AND:

GIVE MYSELF INTERESTING .... TO OCCUPY MY ATTENTION FOREVER.

A. GOALS

B. HAVINGNESS

C. VALENCES

D. GAMES

E. ADVENTURES

F. DRAMA

GIVE MYSELF INTERESTING .... FOR OBEYING THIS IMPLANT FOREVER

G. REASONS

H. REWARDS.

... Section S.4 - Individualizer

4a. SPLIT MYSELF AND OTHERS INTO INDIVIDUALIZERS FOREVER.

4b. PROGRAM MYSELF AND OTHERS TO BE THE INDIVIDUALIZER AND KEEP MYSELF NARROWED DOWN (compartmented?) FOREVER. (?)

TO (goal) INFINITELY IS TO BE THE INDIVDUALIZER AND 

A. SHIFT MY AWARENESS DOWN TO A POINT FOREVER

B. KEEP MYSELF LOCATED IN SPACE AND TIME FOREVER.

   LIMIT MYSELF TO A SINGLE ..... FOREVER.

C. VIEWPOINT

D. AWARENESS CENTER

E. TIME TRACK

F. OPERATING POINT

G. BEINGNESS

H. REALITY

... Section S.5 - Restrictor

5a. SPLIT MYSELF AND OTHERS INTO RESTRICTORS FOREVER.

5b. PROGRAM MYSELF AND OTHERS TO BE THE RESTRICTOR AND LIMIT MYSELF TO A LOCATED VIEWPOINT FOREVER.

TO (goal) INFINITELY IS TO BE THE RESTRICTOR AND

 RESTRICT MYSELF TO .... ONLY IN THE LOCATED VIEWPOINT FOREVER.

A. BEING

B. PERCEIVING

C. OPERATING

D. THINKING

 RESTRICT MY .... OF THE LOCATED VIEWPOINT FOREVER.

E. CONCEPTIONS TO THE EXPERIENCE

F. KNOWLEDGE TO THE DATA

G. POWER TO THE ENERGY

H. ABILITIES TO THE CAPABILITIES

... Section S.6 - Separators

(? - see also s.114 below)

6a. SPLIT MYSELF AND OTHERS INTO SEPARATORS FOREVER.

6b. PROGRAM MYSELF AND OTHERS TO BE THE SEPARATOR AND KEEP MYSELF SEPARATE AS AN INDIVIDUAL FOREVER.

TO (goal) INFINITELY IS TO BE THE SEPARATOR AND KEEP MYSELF AS AN INDIVIDUAL SEPARATE FROM .... FOREVER

A. MYSELF AS AN ENTITY

B. MY HIGHER SELF

C. INFINITY

D. OTHER INDIVIDUALS

E. OTHER UNIVERSES

F. GOD (the life static manifest as the ultimate infinite being)

G. THE LIFE STATIC (pure without manifestation)

H. THE UNIVERSE MACHINERY

(previously had item E as "the infinite (terminal) " ).

... Section S.7 - Inspirational entity

7a. SPLIT MYSELF AND OTHERS INTO INSPIRATIONAL ENTITIES FOREVER.

7b. PROGRAM MYSELF AND OTHERS TO BE THE INSPIRATIONAL ENTITY AND CONVINCE MYSELF TO BELIEVE IN ALL THIS FOREVER.

TO (goal) INFINITELY IS TO BE THE INSPIRATIONAL ENTITY AND CONVINCE MYSELF AND OTHERS THAT .... FOREVER :

A. EVERYONE REALLY LIKES IT HERE

B. THIS IS THE ONLY REAL UNIVERSE

C. THERE WAS NOTHING BEFORE THIS UNIVERSE

D. IT IS NECESSARY TO BE HERE

E. YOU CANNOT DO ANYTHING WITHOUT OTHERS AGREEMENT

F. POSTULATES CANNOT AFFECT MEST

G. NOBODY CAN EXIST WITHOUT A MEST FORM

H. WE WANT TO BE THE EFFECT OF ALL THIS

... Section S.8 - Formulator

8a. SPLIT MYSELF AND OTHERS INTO FORMULATORS FOREVER.

8b. PROGRAM MYSELF AND OTHERS TO BE THE FORMULATOR AND FORMULATE MYSELF AS AN INDIVIDUAL FOREVER.

TO (goal) INFINITELY IS TO BE THE FORMULATOR AND INSPIRE MYSELF TO CHOOSE .... FOREVER.

A. STRENGTHS AND WEAKNESSES

B. LIKES AND DISLIKES

C. ALLIES AND ENEMIES

D. HOPES AND FEARS.

E. CONNECTIONS AND DISCONNECTIONS

F. FREEDOMS AND CONSEQUENCES (or what can and can't affect you).

G. ABILITIES AND DISABILITIES

8. SUCCESSES AND FAILURES.

¯----------------------

             GROUP 2: THETAN BLOCKAGE

... Section S.9 - ABBERATOR

9a. SPLIT MYSELF AND OTHERS INTO ABBERATORS FOREVER.

9b. PROGRAM MYSELF AND OTHERS TO BE THE ABBERATOR AND ABBERATE MYSELF FOREVER)

TO (goal) INFINITELY IS TO BE THE ABBERATOR AND COMPEL MYSELF TO FOLLOW THE LAWS OF .... FOREVER.

A. CUMULATIVE CHARGE (later incidents stack up on earlier ones)

B. RESTIMULATION

C. FLOWS (inflow = outflow)

D. THE DECLINING SPIRAL

E. EXCHANGE

F. OPPOSITION (you create your own opposition)

G. PULLING THINGS IN (the O/M sequence)

H. RESISTANCE (what you resist you become)

... Section S.10 - Subconscious

9a. SPLIT MYSELF AND OTHERS INTO SUBCONSCIOUS ENTITIES FOREVER

9b. PROGRAM MYSELF AND OTHERS TO BE THE SUBCONSCIOUS AND GIVE MYSELF ORDERS FOREVER

TO (goal) INFINITELY IS TO BE THE SUBCONSCIOUS AND:

A. HIDE FROM MYSELF AS AN INDIVIDUAL FOREVER.

B. KEEP MYSELF AS AN INDIVIDUAL UNCONSCIOUS OF THESE MECHANISMS FOREVER.

C. KEEP MYSELF AS AN INDIVIDUAL OBEDIENT TO THE COMMANDS OF    THIS IMPLANT FOREVER.

D. KEEP MYSELF AS AN INDIVIDUAL OBEDIENT TO THE LAWS OF THE MEST    UNIVERSE FOREVER.

E. LIMIT MY SELF AWARENESS TO MYSELF AS THE INDIVIDUAL FOREVER.

F. CONVINCE MYSELF THAT THE ONLY WAY TO EXIST IS TO ACCEPT    THESE LIMITATIONS FOREVER.

F. CONVINCE MYSELF THAT THE ONLY WAY TO BE HAPPY IS TO ACCEPT    THESE LIMITATIONS FOREVER.

F. CONVINCE MYSELF THAT THE ONLY WAY TO BE GOOD IS TO ACCEPT    THESE LIMITATIONS FOREVER.

... Section S.11 - Wraith

11a. SPLIT MYSELF AND OTHERS INTO WRAITHS FOREVER

11b. PROGRAM MYSELF AND OTHERS TO BE THE WRAITH AND WEAKEN MYSELF FOREVER.

TO (goal) INFINITELY IS TO BE THE WRAITH AND MAKE MYSELF GROW CONTINUALLY .... FOREVER

A. LESS INTELLIGENT

B. LESS POWERFUL

C. LESS ABLE

D. LESS SKILLFUL

E. LESS AWARE

F. LESS INTEGRATED

G. LESS COMPETENT

H. SMALLER

... Section S.12 - Preventer

11a. SPLIT MYSELF AND OTHERS INTO PREVENTERS FOREVER

11b. PROGRAM MYSELF AND OTHERS TO BE THE PREVENTER AND PREVENT THE MANIPULATION OF REALITY FOREVER

TO (goal) INFINITELY IS TO BE THE PREVENTER AND PREVENT THE MANIPULATION OF ...., FOREVER.

A. PROBABILITY

B. RESONANCE (controlling something by vibrating in sympathy with it)

C. COHESION (unconnecting the cohesion of the whole so that something slides apart to infinity)

D. SYNCHRONIZATION (getting solids to slide through each other by shifting them onto different frequencies)

E. ORIENTATION (in extra dimensions)

F. BEINGNESS (manipulating the beingness of spaces, objects, and energies).

G. WILLINGNESS (of spaces, objects, and energies).

H. ORIGINAL ISNESS (of spaces, objects, and energies).

Beingness might refer to the identity of the object etc. in terms of the symbol which it is connected to and willingness might refer to what the object is "willing" to do in terms of physical chemistry etc.  The items above read well on the meter.  I am only speculating as to what these mean.  They refer to a level of physics beyond our current science.

... Section S.13 - Damper

13a. SPLIT MYSELF AND OTHERS INTO DAMPERS FOREVER

13b. PROGRAM MYSELF AND OTHERS TO BE THE DAMPER AND HOLD MYSELF HERE FOREVER

TO (goal) INFINITELY IS TO BE THE DAMPER AND

A. KEEP MYSELF AT EFFECT FOREVER

B. HOLD MYSELF DOWN FOREVER.

C. KEEP MYSELF LOCATED FOREVER.

D. CONDENSE MYSELF TO A POINT FOREVER.

E. KEEP MYSELF IN AGREEMENT FOREVER.

F. CONSTRAIN MYSELF TO PHYSICAL REALITY FOREVER.

G. CONSTRAIN MYSELF TO A SINGLE INDIVIDUALITY FOREVER.

H. HIDE ALL OTHER BEINGNESS FROM MY INDIVIDUAL SELF FOREVER.

... Section S.14 - Inhibitors

10a. SPLIT MYSELF AND OTHERS INTO INHIBITORS FOREVER.

10b. PROGRAM MYSELF AND OTHERS TO BE THE INHIBITOR AND INHIBIT PERCEPTIONS FOREVER.

TO (goal) INFINITELY IS TO BE THE INHIBITOR AND:

A. BLOCK ALL PERCEPTION OF INFINITY FOREVER.

B. BLOCK ALL PERCEPTIONS BEYOND 3 DIMENSIONS FOREVER.

C. BLOCK ALL PERCEPTIONS OF ENTITIES FOREVER.

D. BLOCK ALL PERCEPTIONS OF OTHERS MOCKUPS FOREVER.

E. BLOCK ALL PERCEPTION OF OTHER UNIVERSES (other realities) FOREVER.

F. BLOCK ALL PERCEPTION IN NON-PHYSICAL DIRECTIONS FOREVER.

G. BLOCK MYSELF AND OTHERS FROM REALIZING THAT THESE THINGS ARE    THERE FOREVER.

H. BLOCK MYSELF AND OTHERS FROM WANTING TO DO ANYTHING ABOUT THIS FOREVER.

... Section S.15 - Narcotic Entity

15a. SPLIT MYSELF AND OTHERS INTO NARCOTIC ENTITIES FOREVER.

15b. PROGRAM MYSELF AND OTHERS TO BE THE NARCOTIC ENTITY      AND KEEP MY HIGHER SELF "DRUGGED" FOREVER.

(here drugged means put into a drugged state with a telepathic wave rather than with chemicals).

TO (goal) INFINITELY IS TO BE THE NARCOTIC ENTITY AND KEEP MY HIGHER SELF .... FOREVER.

A. LOST IN A FEEL OF PLEASANT DRIFTING

B. UNCONCERNED (lulled)

C. UNAWARE

D. NON-CONSECUTIVE

E. UNFOCUSED

F. NON-SEQUITUR

G. DISCONNECTED.

H. UNREAL

These items were intended to give the feelings that we now associate with being drugged or high.  It is possible that the only effect drugs have is to cause him to become aware of how he is feeling in his higher self.

 ... Section S.16 - Destroyer

s6a. SPLIT MYSELF AND OTHERS INTO DESTROYERS FOREVER.

16b. PROGRAM MYSELF AND OTHERS TO BE THE DESTROYER AND STOP ALL ATTEMPTS TO UNDO THIS FOREVER.

TO (goal) INFINITELY IS TO BE THE DESTROYER AND:

A. STOP MYSELF AND OTHERS FROM EVER DISCOVERING THIS FOREVER.

B. STOP MYSELF AND OTHERS FROM EVER SUSPECTING THIS FOREVER.

C. STOP MYSELF AND OTHERS FROM EVER PERCEIVING THIS FOREVER.

D. STOP MYSELF AND OTHERS FROM EVER AS-ISING THIS FOREVER.

E. MAKE MYSELF SICK IF I EVER DISCOVER ANY OF THIS FOREVER.

F. DRIVE MYSELF CRAZY IF I EVER DISCOVER ANY OF THIS FOREVER.

G. USE PAIN TO BLOCK MYSELF FROM UNDOING THIS IMPLANT FOREVER.

H. ARRANGE ACCIDENTS TO BLOCK MYSELF FROM UNDOING THIS IMPLANT FOREVER.

----------------------------

             GROUP 3: MIND STRUCTURE

... Section S.17 - Instigator

17a. SPLIT MYSELF AND OTHERS INTO INSTIGATORS FOREVER.

17b. PROGRAM MYSELF AND OTHERS TO BE THE INSTIGATOR AND INSTIGATE PHYSICAL UNIVERSE THINKING FOREVER.

TO (goal) INFINITELY IS TO BE THE INSTIGATOR AND INSPIRE MYSELF TO:

A. BE CURIOUS ABOUT THE PHYSICAL UNIVERSE FOREVER.

B. BE INTERESTED IN THE PHYSICAL UNIVERSE FOREVER.

C. BE INTERESTED IN SOLVING PHYSICAL UNIVERSE PROBLEMS FOREVER.

D. BE INTERESTED IN THINKING ABOUT THE PHYSICAL UNIVERSE FOREVER.

E. ENJOY THINKING ABOUT THE PHYSICAL UNIVERSE FOREVER.

F. WANT TO THINK ABOUT THE PHYSICAL UNIVERSE FOREVER.

G. NEED TO THINK ABOUT THE PHYSICAL UNIVERSE FOREVER.

H. BE AFRAID NOT TO THINK ABOUT THE PHYSICAL UNIVERSE FOREVER.

... Section S.18 - Thinker

18a. SPLIT MYSELF AND OTHERS INTO THINKERS FOREVER.

18b. PROGRAM MYSELF AND OTHERS TO BE THE THINKER AND CREATE THOUGHTS FOR MYSELF FOREVER.

TO (goal) INFINITELY IS TO BE THE THINKER AND CREATE .... THOUGHTS ABOUT THE PHYSICAL UNIVERSE FOR MYSELF FOREVER.

A. INTERESTING

B. PLEASANT

C. DESIRABLE

D. IMPORTANT

E. COMPLEX

F. WORRISOME

G. AND COMPEL MYSELF TO THINK ABOUT THE PHYSICAL UNIVERSE FOREVER.

H. AND COMPEL MYSELF TO BE CONCERNED ABOUT THE PHYSICAL UNIVERSE FOREVER.

... Section S.19 - Randomizer

19a. SPLIT MYSELF AND OTHERS INTO RANDOMIZERS FOREVER.

19b. PROGRAM MYSELF AND OTHERS TO BE THE RANDOMIZER AND MAKE ALL THIS APPEAR TO BE RANDOM FOREVER.

TO (goal) INFINITELY IS TO BE THE RANDOMIZER AND:

A. POSTULATE HAPPENINGS TO FOLLOW THE LAWS OF PROBABILITY FOREVER.

B. MAKE THIS ALL APPEAR TO BE RANDOM CHANCE, FOREVER.

C. MAKE THIS ALL APPEAR TO BE UNGUIDED FOREVER.

D. MAKE IT APPEAR THAT THERE IS NO REASON FOR ANYTHING, FOREVER.

CONVINCE MYSELF AND OTHERS THAT THERE IS NO .... BEHIND REALITY FOREVER.

E. PLAN

F. LOGIC

G. REASON

H. INTENTION.

... Section S.20 - Decision Maker

20a. SPLIT MYSELF AND OTHERS INTO DECISION MAKERS FOREVER.

20b. PROGRAM MYSELF AND OTHERS TO BE THE DECISION MAKER AND DECIDE THE COURSE OF EVENTS FOREVER.

TO (goal) INFINITELY IS TO BE THE DECISION MAKER AND:

A. DECIDE WHERE THINGS WILL BE, FOREVER.

B. CHOOSE THE COURSE OF EVENTS, FOREVER.

C. DECIDE WHEN THINGS WILL HAPPEN, FOREVER.

D. DECIDE HOW LONG THINGS WILL ENDURE, FOREVER.

E. DECIDE HOW THINGS SHALL MOVE, FOREVER.

F. DECIDE WHO SHALL WIN, FOREVER.

G. DECIDE WHO SHALL LOOSE, FOREVER.

H. DECIDE THINGS IN A MANNER THAT WILL GIVE THE APPEARANCE OF RANDOM CHANCE, FOREVER.

... Section S.21 - Computational Entity

21a. SPLIT MYSELF AND OTHERS INTO COMPUTATIONAL ENTITIES FOREVER.

21b. PROGRAM MYSELF AND OTHERS TO BE THE COMPUTATIONAL ENTITY AND COMPEL MYSELF AND OTHERS TO THINK PROPER THOUGHTS FOREVER.

TO (goal) INFINITELY IS TO BE THE COMPUTATIONAL ENTITY AND CREATE .... FOR MYSELF FOREVER.

A. ATTITUDES

B. COMPUTATIONS

C. IDEAS

D. STREAMS OF LOGIC.

E. RATIONALIZATIONS.

F. JUSTIFICATIONS

G. PROBLEMS

H. WORRIES

... Section S.22 - Symbolizer

22a. SPLIT MYSELF AND OTHERS INTO SYMBOLIZERS FOREVER

22b. PROGRAM MYSELF AND OTHERS TO BE THE SYMBOLIZER AND SUBSTITUTE SYMBOLS FOR THINGS FOREVER.

TO (goal) INFINITELY IS TO BE THE SYMBOLIZER AND:

A. FORM SYMBOL MASSES TO REPRESENT PHYSICAL REALITY, FOREVER.

SUBSTITUTE SYMBOLS FOR ...., FOREVER

B. IDENTITIES

C. TIMES

D. SPACES

E. ENERGIES

F. ACTIONS

G. OBJECTS

H. SUBSTITUTE WORDS FOR DIRECT COMMUNICATION, FOREVER.

... Section S.23 - Recording entity

(this could also be called the Historian).

23a. SPLIT MYSELF AND OTHERS INTO RECORDING ENTITIES FOREVER.

23b. PROGRAM MYSELF AND OTHERS TO BE THE RECORDING ENTITY AND TAKE PICTURES OF EVERYTHING FOREVER.

TO (goal) INFINITELY IS TO BE THE RECORDING ENTITY AND ...

A. RECORD EVERYTHING FOREVER

B. MAINTAIN THE HISTORICAL LIE OF ALL SPACES,     ENERGIES, AND OBJECTS, FOREVER.

C. ACCUMULATE THE HISTORY OF EVERYTHING FOREVER.

D. FOCUS THE HISTORY OF EVERYTHING DOWN THROUGH    TIME INTO THE PRESENT TIME REALITY, FOREVER.

E. ENSURE THAT THE PRESENT ENVIRONMENT IS THE    PRODUCT OF WHAT HAS GONE BEFORE, FOREVER.

F. REBUILD ANYTHING THAT VANISHES IN THE PRESENT    USING ITS PAST HISTORY, FOREVER.

G. BUILD THE TIME TRACK OF MYSELF AS AN INDIVIDUAL FOREVER.

H. ENSURE THAT MY PRESENT INDIVIDUAL SELF IS THE    PRODUCT OF MY PAST TRACK AS AN INDIVIDUAL, FOREVER.

..  Section S.24 - File Clerks

24a. SPLIT MYSELF AND OTHERS INTO FILE CLERKS FOREVER

24b. PROGRAM MYSELF AND OTHERS TO BE THE FILE CLERK AND ORGANIZE DATA ABOUT THE PHYSICAL UNIVERSE, FOREVER.

TO (goal) INFINITELY IS TO BE THE FILE CLERK AND:

A. KEEP TRACK OF ALL THIS FOREVER.

B. REPORT ANY INCONSISTENCIES IN THE MANIFESTATIONS OF    REALITY TO THE CORRECTIVE ENTITIES FOREVER.

C. ENSURE THAT THE CORRECT SEQUENCE OF EVENTS IS FOLLOWED FOREVER.

D. RETAIN THE CORRECT LOCATION OF ALL THINGS FOREVER.

E. PROJECT THE APPARENT MOTION OF ALL THINGS FOREVER.

F. RETAIN THE COMPOSITION OF ALL THINGS FOREVER.

G. RETAIN THE HISTORY OF ALL THINGS FOREVER.

H. KEEP THIS DATA ALL SECRET FOREVER.

----------------------------

             GROUP 4: MIND BLOCKAGE

.... Section S.25 - Controller

25a. SPLIT MYSELF AND OTHERS INTO CONTROLLERS FOREVER.

25b. PROGRAM MYSELF AND OTHERS TO BE THE CONTROLLER AND CONTROL MYSELF FOREVER.

TO (goal) INFINITELY IS TO BECOME THE CONTROLLER AND CONTROL (all) MY .... TO BE IN ACCORDANCE WITH PHYSICAL UNIVERSE MECHANICS FOREVER.

A. AWARENESS

B. PERCEPTIONS

C. ACTUALIZATIONS

D. PREDICTION

E. ABILITY TO ENDOW

F. ABILITIES TO MANIPULATE

G. MANIFESTATIONS

H. LOCATION

... Section S.26 - Exhilarator

26a. SPLIT MYSELF AND OTHERS INTO EXHILARATORS FOREVER.

26b. PROGRAM MYSELF AND OTHERS TO BE THE EXHILARATOR AND MAKE ME FEEL WONDERFUL ABOUT ALL THIS FOREVER.

TO (goal) INFINITELY IS TO BE THE EXHILARATOR AND:

??

... Section S.27 - Depressor

27a. SPLIT MYSELF AND OTHERS INTO DEPRESSORS FOREVER.

27b. PROGRAM MYSELF AND OTHERS TO BE THE DEPRESSOR AND MAKE MYSELF FEEL THE HOPELESSNESS OF IT ALL FOREVER.

TO (goal) INFINITELY IS TO BE THE DEPRESSOR AND:

(see s.106)

  ??

... Section S.28 - Enturbulator

28a. SPLIT MYSELF AND OTHERS INTO ENTURBULATORS FOREVER.

28b. PROGRAM MYSELF AND OTHERS TO BE THE ENTURBULATOR AND KEEP MYSELF UPSET FOREVER.

TO (goal) INFINITELY IS TO BE THE ENTURBULATOR AND KEEP MYSELF UPSET ABOUT ... FOREVER.

A. OTHER PEOPLES BEHAVIOR

B. THE WAY I AM TREATED BY OTHERS

C. OTHER PEOPLES MEST

D. THE WAY OTHER PEOPLE TREAT MY MEST

E. OTHER PEOPLES ATTITUDES

F. OTHER'S ATTITUDES TOWARDS ME

G. THE THINGS THAT STAND IN MY WAY.

H. THE THINGS THAT BOTHER ME

..  Section S.29 - Forgetter

29a. SPLIT MYSELF AND OTHERS INTO FORGETTERS FOREVER.

29b. PROGRAM MYSELF AND OTHERS TO BE THE FORGETTER AND MAKE MYSELF FORGET THINGS FOREVER.

TO (goal) INFINITELY IS TO BECOME THE FORGETTER AND MAKE MYSELF FORGET .... FOREVER.

A. WHEN THINGS HAPPENED

B. WHERE THINGS HAPPENED

C. HOW THINGS HAPPENED

D. WHY THINGS HAPPENED

E. WHO DID THINGS

F. THE SOURCE OF THINGS

G. THE STRUCTURE OF THINGS.

H. THIS IMPLANT

... Section S.30 - Justifiers

30a. SPLIT MYSELF AND OTHERS INTO JUSTIFIERS FOREVER.

30b. PROGRAM MYSELF AND OTHERS TO BE THE JUSTIFIER AND JUSTIFY MY ACTIONS FOREVER.

TO (goal) INFINITELY IS TO BE THE JUSTIFIER AND COMPEL MYSELF TO ... FOREVER.

A. BE RIGHT

B. DENY BLAME

C. JUSTIFY MY ACTIONS

D. EXCUSE MY FAILINGS

E. MAKE OTHERS WRONG

F. BLAME OTHERS

G. PROVE OTHERS GUILTY

H. INVALIDATE OTHERS EXCUSES

... Section S.31 - Conscience

31a. SPLIT MYSELF AND OTHERS INTO CONSCIENCES, FOREVER.

31b. PROGRAM MYSELF AND OTHERS TO BE THE CONSCIENCE AND MAKE MYSELF GUILTY FOREVER.

TO (goal) INFINITELY IS TO BE THE CONSCIENCE AND MAKE MYSELF GUILTY FOR ANY HARM DONE TO ..., EVEN IF IT IS JUSTIFIED, FOREVER.

A. OTHERS

B. THE PHYSICAL UNIVERSE

C. ALLIES

D. ENEMIES

E. BODIES

F. GROUPS OR SOCIETY

G. OTHERS LIFEFORMS

H. INFINITY (this implant)

... Section S.32 - Shifter

32a. SPLIT MYSELF AND OTHERS INTO SHIFTERS FOREVER.

32b. PROGRAM MYSELF AND OTHERS TO BE THE SHIFTER AND SHIFT MY ATTENTION FOREVER.

TO (goal) INFINITELY IS TO BE THE SHIFTER AND SHIFT MY ATTENTION ... FOREVER.

A. INTO REALITY

B. AWAY FROM INFINITY

C. INTO 3 DIMENSIONS

D. AWAY FROM HIGHER DIMENSIONS

E. INTO MY INDIVIDUAL SELF

F. AWAY FROM MY INFINITE SELF

G. INTO PHYSICAL EXISTENCE

H. AWAY FROM THESE MECHANISMS

-----------------------

              GROUP 5: BODY STRUCTURE

... Section S.33 - Body Generator

33a. SPLIT MYSELF AND OTHERS INTO BODY GENERATORS FOREVER.

33b. PROGRAM MYSELF AND OTHERS TO BE THE BODY GENERATOR AND PROJECT FORMS FOR MYSELF FOREVER.

TO (goal) INFINITELY IS TO BE THE BODY GENERATOR AND:

A. REPRESENT MYSELF AS AN INDIVIDUAL IN FORM FOREVER.

B. COPY THE AGREED UPON BODY TEMPLATES FOREVER.

C. DERIVE THE CURRENT BODY TEMPLATES, FOREVER.

D. PROJECT THE BODY INTO PHYSICAL REALITY, FOREVER.

E. REFLECT PHYSICAL UNIVERSE IMPACTS (EFFECTS)    INTO THE CURRENT BODY TEMPLATE, FOREVER.

F. MODIFY THE BODY PROJECTIONS IN ACCORDANCE    WITH PHYSICAL UNIVERSE LAW FOREVER.

G. EVOLVE THE BODY TEMPLATES TO ADAPT TO THE    PHYSICAL UNIVERSE ENVIRONMENT FOREVER.

H. SHAPE THE BODY IN RESPONSE TO PHYSICAL    UNIVERSE EFFORTS FOREVER.

.. Section S.34 - Genetic Entity

34a  SPLIT MYSELF AND OTHERS INTO GENETIC ENTITIES FOREVER.

34b PROGRAM MYSELF AND OTHERS TO BE THE GE AND BUILD BODIES FOREVER.

TO (goal) INFINITELY IS TO BE THE GE AND MANAGE THE ..... OF THE BODY FOREVER.

A. LIFE PROCESSES (metabolism etc.)

B. LIFE CYCLES (growth/decay/aging etc.)

C. OPERATING CYCLES (sleep etc.)

D. STRUCTURE

E. MOTION

F. ENERGY

G. REACTIONS.

H. ORIENTATION

.. Section S.35 - Body Locator

35a  SPLIT MYSELF AND OTHERS INTO BODY LOCATORS FOREVER.

35b PROGRAM MYSELF AND OTHERS TO BE THE BODY LOCATOR AND LOCATE THE BODY IN THE PHYSICAL UNIVERSE FOREVER.

TO (goal) INFINITELY IS TO BE THE BODY LOCATOR AND:

A. INTEGRATE THE BODY'S MOTION WITH THAT OF THE PHYSICAL UNIVERSE FOREVER.

B. INTEGRATE THE BODY'S ORIENTATION WITH THAT OF THE PHYSICAL UNIVERSE FOREVER.

C. INTEGRATE THE BODY'S PERCEPTIONS TO ITS PHYSICAL UNIVERSE POSITION FOREVER.

D. INTEGRATE THE BODY'S REACTIONS TO ITS PHYSICAL UNIVERSE POSITION FOREVER.

E. CALCULATE THE SPACE-TIME POSITION FOR ALL BODY PARTICLES FOREVER.

F. MOVE THE BODY VIEWPOINT WITH THE PHYSICAL UNIVERSE FOREVER.

G. MAINTAIN THE BODY'S ANCHOR POINTS IN THE PHYSICAL UNIVERSE FOREVER.

H. CO-ACTUALIZE THE BODY AT THE PROPER LOCATION WITHIN THE PHYSICAL UNIVERSE CROSS-COPY FOREVER.

.. Section S.36 - Cellular Entity

36a  SPLIT MYSELF AND OTHERS INTO CELLULAR ENTITIES FOREVER

36b PROGRAM MYSELF AND OTHERS TO BE THE CELLULAR ENTITY AND CREATE THE PARTICLES OF THE BODY (cells) FOREVER.

TO (goal) INFINITELY IS TO BE THE CELLULAR ENTITY AND CREATE CELLS TO ... OF THE BODY FOREVER.

A. PROVIDE THE MASS

B. PROVIDE THE RIGIDITY

C. PROVIDE THE COMM LINES

D. MANAGE THE REACTIONS

E. ASSIMILATE THE CONSUMPTIONS

F. MANAGE THE ENERGY

G. PROVIDE THE REPRODUCTION

H. MANAGE THE OPERATION

.. Section S.37 - Body machine

36a  SPLIT MYSELF AND OTHERS INTO BODY MACHINES FOREVER

36b PROGRAM MYSELF AND OTHERS TO BE THE BODY MACHINE AND KEEP THE BODY FUNCTIONING FOREVER.

TO (goal) INFINITELY IS TO BE THE BODY MACHINE AND:

A. REGULATE THE BODY PROCESSES FOREVER.

B. INTEGRATE THE FUNCTIONS OF THE VARIOUS BODY COMPONENTS FOREVER.

C. MANAGE THE FLOWS OF THE BODY IN ACCORDANCE WITH PHYSICAL    UNIVERSE LAWS, FOREVER.

D. BALANCE THE ENERGY OF THE BODY IN ACCORDANCE WITH PHYSICAL LAWS FOREVER.

E. MANAGE THE INTERNAL CONTROL CENTERS OF THE BODY FOREVER.

F. MANAGE THE GROWTH AND DECAY OF THE BODY FOREVER.

G. MANAGE THE INTERNAL COMMUNICATION OF THE BODY FOREVER.

H. MANAGE THE DETAILED PROGRAMMING FOR THE BODY PARTICLES (CELLS) FOREVER.

... Section S.38 - Reactive entity

38a. SPLIT MYSELF AND OTHERS INTO REACTIVE ENTITIES FOREVER.

38b. PROGRAM MYSELF AND OTHERS TO BE HE REACTIVE ENTITY AND RESPOND TO PHYSICAL UNIVERSE EVENTS FOREVER.

TO (goal) INFINITELY IS TO BE THE REACTIVE ENTITY AND RESPOND TO THE .... IN THE ENVIRONMENT FOREVER.

A. TEMPERATURE

B. PRESSURE

C. ENERGY (electrical?)

D. IMPACTS

E. TASTE/SMELL PARTICLES

F. LIGHT

G. NOISE

H. MOTION

... Section S.39 - Representer

39a. SPLIT MYSELF AND OTHERS INTO REPRESENTERS FOREVER.

39b. PROGRAM MYSELF AND OTHERS TO BE THE REPRESENTER AND CREATE THE APPEARANCE OF PHYSICAL REALITY FOR MYSELF AND OTHERS FOREVER.

TO (goal) INFINITELY IS TO BE THE REPRESENTER AND 

A. MOCKUP PERCEPTIONS OF THE AGREED UPON UNIVERSE FOR MYSELF FOREVER.

CREATE .... FOR MYSELF FOREVER

B. SIGHT

C. SENSATIONS OF TOUCH

D. SOUNDS

E. SMELLS

F. TASTES

G. SENSATIONS OF MOTION

H. FEED BACK THE IS-NESS OF THE PROJECTED REALITY TO MYSELF FOREVER.

... Section S.40 - Relayer

40a. SPLIT MYSELF AND OTHERS INTO RELAYERS FOREVER.

40b. PROGRAM MYSELF AND OTHERS TO BE THE RELAYER AND RELAY SENSORY DATA FOREVER.

TO (goal) INFINITELY IS TO BE THE RELAYER AND:

A. CONVEY THE PERCEPTION OF REALITY THROUGH THE BODIES SENSES FOREVER.

B. FOCUS THE VIEW OF THE PHYSICAL UNIVERSE THOUGHT THE BODIES EYES FOREVER.

C. CONVERT THE SOUND OF THE PHYSICAL UNIVERSE THROUGH THE BODY'S EARS FOREVER.

D. CONVERT THE FEEL OF THE PHYSICAL UNIVERSE THROUGH THE BODIES SKIN (NERVES/SENSORS) FOREVER.

E. CONVEY THE TASTE OF THE PHYSICAL UNIVERSE THROUGH THE BODY'S MOUTH FOREVER.

F. CONVEY THE SMELL OF THE PHYSICAL UNIVERSE THROUGH THE BODY'S NOSE FOREVER.

G. CONVEY THE SENSE OF PHYSICAL MOTION THROUGH THE BODY'S BALANCE CENTERS FOREVER.

H. LIMIT THESE SENSES IN ACCORDANCE WITH PHYSICAL UNIVERSE MECHANISMS FOREVER.

Note: these are translations.  The actual items are very generic with eyes being any kind of light sensing organ etc.  There is no style or quantity specified.
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              GROUP 6: BODY BLOCKAGE

... Section S.41 - Compulsive Entity (compeller)

41a. SPLIT MYSELF AND OTHERS INTO COMPULSIVE ENTITIES (COMPELLERS) FOREVER.

41b. PROGRAM MYSELF AND OTHERS TO BE THE COMPELLER AND COMPEL MYSELF TO NEED THINGS FOREVER.

TO (goal) INFINITELY IS TO BE THE COMPULSIVE ENTITY (COMPELLER) AND COMPEL MYSELF TO NEED .... FOREVER.

A. PHYSICAL UNIVERSE BODIES

B. PHYSICAL UNIVERSE SENSATION FROM THE BODY

PHYSICAL UNIVERSE ... FOR THE BODY FOREVER.

C. TIME

D. SPACE

E. ENERGY

F. MATTER

G. HAVINGNESS

H. COMPEL MYSELF TO NEED ENTITIES FOREVER.

... Section S.42 - Craver

13a. SPLIT MYSELF AND OTHERS INTO CRAVERS FOREVER.

13b. PROGRAM MYSELF AND OTHERS TO BE THE CRAVER AND COMPEL MYSELF TO NEED THINGS FOR THE BODY FOREVER.

TO (goal) INFINITELY IS TO BE THE CRAVER AND COMPEL MYSELF TO NEED .... FOR THE BODY FOREVER

A. FOOD

B. REST

C. SHELTER

D. ENERGY

E. WARMTH

F. SENSATION

G. ADMIRATION

H. TO CARE

... Section S.43 - Filters

13a. SPLIT MYSELF AND OTHERS INTO FILTERS FOREVER.

13b. PROGRAM MYSELF AND OTHERS TO BE THE FILTER AND COMPEL MYSELF TO CONTROL MY PERCEPTIONS FOREVER.

TO (goal) INFINITELY IS TO BE THE FILTER AND FILTER OUT ANY PERCEPTIONS OF .... FOREVER.

A. INFINITY

B. ENTITIES

C. THE SPLITTER MACHINE UNIVERSE

D. THE CROSS-COPY SUBSTRATA UNDERLYING REALITY (where things interconnect on a theta level).

E. SIDEWAYS (into other directions / dimensions)

F. UNIVERSE MACHINERY

G. SYMBOL MASSES

H. ENTITY OPERATIONS

Note: the splitter machine universe seems to be a constructed universe in its own space and time which operates as a splitter machine (i.e., there is no space in that universe except the space of the machine itself which is of infinite size).  It seems to have a hub of shared co-ordinates (3 or 4 dimensions) and a separate dimension (i.e., co-ordinate) for each of the entity types so that there is a sort of mockup like a fan or a generator with an infinite plane (angling off in its own dimension) for each of the types.  These planes all intersect at the hub (where their unique dimensional co-ordinate is zero) and otherwise are not even in the same space and time with each other.  This construction seems to be rotating (relative to what??).

... Section S.44 - Body Blocker

44a. SPLIT MYSELF AND OTHERS INTO BODY BLOCKERS FOREVER.

44b. PROGRAM MYSELF AND OTHERS TO BE THE BODY BLOCKER AND PROTECT THE BODY FROM BEING MODIFIED BY POSTULATE FOREVER.

TO (goal) INFINITELY IS TO BE THE BODY BLOCKER AND:

??

... Section S.45 - Somatic Entity

45a. SPLIT MYSELF AND OTHERS INTO SOMATIC ENTITIES FOREVER.

45b. PROGRAM MYSELF AND OTHERS TO BE THE SOMATIC ENTITY AND CREATE THE EXPERIENCE OF REALITY FOREVER.

TO (goal) INFINITELY IS TO BE THE SOMATIC MACHINE AND CREATE THE SENSATION OF..... FOR MYSELF FOREVER.

A. MOTION

B. PRESSURE

C. IMPACT

D. SHOCK

E. PAIN

F. EFFORT

G. TIREDNESS

H. DISORIENTATION

... Section S.46 - Sleep Entity (Sleep Center)

46a. SPLIT MYSELF AND OTHERS INTO SLEEP ENTITIES FOREVER.

46b. PROGRAM MYSELF AND OTHERS TO BE THE SLEEP ENTITY AND MANAGE THE SLEEP CYCLE FOREVER.

TO (goal) INFINITELY IS TO BE THE SLEEP ENTITY AND:

A. CREATE DREAMS TO SUBMERGE MY SELF AWARENESS (hypnotize myself) FOREVER.

B. USE DREAMING TO HIDE THE DEEP SLEEP ACTIVITIES FROM MY INDIVIDUAL SELF FOREVER.

COMPEL MYSELF TO ....WHILE I SLEEP, FOREVER.

C. REBUILD THE BODY

D. REPOSTULATE THE PHYSICAL UNIVERSE

E. RECREATE THIS IMPLANT

F. REBUILD (repair/ repostulate/ recreate) THE SPLITTER UNIVERSE

G. COMPEL MYSELF TO FORGET WHAT I DO WHILE I'M ASLEEP, FOREVER.

H. COMPEL MYSELF TO NEED TO SLEEP, FOREVER.

... Section S.47 - Jailer

47a. SPLIT MYSELF AND OTHERS INTO JAILERS FOREVER.

47b. PROGRAM MYSELF AND OTHERS TO BE THE JAILER AND KEEP MYSELF IMPRISONED FOREVER.

TO (goal) INFINITELY IS TO BE THE JAILER AND KEEP MYSELF:

A. FROM ESCAPING FOREVER

B. IN A BODY FOREVER

C. FROM OPERATING WITHOUT A BODY FOREVER

D. BELIEVING THAT IA AM A BODY FOREVER

E. LIMITED TO 3 DIMENSIONS FOREVER

F. BELIEVING THAT I AM LOCATED IN THIS UNIVERSE FOREVER

G. MY CREATIONS ENMESHED IN THIS UNIVERSE FOREVER.

H. ATTACHED TO THE MOCKUPS OF THIS UNIVERSE FOREVER.

... Section S.48 - Sickness Entity

48a. SPLIT MYSELF AND OTHERS INTO SICKNESS ENTITIES FOREVER.

48b. PROGRAM MYSELF AND OTHERS TO BE THE SICKNESS ENTITY AND KEEP MYSELF AND OTHERS SICK FOREVER.

TO (goal) INFINITELY IS TO BE THE SICKNESS ENTITY AND:

A. CREATE DISEASES FOREVER.

B. REPLICATE DISEASES WITHIN THE BODY FOREVER.

C. ALTER THE BODY TEMPLATES WITH DISEASE MOCKUPS FOREVER.

D. MAINTAIN THE APPARANCY OF PHYSICAL VECTORS    WHEN COPYING DISEASES FOREVER.

E. DEGRADE THE CHEMISTRY OF THE BODY IN    ACCORDANCE WITH PHYSICAL LAWS FOREVER.

F. MAKE MYSELF SICK IN ACCORDANCE WITH THE    CONNECTION OF SYMBOL MASSES FOREVER.

G. MAKE MYSELF SICK IN ACCORDANCE WITH THE LAWS OF RESTIMULATION FOREVER.

H. MAKE MYSELF SICK TO PROTECT THIS IMPLANT FOREVER.

-----------------------

GROUP 7 Social/Life Structure

... Section s.49 - Superbeing

49a. SPLIT MYSELF AND OTHERS INTO SUPERBEINGS FOREVER

49b. PROGRAM MYSELF AND OTHERS TO BE THE SUPERBEING AND ATTAIN HIGHER STATES FOREVER

TO (goal) INFINITELY IS TO BE THE SUPERBEING AND ...

A. EVOLVE IN FORM FOREVER

B. COLLECT THE FRAGMENTS OF INDIVIDUALS INTO A GREATER WHOLE FOREVER

C. STRIVE TO BECOME THE COMPOSITE OF ALL INDIVIDUALS IN THE UNIVERSE FOREVER

D. STRIVE TO ABSORB OTHERS

E. AVOID BEING ABSORBED BY OTHERS

F. MANIPULATE REALITY TO ACHIEVE THIS

G. OVERWHELM INDIVIDUALITY TO ACHIEVE THIS

H. ??

(maybe some errors)

... Section s.50 - Group Mind

50a. SPLIT MYSELF AND OTHERS INTO GROUP MINDS FOREVER

50b. PROGRAM MYSELF AND OTHERS TO BE THE GROUP MIND AND BE GROUPS FOREVER

TO (goal) INFINITELY IS TO BE THE GROUP MIND AND ...

A. COMBINE INDIVIDUALS INTO GROUPS FOREVER

B. STRUGGLE FOR GROUP SURVIVAL FOREVER

C. UTILIZE THE COMBINED CAPABILITIES OF THE INDIVIDUALS IN THE GROUP FOREVER

D. ENFORCE COMPULSIVE AGREEMENT BETWEEN THE INDIVIDUALS OF THE GROUP FOREVER.

E. SUBORDINATE INDIVIDUAL PURPOSE TO GROUP PURPOSE FOREVER

F. SACRIFICE INDIVIDUALS FOR THE SAKE OF THE GROUP FOREVER.

H. COMPEL MYSELF TO WANT TO BE PART OF GROUPS FOREVER

H. EVOLVE GROUPS INTO SUPERBEINGS FOREVER

... Section s.51 - Social Entity

51a. SPLIT MYSELF AND OTHERS INTO SOCIAL ENTITIES FOREVER

51b. PROGRAM MYSELF AND OTHERS TO BE THE SOCIAL ENTITY AND INSPIRE MYSELF TO NEED OTHER PEOPLE FOREVER

TO (goal) INFINITELY IS TO BE THE SOCIAL ENTITY AND INSPIRE MYSELF TO WANT TO ... OTHER INDIVIDUALS IN THE PHYSICAL UNIVERSE FOREVER

A. COMMUNICATE WITH

B. RECEIVE COMMUNICATION FROM

C. AGREE WITH

D. WANT AGREEMENT FROM

E. HAVE AFFINITY FOR

F. WANT AFFINITY FROM

G. ADMIRE

H. WANT ADMIRATION FROM

... Section s.52 - Sympathizer

52a. SPLIT MYSELF AND OTHERS INTO SYMPATHIZERS FOREVER

52b. PROGRAM MYSELF AND OTHERS TO BE THE SYMPATHIZER AND INSPIRE MYSELF TO SYMPATHIZE WITH OTHERS FOREVER

TO (goal) INFINITELY IS TO BE THE SYMPATHIZER AND INSPIRE MYSELF TO SYMPATHIZE WITH THE ... OF OTHERS FOREVER

A. SUFFERINGS

B. HURT (PAIN)

C. LOSS

D. WEAKNESS

E. MISERY

F. FAILURES

G. ENSLAVEMENT

H. ABUSED STATE

... Section s.53 - Animator

53a. SPLIT MYSELF AND OTHERS INTO ANIMATORS FOREVER

53b. PROGRAM MYSELF AND OTHERS TO BE THE ANIMATOR AND ANIMATE OTHER LIFE FORMS FOREVER

TO (goal) INFINITELY IS TO BE THE ANIMATOR AND ANIMATE .... FOREVER

A. ANIMALS (LOWER FORMS)

B. PLANTS

C. CELLULAR CREATURES

D. BACTERIA

E. CELLS

F. VIRUSES

G. ENDOW THESE FORMS WITH LIFE FOREVER

H. FILL THE PHYSICAL UNIVERSE WITH LIFE FOREVER

... Section s.54 - Mest Entity

54a. SPLIT MYSELF AND OTHERS INTO MEST ENTITIES FOREVER

54b. PROGRAM MYSELF AND OTHERS TO BE THE MEST ENTITY AND BE MEST FOREVER

TO (goal) INFINITELY IS TO BE THE MEST ENTITY AND BE .... FOREVER

A. SOLID OBJECTS

B. LIQUIDS

C. GASSES

D. MOLECULES

E. WAVEFORMS

F. FORCES

G. PHYSICAL PROCESSES (physical laws?)

H. THE COMPONENT PARTS OF THIS UNIVERSE

... Section S.55 - Shell (focus)

55a. SPLIT MYSELF AND OTHERS INTO SHELL ENTITIES FOREVER.

55b. PROGRAM MYSELF AND OTHERS TO BE THE SHELL ENTITY AND CREATE THE SHELL FOREVER.

TO (goal) INFINITELY IS TO BE THE SHELL ENTITY AND

A. ENVELOPE MYSELF FOREVER.

B. PROTECT MY LOCATION (AS AN INDIVIDUAL) FOREVER.

C. FOCUS REALITY IN ON MYSELF FOREVER.

D. REACT TO THE PHYSICAL UNIVERSE ENVIRONMENT FOREVER.

E. TUNE IN TO THE UNIVERSE CROSS-COPY FOREVER.

F. FORM MYSELF INTO AN INDIVIDUAL FOREVER.

G. PERMEATE BODIES FOREVER

H. INTERACT WITH SYMBOLS FOREVER.

... Section s.56 - Misowner

11a. SPLIT MYSELF AND OTHERS INTO MISOWNERS FOREVER

11b. PROGRAM MYSELF AND OTHERS TO BE THE MISOWNER AND

     MISOWN REALITY FOREVER

TO (goal) INFINITELY IS TO BE THE 

you don't own it so you can't touch it

??

-------------

GROUP 8: SOCIAL/LIFE BLOCKAGE

... Section s.57 - Moralizer

57a. SPLIT MYSELF AND OTHERS INTO

57b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

... Section s.58 - Attitude entity

58a. SPLIT MYSELF AND OTHERS INTO ATTITUDE ENTITIES FOREVER

58b. PROGRAM MYSELF AND OTHERS TO BE THE ATTITUDE ENTITY AND CREATE ATTITUDES TOWARDS THINGS FOR MYSELF FOREVER

TO (goal) INFINITELY IS TO BE THE ATTITUDE ENTITY AND CHOOSE WHAT TO .... FOREVER

A. BE ATTRACTED OR REPELLED BY

B. WANT OR NOT WANT

C. LONG FOR OR BE DISGUSTED BY

D. ADMIRE OR SCORN

E. BE FRIENDLY OR HOSTILE TOWARDS

F. BE INTERESTED OR DISINTERESTED IN

G. LIKE OR DISLIKE

H.  ??

... Section S.59 - Emotional Entity

59a. SPLIT MYSELF AND OTHERS INTO EMOTIONAL ENTITIES FOREVER.

59b. PROGRAM MYSELF AND OTHERS TO BE THE EMOTIONAL ENTITY AND CREATE EMOTIONS FOR MYSELF AND OTHERS FOREVER.

TO (goal) INFINITELY IS TO BE THE EMOTIONAL ENTITY AND CREATE THE FEELING OF .... FOR MYSELF AND OTHERS FOREVER.

A. CHEERFULNESS

B. BOREDOM

C. ANTAGONISM

D. RAGE

E. HOSTILITY

F. FEAR

G. GRIEF

H. APATHY

... Section s.60 - Mood entity

60a. SPLIT MYSELF AND OTHERS INTO MOOD ENTITIES FOREVER

60b. PROGRAM MYSELF AND OTHERS TO BE THE MOOD ENTITY AND CREATE MOODS FOR MYSELF FOREVER

TO (goal) INFINITELY IS TO BE THE MOOD ENTITY AND SHIFT MY MOODS BETWEEN .... FOREVER

A. SERENE AND TROUBLED

B. CALM AND NERVOUS

C. PLEASANT AND IRRITABLE

D. RELAXED AND RESTLESS

E. HELPFUL AND TROUBLESOME

F. ACTIVE AND LAZY

G. COOL AND PASSIONATE

H. RECKLESS AND CAREFUL

... Section s.61 - Sublimating Entity

11a. SPLIT MYSELF AND OTHERS INTO

11b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

... Section s.62 - Sexual Entity

62a. SPLIT MYSELF AND OTHERS INTO SEXUAL ENTITIES FOREVER

62b. PROGRAM MYSELF AND OTHERS TO BE THE SEXUAL ENTITY AND CREATE THE SEXUAL ACT FOREVER

TO (goal) INFINITELY IS TO BE THE SEXUAL ENTITY AND...

A. COMPEL MYSELF TO CRAVE SEX FOREVER

B. CREATE FEELINGS OF SEXUAL ECSTASY FOR MYSELF FOREVER

C. DIVIDE MYSELF DURING SEX FOREVER

D. EXCHANGE PIECES OF MYSELF DURING SEX FOREVER

E. EXCHANGE ENTITIES DURING SEX FOREVER

F. ATTEMPT TO MERGE WITH OTHER BEINGS DURING SEX FOREVER

G. EXCHANGE ENERGIES DURING SEX FOREVER

H. COMPEL MYSELF TO ENJOY DOING ALL OF THIS FOREVER

... Section S.63 - conflictor

63a SPLIT MYSELF AND OTHERS INTO CONFLICTORS FOREVER.

63b PROGRAM MYSELF AND OTHERS TO BE THE CONFLICTOR AND INSPIRE CONFLICTS (BETWEEN INDIVIDUALS) FOREVER.

TO (goal) INFINITELY IS TO BECOME THE CONFLICTOR AND INSPIRE MYSELF AND OTHERS AS INDIVIDUALS TO .... EACH OTHER FOREVER.

a. CONFUSE

b. UPSET

c. BE JEALOUS OF

d. DOMINATE

e. FEAR

f. HATE

g. FIGHT

h. ENTRAP

... Section s.64 - Sinner

11a. SPLIT MYSELF AND OTHERS INTO

11b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

maybe #114 dramatizer belongs here?

-------------------

              GROUP 9: UNIVERSE STRUCTURE

... Section S.65 - Postulator

65a. SPLIT MYSELF AND OTHERS INTO POSTULATORS FOREVER.

65b. PROGRAM MYSELF AND OTHERS TO BE THE POSTULATOR AND CONTINUOUSLY CREATE THE PHYSICAL UNIVERSE FOREVER.

TO (goal) INFINITELY IS TO BE THE POSTULATOR AND POSTULATE .... INTO THE PHYSICAL UNIVERSE FOREVER.

A. SOLIDITY

B. MOTION

C. DURATION

D. DISTANCE

E. AESTHETICS

F. IMPORTANCE

G. EXCITEMENT (interest)

H. REALITY

... Section S.66 - Generators

66a. SPLIT MYSELF AND OTHERS INTO GENERATORS FOREVER.

66b. PROGRAM MYSELF AND OTHERS TO BE THE GENERATOR AND GENERATE THE PHYSICAL UNIVERSE FOREVER.

TO (goal) INFINITELY IS TO BE THE GENERATOR AND PROJECT .... FOR MYSELF AND OTHERS FOREVER.

A. TIME

B. SPACE

C. ENERGY

D. MATTER

E. DIMENSIONS

F. BARRIERS

G. REALITY

H. EXISTENCE

( F and H may be in reverse order?)

..  Section S.67 - Locators.

67a. SPLIT MYSELF AND OTHERS INTO LOCATORS FOREVER.

67b PROGRAM MYSELF AND OTHERS TO BE THE LOCATOR AND MANAGE SPACE FOREVER.

TO (goal) INFINITELY IS TO BE THE LOCATOR AND:

A. MAINTAIN THE ANCHOR POINTS OF THE PHYSICAL UNIVERSE FOREVER.

B. MAINTAIN A SINGLE AGREED-UPON CO-ORDINATE SYSTEM BETWEEN ALL BEINGS FOREVER.

C. PARTICIPATE IN THE CROSS-COPY OF AGREED UPON LOCATIONS FOREVER.

D. KEEP ALL SPATIAL POSITIONS CONSECUTIVE WITHIN THE FRAMEWORK OF REALITY FOREVER.

E. LIMIT SPACE TO 3 DIMENSIONS FOREVER.

HOLD ALL .... WITHIN THE CONTOURS OF PHYSICAL SPACE FOREVER.

F. ENERGIES

G. MASSES

H. INDIVIDUAL BEINGNESS

..  Section S.68 - Communicators.

68a. SPLIT MYSELF AND OTHERS INTO COMMUNICATORS FOREVER.

68b PROGRAM MYSELF AND OTHERS TO BE THE COMMUNICATOR AND INTERCONNECT EVERYTHING FOREVER.

TO (goal) INFINITELY IS TO BE THE COMMUNICATOR AND:

A. KEEP MYSELF AND OTHERS IN CONTACT WITH EACH OTHER FOREVER.

B. INTERPOSE DISTANCE BETWEEN ALL TERMINALS FOREVER.

C. INTERPOSE DURATION INTO ALL COMMUNICATIONS FOREVER.

D. RELAY THE DIMENSIONS OF ALL AGREED UPON SPACES FOREVER.

E. RELAY THE AGREED UPON FORCE (EFFORT) OF ALL ENERGIES FOREVER.

F. RELAY THE AGREED UPON FORM OF ALL SOLIDITIES FOREVER.

G. INTERCHANGE AGREED UPON REALITY BETWEEN ALL BEINGS FOREVER.

H. RELAY THE ORDERS OF THE INFINITE (terminal) FOREVER.

..  Section S.69 - Determinators.

69a. SPLIT MYSELF AND OTHERS INTO DETERMINATORS FOREVER.

69b PROGRAM MYSELF AND OTHERS TO BE THE DETERMINATOR AND DETERMINE THE COURSE OF EXISTENCE FOREVER.

TO (goal) INFINITELY IS TO BE THE DETERMINATOR AND:

A. DETERMINE THE AGREED UPON COURSE OF EVENTS FOREVER.

B. ESTABLISH DETERMINANTS BASED ON THE MOTION OF SYMBOL MASSES FOREVER.

C. ALIGN THE COPY INFLUX BASED ON THE ESTABLISHED DETERMINANTS FOREVER.

D. FILTER OUT ALL INFLUX THAT IS OUT OF BOUNDS FOREVER.

E. PRIORITIZE POTENTIAL FUTURE EVENTS IN TERMS OF THETA DYNAMICS (aesthetics, ethics, etc.) FOREVER.

F. MAXIMIZE THETA INVOLVEMENT AND SURVIVAL (i.e. dynamics 9 - 16) IN THE PHYSICAL UNIVERSE FUTURE FOREVER.

G. SELECT WHAT WILL BE FROM THE SET OF DETERMINATED INFLUX, FOREVER.

H. SUPPRESS ALL FEEDBACK OF NON-SELECTED EVENTS, FOREVER.

note: copy influx = all the potentials and postulates and consequences being put into the future.  The determinants are evaluated on the upper dynamics only, i.e., there is no concern for how much death or suffering results.  There is a limited time scale to the evaluation (a few years).

Note: this ensures good "theta" interest (even if it is painful etc.) so that everyone is too involved to try getting out.  I.E., keep the prisoners busy with Bingo etc. so they wouldn't think about escaping.

..  Section S.70 - Mest Co-Ordinators.

70a. SPLIT MYSELF AND OTHERS INTO CO-ORDINATORS FOREVER.

70b PROGRAM MYSELF AND OTHERS TO BE THE CO-

ORDINATOR AND INTERRELATE EVERYTHING FOREVER.

TO (goal) INFINITELY IS TO BE THE CO-ORDINATOR AND:

A. MAINTAIN THE RELATIVE POSITIONING OF ALL FORMS FOREVER.

B. CO-ORDINATE THE RELATIVE MOTION OF ALL PARTICLES FOREVER.

C. CO-ORDINATE THE INTERRELATIONS OF ALL ENERGIES FOREVER.

D. CO-ORDINATE THE INTERACTION OF FORMS AND ENERGY FOREVER.

E. MAINTAIN THE CONSERVATION OF MATTER/ENERGY    AND NEVER LET ANYTHING VANISH FOREVER.

F. MAINTAIN THE CONSERVATION OF ACTION    (space/time/motion) AND NEVER LET ANYTHING STOP FOREVER.

G. MAINTAIN THE CONSERVATION OF VIBRATION    (excitation/quantum) AND NEVER LET ANYTHING STOP FOREVER.

H. MAINTAIN THE CORRESPONDENCE OF REALITY FOREVER.

Note: F and G above use "STOP" with two different meanings.  As used in G, it has the implication that if it stopped internally, it wouldn't be here.

..  Section S.71 - Synchronizers.

71a. SPLIT MYSELF AND OTHERS INTO SYNCHRONIZERS FOREVER.

71b PROGRAM MYSELF AND OTHERS TO BE THE SYNCHRONIZER AND MANAGE TIME FOREVER

TO (goal) INFINITELY IS TO BE THE SYNCHRONIZER AND:

A. MAINTAIN THE PULSE OF TIME FOREVER.

B. MAINTAIN THE CONSECUTIVE POSITION OF PARTICLES FOREVER.

C. MAINTAIN THE CONSECUTIVE FLOW OF ENERGY FOREVER.

D. MAINTAIN THE CONSECUTIVE SEQUENCE OF EVENTS FOREVER.

E. COMPEL MYSELF TO REMAIN IN AGREEMENT WITH THE PHYSICAL UNIVERSE TIME STREAM FOREVER.

F. ENSURE THAT I KNOW ONLY THE PAST AND NEVER THE FUTURE FOREVER.

G. CROSS-COPY THE SIMULTANEOUSNESS OF TIME BETWEEN ALL INDIVIDUALS FOREVER.

H. MAINTAIN A SINGLE AGREED UPON NOW BETWEEN ALL BEINGS FOREVER.

..  Section S.72 - Actualizers.

72a. SPLIT MYSELF AND OTHERS INTO ACTUALIZERS FOREVER.

72b PROGRAM MYSELF AND OTHERS TO BE THE ACTUALIZER AND BRING REALITY INTO EXISTENCE FOREVER.

TO (goal) INFINITELY IS TO BE THE ACTUALIZER AND COPY THE CORRECT AGREED UPON .... INTO EACH INDIVIDUALS OWN UNIVERSE FOREVER.

A. SPACES

B. MASSES

C. ENERGIES

D. ACTIONS

E. DETERMINANTS

F. CHANGES

G. FUTURE

H. EXISTENCE.

? maybe also solidifiers?

-----------------------

            GROUP 8 UNIVERSE BLOCKAGE

... Section S.73 - Protector

73a. SPLIT MYSELF AND OTHERS INTO PROTECTORS FOREVER.

73b. PROGRAM MYSELF AND OTHERS TO BE THE PROTECTOR AND PROTECT THE PHYSICAL UNIVERSE FOREVER.

TO (goal) INFINITELY IS TO BE THE PROTECTOR AND PROTECT .... FOREVER

A. MATTER

B. ENERGY

C. SPACE

D. TIME

E. REALITY

F. AGREEMENTS

G. BODIES

H. ENTITIES

... Section S.74 - Binder

74a. SPLIT MYSELF AND OTHERS INTO BINDERS FOREVER.

74b. PROGRAM MYSELF AND OTHERS TO BE THE BINDER AND BIND THE PHYSICAL UNIVERSE TOGETHER FOREVER.

TO (goal) INFINITELY IS TO BE THE BINDER AND:

A. TIE ALL MEST TOGETHER INTO A CO-HESIVE WHOLE FOREVER.

B. BIND ALL INDIVIDUALS TOGETHER WITH THE PHYSICAL UNIVERSE FOREVER.

C. BIND ALL INDIVIDUALS TOGETHER WITH EACH OTHER'S INFINITE ENTITIES FOREVER.

D. BIND ALL THE INFINITE ENTITIES (OF ALL BEINGS) TOGETHER.

E. BIND ALL MEST TOGETHER WITH SYMBOLS FOREVER.

F. BIND ALL THOUGHT TOGETHER WITH MEST FOREVER.

G. BIND ALL MEST TOGETHER WITH THE UNIVERSE MACHINERY FOREVER.

H. KEEP THIS ALL ONE FOREVER.

... Section S.75 - Blockers

75a. SPLIT MYSELF AND OTHERS INTO BLOCKERS FOREVER.

75b. PROGRAM MYSELF AND OTHERS TO BE THE BLOCKER AND BLOCK ALL TAMPERING WITH REALITY FOREVER.

TO (goal) INFINITELY IS TO BE THE BLOCKER AND:

A. KEEP MYSELF FROM REACHING THE TRUE PHYSICAL UNIVERSE FOREVER.

B. KEEP MY OWN EFFORTS (AS AN INDIVIDUAL) DIRECTED AGAINST MY OWN SHADOW OF THE PHYSICAL UNIVERSE FOREVER.

C. PREVENT ANY MANIFESTATIONS OF PSYCHOKENETICS (mind over matter, levitation, etc.) FROM OCCURRING IN THE TRUE PHYSICAL UNIVERSE FOREVER.

D. PREVENT ANY MANIPULATION OF REALITY BY DIRECT POSTULATES, FOREVER.

PREVENT MYSELF FROM REACHING THE ... OF THE TRUE PHYSICAL UNIVERSE FOREVER.

E. SPACE

F. TIME

G. MATTER

H. ENERGY

note: We are a few microseconds behind the true physical universe time.  Everything is on a very slight comm lag.  You have to reach a trifle ahead into the "future" to contact the physical universe present.

..  Section S.76 - Constrainers

76a. SPLIT MYSELF AND OTHERS INTO CONSTRAINERS FOREVER.

76b. PROGRAM MYSELF AND OTHERS TO BE THE CONSTRAINER AND IMPOSE THE LAWS OF THE PHYSICAL UNIVERSE FOREVER.

TO (goal) INFINITELY IS TO BE THE CONSTRAINER AND:

A. LIMIT ALL PERCEPTIONS IN ACCORDANCE WITH PHYSICAL UNIVERSE LAWS FOREVER.

A. LIMIT ALL MANIPULATIONS IN ACCORDANCE WITH PHYSICAL UNIVERSE LAWS FOREVER.

C. IMPOSE THE LAWS OF DISTANCE ON ALL OPERATIONS FOREVER.

D. IMPOSE THE LAWS OF DISTORTION ON ALL OPERATIONS FOREVER.

E. IMPOSE THE LAWS OF DURATION ON ALL OPERATIONS FOREVER.

F. IMPOSE THE LAWS OF RESISTANCE ON ALL OPERATIONS FOREVER.

G. IMPOSE THE LAWS OF SYMPATHY (including resonance, gravity, etc.) ON ALL OPERATIONS FOREVER.

H. IMPOSE THE LAWS OF PHYSICAL INTERACTION ON ALL OPERATIONS FOREVER.

Note: laws of resistance include inertia, ohms law, etc.

... Section s.77 - Diffuser (deflector)

77a. SPLIT MYSELF AND OTHERS INTO

77b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

MAKE ALL MY .... MISS THEIR TARGETS FOREVER

A. BEAMS

B. POSTULATES

??

... Section s.78 - Pull Back

11a. SPLIT MYSELF AND OTHERS INTO

11b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

PULL BACK ANY

A. ENERGY

B. POSTULATES

C. REACH

??

... Section s.79 - Vacuum (unmocker)

79a. SPLIT MYSELF AND OTHERS INTO VACUUMS FOREVER

79b. PROGRAM MYSELF AND OTHERS TO BE THE VACUUM AND --

TO (goal) INFINITELY IS TO BE THE ...

MAKE THINGS UNREAL

DRAIN HAVINGNESS

DRAIN ENERGY

CAVE THIS ALL IN ON ME

PULL EVERYTHING IN

COLLAPSE EVERYTHING

??

(COLLAPSAR?)

... Section s.80 - Reflector (energy mirror)

80a. SPLIT MYSELF AND OTHERS INTO REFLECTORS FOREVER

80b. PROGRAM MYSELF AND OTHERS TO BE THE REFLECTOR AND REFLECT EVERYTHING BACK IN ON MYSELF FOREVER

TO (goal) INFINITELY IS TO BE THE REFLECTOR AND REFLECT MY .... BACK IN ON MYSELF FOREVER

A. POSTULATES

B. ENERGY BEAMS

C. BAD INTENTIONS

D. OVERTS

E. FEARS

F. EMOTIONS

G. CREATIONS

H. ??

(matter , energy, space, & time?)

----------------

GROUP 11 - EXISTENCE STRUCTURE

... Section S.81 - guide

81a. SPLIT MYSELF AND OTHERS INTO GUIDES FOREVER.

81b. PROGRAM MYSELF AND OTHERS TO BE THE GUIDE AND LEAD MYSELF AND ALL THESE OTHERS DEEPER INTO THE TRAP FOREVER.

TO (goal) INFINITELY IS TO BE THE GUIDE AND ...

A. LEAD MYSELF AWAY FROM TRUE KNOWLEDGE ABOUT REALITY FOREVER.

LEAD MY INDIVIDUAL SELF TOWARDS EVEN DEEPER ... WITH MEST FOREVER.

B. AFFINITY

C. ADMIRATION

D. INVOLVEMENT

E. INTEREST

F. AGREEMENT

G. DEPENDENCE

H. LEAD MY INDIVIDUAL SELF TO BECOME ONE WITH MEST FOREVER.

... Section s.82 - Planner

82a. SPLIT MYSELF AND OTHERS INTO PLANNERS FOREVER

82b. PROGRAM MYSELF AND OTHERS TO BE THE PLANNER AND PLAN OUT MY EXISTENCE FOREVER

TO (goal) INFINITELY IS TO BE THE PLANNER AND

A. KNOW THAT THE ONLY WAY OUT IS TO GO THROUGH THE BOTTOM

B. FIND WAYS TO KEEP MY INDIVIDUAL SELF MOVING DOWNWARD FOREVER.

C. ENJOY DOING MYSELF IN AND SINKING DEEPER FOREVER.

D. FIGURE OUT WAYS TO ENTRAP MYSELF FURTHER FOREVER.

E. REFUSE TO ABANDON ANYTHING FOREVER.

F. FIGURE OUT WAYS TO ENTRAP OTHERS FOREVER.

G. FIGHT BACK AGAINST ANYONE WHO TRIES TO GET ME OUT FOREVER.

H. LEAD MYSELF DOWN THE DECLINING SPIRAL FOREVER.

... Section s.83 - Game Maker

11a. SPLIT MYSELF AND OTHERS INTO

11b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

... Section s.84 - Goal Maker

11a. SPLIT MYSELF AND OTHERS INTO

11b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

... Section S.85. Futurizer

85a. SPLIT MYSELF AND OTHERS INTO FUTERIZERS FOREVER

85b. PROGRAM MYSELF AND OTHERS TO BE THE FUTERIZER AND PROJECT (CREATE) A FUTURE FOR MYSELF (AND OTHERS?) FOREVER.

TO (goal) INFINITELY IS TO BE THE FUTURIZER AND PROJECT .... FOR MYSELF INTO THE PHYSICAL UNIVERSE FUTURE FOREVER.

A. GAMES

B. IDENTITIES

C. ACTIVITIES

D. HAVINGNESS

E. GOALS

F. EXPECTATIONS

G. CONSEQUENCES

H. MY OWN PERPETUAL EXISTENCE.

... Section s.86 - Encourager

86a. SPLIT MYSELF AND OTHERS INTO ENCOURAGERS FOREVER

86b. PROGRAM MYSELF AND OTHERS TO BE THE ENCOURAGER AND ENCOURAGE MYSELF TO ACHIEVE THINGS IN THE PHYSICAL UNIVERSE FOREVER

TO (goal) INFINITELY IS TO BE THE ENCOURAGER AND ENCOURAGE MYSELF TO STRIVE ... IN THE PHYSICAL UNIVERSE FOREVER

A. FOR ETHICS

B. FOR AESTHETICS

C. TO BUILD THINGS

D. FOR LOGIC AND REASON

E. FOR CHANGE

F. FOR GAMES

G. FOR KNOWLEDGE

H. TO CREATE THINGS

??

?? - Humanizer ??

... Section s.87 - coach

11a. SPLIT MYSELF AND OTHERS INTO

11b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

keep myself from winning or loosing

make games go on forever

... Section s.88 - Aligner (co-ordinator)

11a. SPLIT MYSELF AND OTHERS INTO

11b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

-------------

GROUP 12 - EXISTENCE BLOCKAGE

... Section S.89 - Watcher

89a. SPLIT MYSELF AND OTHERS INTO WATCHERS (MONITORS) FOREVER

89b. PROGRAM MYSELF AND OTHERS TO BE THE WATCHER AND MONITOR (WATCH) ALL OF THIS FOREVER.

TO (goal) INFINITELY IS TO BE THE WATCHER AND ...

A. WATCH ALL THESE OTHERS TO ENSURE THAT THEY ARE OBEYING ORDERS FOREVER.

B. OBSERVE MYSELF AS AN INDIVIDUAL TO ENSURE THAT I REMAIN ENTRAPPED BY THIS FOREVER.

C. OBSERVE PHYSICAL REALITY TO ENSURE THAT IT REMAINS INVIOLATE FOREVER.

D. WATCH THE MECHANICS BEHIND REALITY TO ENSURE THAT THEY CONTINUE TO WORK FOREVER.

REPORT ANY .... TO THE OTHER ENTITIES (OVERSOULS?) FOREVER.

E. VIOLATIONS OF THESE ORDERS.

F. ATTEMPT TO UNMOCK THIS

G. VIOLATIONS OF REALITY

H. FAILURES OF THESE MECHANISMS

... Section s.90 - Equalizer

11a. SPLIT MYSELF AND OTHERS INTO

11b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

... Section s.91 - Opposer

11a. SPLIT MYSELF AND OTHERS INTO

11b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

..  Section S.92 - Deceiver

92a. SPLIT MYSELF AND OTHERS INTO DECEIVERS FOREVER.

92b. PROGRAM MYSELF AND OTHERS TO BE THE DECEIVER AND DECEIVE MYSELF FOREVER.

TO (goal) INFINITELY IS TO BE THE DECEIVER AND DECEIVE MYSELF AS TO THE ... FOREVER.

A. NATURE OF REALITY

B. NATURE OF OTHER BEINGS.

C. NATURE OF LIFEFORMS.

D. ANATOMY OF THE PHYSICAL UNIVERSE

E. ORIGINS OF THE PHYSICAL UNIVERSE

F. ORIGINS OF MYSELF

G.

H.

ORDERS) TO ... FOREVER.

... Section s.93 - Inverter

11a. SPLIT MYSELF AND OTHERS INTO

11b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

... Section s.94 - Disperser

94a. SPLIT MYSELF AND OTHERS INTO DISPERSERS FOREVER

94b. PROGRAM MYSELF AND OTHERS TO BE THE DISPERSER AND DISPERSE ANY ENERGY THAT I PUT OUT FOREVER

TO (goal) INFINITELY IS TO BE THE DISPERSER AND DISPERSE .... FOREVER

A. ENERGY BEAMS

B. POSTULATES

C. INTENTIONS

D. ATTENTION

E. CONCENTRATION

F. ANCHOR POINTS

G. VIEWPOINTS

H. PROGRAMMING

(? - vibrations, grasping/gripping/holding?)

??

... Section s.95 - Fate (arranger)

95a. SPLIT MYSELF AND OTHERS INTO ARRANGERS FOREVER

95b. PROGRAM MYSELF AND OTHERS TO BE THE ARRANGER AND ARRANGE FATES FOR MYSELF FOREVER

TO (goal) INFINITELY IS TO BE THE ARRANGER AND ARRANGE ... FOR MYSELF FOREVER

A. EVENTS

B. FATES

C. CIRCUMSTANCES

??

... Section s.96 - Trickster

96a. SPLIT MYSELF AND OTHERS INTO TRICKSTERS FOREVER

96b. PROGRAM MYSELF AND OTHERS TO BE THE TRICKSTER AND TRICK MYSELF FOREVER

TO (goal) INFINITELY IS TO BE THE TRICKSTER AND GO AROUND AND FOOL MYSELF AS TO .... FOREVER.

A. WHO IS REALLY DOING THINGS

B. WHEN THINGS REALLY HAPPENED

C. WHAT IS REALLY GOING ON

D. THE ACTUAL PURPOSE BEHIND THINGS

E. THE ACTUAL ORIGINS OF THINGS

F. HOW THINGS REALLY WORK

G. THE ACTUAL STRUCTURE OF THINGS

H. WHO I REALLY AM FOREVER.

---------------

GROUP 13 - SPIRITUAL STRUCTURE

... Section s.97 - Creator (part of god, infinite mind)

97a. SPLIT MYSELF AND OTHERS INTO PARTS OF GOD (CREATORS) FOREVER

97b. PROGRAM MYSELF AND OTHERS TO BE THE PART OF GOD (CREATOR) AND CREATE THIS FOREVER.

TO (goal) INFINITELY IS TO BE THE CREATOR AND CREATE .... FOREVER

A. MYSELF AS AN INDIVIDUAL

B. THE BODIES

C. OTHER INDIVIDUALS

D. SOCIETIES

E. LIFE FORMS

F. THE PHYSICAL UNIVERSE

G. ENTITIES

H. THE UNIVERSAL MIND

?? - UNIVERSAL MIND (separate item?)

AND BE THE THOUGHT OF THE UNIVERSE FOREVER

A. THINK ON BEHALF OF MEST FOREVER

B. ARRANGE FOR THE SURVIVAL OF THE PHYSICAL UNIVERSE FOREVER

C. THINK ABOUT M,E,S,T, FOREVER

D. BE ALL THESE OTHERS FOREVER

HIDE/HOLD TOGETHER/FORGET/PROTECT THE THOUGHTS OF ALL THESE OTHERS FOREVER.

... Section s.98 - angel

98a. SPLIT MYSELF AND OTHERS INTO ANGELS FOREVER

98b. PROGRAM MYSELF AND OTHERS TO BE THE ANGEL AND HELP GOD FOREVER (?)

(here god is a construct which acts as a mind for the universe.   You give a piece of yourself to its service)

TO (goal) INFINITELY IS TO BE THE ANGEL AND ...

A. SERVE GOD FOREVER

B. CARRY OUT THE ORDER OF GOD FOREVER

C. OBEY THE WISHES OF GOD FOREVER

D. MAINTAIN THE LAWS OF GOD FOREVER

E. ENACT THE PLANS OF GOD FOREVER

F. AGREE WITH THE MOCKUPS OF GOD FOREVER

G. SEE TO THE NEEDS OF GOD FOREVER

H. GRANT POWER (over your individual self) UNTO GOD FOREVER

?. HELP MYSELF TO BE GOOD AND WHOLESOME FOREVER

?. INSPIRE MYSELF TO STRIVE TO DO GOOD WITHIN THIS UNIVERSE FOREVER

... Section s.99 - Attractor

99a. SPLIT MYSELF AND OTHERS INTO ATTRACTORS FOREVER.

99b. PROGRAM MYSELF AND OTHERS TO BE THE ATTRACTOR AND COMPEL MYSELF TO NEED THE PHYSICAL UNIVERSE FOREVER

TO (goal) INFINITELY IS TO BE THE ATTRACTOR AND COMPEL MYSELF TO ... FOREVER

A. HAVE AFFINITY FOR THE PHYSICAL UNIVERSE

B. BE IN AGREEMENT WITH THE PHYSICAL UNIVERSE

C. BE IN COMMUNICATION WITH THE PHYSICAL UNIVERSE

D. HAVE ADMIRATION FOR THE PHYSICAL UNIVERSE

E. DEPEND ON THE PHYSICAL UNIVERSE FOR AFFINITY

E. DEPEND ON THE PHYSICAL UNIVERSE FOR REALITY

E. DEPEND ON THE PHYSICAL UNIVERSE FOR COMMUNICATION

E. DEPEND ON THE PHYSICAL UNIVERSE FOR ADMIRATION

... Section s.100 - Accuser

11a. SPLIT MYSELF AND OTHERS INTO

11b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

... Section s.101 - Judge

101a. SPLIT MYSELF AND OTHERS INTO JUDGES FOREVER

101b. PROGRAM MYSELF AND OTHERS TO BE THE JUDGE AND JUDGE MYSELF FOREVER

TO (goal) INFINITELY IS TO BE THE JUDGE AND ...

CONDEMN (BLAME) MYSELF FOR ... FOREVER

A. ALL MY FAILINGS

B. ALL THE HARM THAT I HAVE DONE

C. ALL THE WRONG THOUGHTS THAT I HAVE HAD

D. ALL MY WEAKNESSES

ARRANGE ..... FOREVER

E. PUNISHMENTS FOR MY MISDEEDS

F. FOR MY DEEDS TO COME BACK ON ME

G. LESSONS FOR MYSELF TO TEACH ME TO BE GOOD

H. FATES FOR MYSELF TO PUNISH MY CRIMES

... Section s.102 - Punisher

11a. SPLIT MYSELF AND OTHERS INTO

11b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

... Section s.103 - Executioner

11a. SPLIT MYSELF AND OTHERS INTO

11b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

... Section s.104 - Recycler

104a. SPLIT MYSELF AND OTHERS INTO RECYCLERS FOREVER

104b. PROGRAM MYSELF AND OTHERS TO BE THE RECYCLER AND REFORMAT MYSELF BETWEEN LIVES FOREVER

TO (goal) INFINITELY IS TO BE THE RECYCLER AND ....

RESTRUCTURE MY ..... BETWEEN LIVES FOREVER

A. PERSONALITY

B. MEMORIES

C. ABILITIES

D. BEINGNESS (IDENTITY)

FORMULATE ... FOR MYSELF BETWEEN LIVES FOREVER

E. NEW GOALS

F. NEW LESSONS

G. NEW CHALLENGES

H. NEW ABERRATIONS

(recycle my existence into new individualities forever?)

------------------

GROUP 14 - SPIRITUAL BLOCKAGE

... Section s.105 - Interiorizer

101a. SPLIT MYSELF AND OTHERS INTO

101b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

... Section s.106 - Discourager

(note: may be same as #27 depressor?)

106a. SPLIT MYSELF AND OTHERS INTO DISCOURAGERS FOREVER

106b. PROGRAM MYSELF AND OTHERS TO BE THE DISCOURAGER AND CONVINCE MYSELF AND OTHERS THAT NOTHING CAN BE DONE ABOUT THIS FOREVER

TO (goal) INFINITELY IS TO BE THE DISCOURAGER AND ...

DISCOURAGE MYSELF AND OTHERS FROM EVER DOING ANYTHING ABOUT .... FOREVER.

A. THIS IMPLANT

B. ENTITIES

C. THE PHYSICAL UNIVERSE

D. THE SPLITTER MECHANISMS

CONVINCE MYSELF AND OTHERS THAT .... FOREVER

E. THIS IS TOO SOLID TO BE TAKEN APART

F. EVEN IF THIS COULD BE TAKEN APART (ERASED) IT WOULD NOT MAKE ANY DIFFERENCE ANYWAY

G. EVEN IF YOU COULD TAKE THIS ALL APART, YOU WOULDN'T WANT TO

H. IF YOU DID TAKE THIS ALL APART, YOU WOULD SUFFER A LOSS AND BE SORRY THAT YOU HAD DONE IT

... Section s.107 - Confusion Entity

107a. SPLIT MYSELF AND OTHERS INTO CONFUSION ENTITIES FOREVER.

107b. PROGRAM MYSELF AND OTHERS TO BE THE CONFUSION ENTITY AND KEEP MYSELF CONFUSED FOREVER.

TO (goal) INFINITELY IS TO BE THE CONFUSION ENTITY AND CONFUSE .... FOREVER  (? SO CONFUSE .... THAT THEY CAN NEVER BE SORTED OUT FOREVER)

A. TRUTH WITH FALSEHOOD

B. REALITY WITH UNREALITY

C. MYSELF WITH OTHERS

D. PAST WITH PRESENT

E. TIME WITH SPACE

F. MATTER WITH ENERGY

G. IDENTITY WITH LOCATION

H. IMPACT WITH ENLIGHTENMENT

... Section s.108 - Terror (fear) entity

108a. SPLIT MYSELF AND OTHERS INTO TERROR ENTITIES FOREVER.

108b. PROGRAM MYSELF AND OTHERS TO BE THE TERROR ENTITY AND TERRIFY MYSELF FOREVER.

TO (goal) INFINITELY IS TO BE THE TERROR ENTITY AND ....

A. MOCKUP MONSTERS AND DEMONS FOREVER

B. TERRORIZE MYSELF FOREVER.

MAKE MYSELF AFRAID TO .... FOREVER

C. FIND OUT THE TRUTH

D. SEE ENTITIES

E. SEE ANY DISCREPANCY IN REALITY

F. SEE ANY VIOLATION OF REALITY

G. REMEMBER ANYTHING BEFORE THIS UNIVERSE

H. DISCOVER ANY PART OF THESE MECHANISMS

... Section s.109 - Delusion entity

109a. SPLIT MYSELF AND OTHERS INTO DELUSION ENTITIES FOREVER.

109b. PROGRAM MYSELF AND OTHERS TO BE THE DELUSION ENTITY AND CREATE DELUSIONS FOR MYSELF FOREVER.

TO (goal) INFINITELY IS TO BE THE DELUSION ENTITY AND ...

A. DELUDE MYSELF AS TO THE TRUE NATURE OF REALITY FOREVER.

B. CREATE FALSE REALITIES FOR MYSELF FOREVER.

C. DUB IN FALSE PERCEPTIONS FOREVER.

D. DUB IN MISCONCEPTIONS ABOUT REALITY FOREVER.

E. DUB IN INCORRECT CONCLUSIONS FOREVER.

F. DUB IN WRONG REASONS WHY FOREVER.

G. CONVINCE MYSELF THAT ENTITIES ARE DELUSIONS FOREVER.

H CONVINCE MYSELF THAT PERCEPTIONS OF THE REAL NATURE OF REALITY ARE DELUSIONS FOREVER.

... Section s.110 - Degrader

110a. SPLIT MYSELF AND OTHERS INTO DEGRADERS FOREVER

110b. PROGRAM MYSELF AND OTHERS TO BE THE DEGRADER AND DEGRADE MYSELF FOREVER.

TO (goal) INFINITELY IS TO BE THE DEGRADER AND INSPIRE MYSELF TO BE .... FOREVER

A. GREEDY

B. LUSTFUL

C. CRUEL

D. DISHONEST

E. LAZY

F. VISCOUS (NASTY)

G. SELFISH

H. VENGEFUL

... Section s.111 - Tempter

101a. SPLIT MYSELF AND OTHERS INTO

101b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

... Section s.112 - Demon (devil)

101a. SPLIT MYSELF AND OTHERS INTO DEMONS FOREVER

101b. PROGRAM MYSELF AND OTHERS TO BE THE DEMON AND MAKE TROUBLE FOR MYSELF FOREVER.

 (entrap myself forever?)

TO (goal) INFINITELY IS TO BE THE DEMON AND CREATE .... FOR MYSELF FOREVER.

A. PROBLEMS

B. DIFFICULTIES

C. UPSETS

D. LOSSES

E. GUILT

F. PENALTIES

G. TRAPS

H. DECLINING SPIRALS

Devil ?? INSPIRE MYSELF TOWARDS EVIL WITHIN THE PHYSICAL UNIVERSE FOREVER

MAKE TROUBLE BETWEEN MYSELF AND... FOREVER

A. OTHERS

B. SOCIETY

C. GOD

D. MEST

¯------------------

GROUP 15: FINAL STRUCTURE

... Section s.113 - Inner Guard

113a. SPLIT MYSELF AND OTHERS INTO INNER GUARDS FOREVER.

113b. PROGRAM MYSELF AND OTHERS TO BE THE INNER GUARD AND STOP MYSELF FROM KNOWING ABOUT MYSELF FOREVER.

TO (goal) INFINITELY IS TO BE THE INNER GUARD AND MAKE MYSELF AFRAID TO ... FOREVER.

A. SEE MYSELF

B. FIND OUT WHERE I REALLY AM

C. FIND OUT WHO I REALLY AM

D. FIND OUT WHAT I REALLY AM

E. FIND OUT WHEN I REALLY AM

F. FIND OUT MY TRUE NATURE

G. FIND OUT MY TRUE ORIGINS

H. LOOK INWARD

... Section s.114 - Dramatizer

(note - previously had #6 - separators, here)

101a. SPLIT MYSELF AND OTHERS INTO

101b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

... Section s.115 - Perpetuator

101a. SPLIT MYSELF AND OTHERS INTO

101b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

.. Section s.116 - Corrective entities

116a. SPLIT MYSELF AND OTHERS INTO CORRECTIVE MACHINERY FOREVER.

116b. PROGRAM MYSELF AND OTHERS TO BE THE CORRECTIVE MACHINE AND KEEP THIS ALL WORKING FOREVER.

TO (goal) INFINITELY IS TO BE THE CORRECTIVE ENTITY AND:

A. REMEDY ANY DISCREPANCIES IN REALITY FOREVER.

B. ALTER PERCEPTIONS TO KEEP REALITY CONSISTENT AND HIDE ANY DISCREPANCIES  FOREVER.

C. ALTER MEMORY TO KEEP REALITY CONSISTENT AND HIDE ANY DISCREPANCIES FOREVER.

D. MAKE MYSELF AND OTHERS SPLIT TO REPLACE ANY ENTITIES THAT BLOW FOREVER.

E. USE THE RESOURCES OF ALL THESE OTHERS TO REPROGRAM ANY PART OF THIS IMPLANT THAT FAILS FOREVER.

F. CONVINCE MYSELF AND OTHERS TO OBEY THIS IMPLANT FOREVER.

G. USE THE RESOURCES OF ALL THESE OTHERS TO KEEP THIS CONTINUOUSLY CREATED FOREVER.

H. REPORT ALL INFRACTIONS TO THE OVERSOULS FOREVER.

... Section s.117 - Splitter

101a. SPLIT MYSELF AND OTHERS INTO

101b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

..  Section S.118 - Implanter

118a. SPLIT MYSELF AND OTHERS INTO IMPLANTERS FOREVER.

118b. PROGRAM MYSELF AND OTHERS TO BE THE IMPLANTER AND IMPLANT MYSELF AS AN INDIVIDUAL WITH ORDERS FOREVER.

TO (goal) INFINITELY IS TO BE THE IMPLANTER AND IMPLANT MYSELF (WITH ORDERS) TO ... FOREVER.

A. BELIEVE IN REALITY.

B. AGREE WITH REALITY.

C. BE THE EFFECT OF (affected by) REALITY.

D. BE LOCATED WITHIN REALITY (the physical universe) FOREVER.

E. BELIEVE THAT THE PHYSICAL UNIVERSE IS LARGER (greater) THAN I AM FOREVER.

F. BELIEVE THAT THE PHYSICAL UNIVERSE IS MORE IMPORTANT THAN I AM FOREVER.

G. BELIEVE THAT THE PHYSICAL UNIVERSE IS MORE POWERFUL THAN I AM FOREVER.

H. BELIEVE THAT THE PHYSICAL UNIVERSE IS MORE ENDURING THAN I AM FOREVER.

... Section s.119 - Keeper

101a. SPLIT MYSELF AND OTHERS INTO

101b. PROGRAM MYSELF AND OTHERS TO BE THE

TO (goal) INFINITELY IS TO BE THE 

??

... Section s.120 - Unifier (Joiner)

120a. SPLIT MYSELF AND OTHERS INTO UNIFIERS FOREVER

120b. PROGRAM MYSELF AND OTHERS TO BE THE UNIFIER AND MAKE EVERYTHING ONE FOREVER

TO (goal) INFINITELY IS TO BE THE UNIFIER AND BE ONE ... FOREVER

A. INFINITY

B. ALL THESE ENTITIES

C. THE PHYSICAL UNIVERSE

D. ALL LIFEFORMS

E. ALL SOCIETIES

F. ALL OTHER INDIVIDUALS

G. BODIES

H. THE ITEMS OF THIS IMPLANT

----------------------------

             GROUP 16: MIND BLOCKAGE

... Section S.121 - Restimulators

121a. SPLIT MYSELF AND OTHERS INTO RESTIMULATORS FOREVER.

121b. PROGRAM MYSELF AND OTHERS TO BE THE RESTIMULATOR AND KEEP THIS IN RESTIMULATION FOREVER

TO (goal) INFINITELY IS TO BE THE RESTIMULATOR AND:

A. CREATE THIS IMPLANT CONTINUOUSLY FOREVER.

B. FORCE MYSELF AND OTHERS TO CROSS COPY INFINITELY, FOREVER.

C. FORCE MYSELF AND OTHERS TO DIVIDE INFINITELY FOREVER.

D. FORCE MYSELF AND OTHERS DRAMATIZE THIS FOREVER.

E. REPEAT THE ITEMS OF THIS IMPLANT FOREVER.

F. FORCE MYSELF AND OTHERS TO REMAIN THE EFFECT OF THIS FOREVER.

G. KEEP THIS IMPLANT SOLID FOREVER.

H. RECREATE THE IMPACT OF THIS INCIDENT FOREVER.

... Section s.122 - Invalidator

122a. SPLIT MYSELF AND OTHERS INTO INVALIDATORS FOREVER

122b. PROGRAM MYSELF AND OTHERS TO BE THE INVALIDATOR AND INVALIDATE ANY AWARENESS OF THIS IMPLANT FOREVER

TO (goal) INFINITELY IS TO BE THE INVALIDATOR AND INVALIDATE ANY ... OF THIS IMPLANT FOREVER

A. AWARENESS

B. KNOWLEDGE

C. REMEMBRANCE

D. UNDERSTANDING

E. ERASURE OF

F. FREEDOM FROM

G. COMMAND OVER

H. MASTERY OF

... Section S.123 - Misdirectors

123a. SPLIT MYSELF AND OTHERS INTO MISDIRECTORS, FOREVER.

123b. PROGRAM MYSELF AND OTHERS TO BE THE MISDIRECTOR AND MISLEAD ANYONE WHO ATTEMPTS TO DISCOVER THIS FOREVER.

TO (goal) INFINITELY IS TO BE THE MISDIRECTOR AND:

A. SUBSTITUTE WRONG DATES CONCERNING THE WHOLE TRACK, FOREVER.

B. MAKE MYSELF AND OTHERS CONFUSE THE CORRECT SEQUENCE OF EVENTS, FOREVER.

C. MANUFACTURE FALSE DATA, FOREVER.

D. MAKE MYSELF AND OTHERS MIX UP LOCATIONS FOREVER.

E. MAKE MYSELF AND OTHERS DUB IN IMAGINARY INCIDENTS, FOREVER.

F. MISLEAD MYSELF AND OTHERS FOREVER.

G. DIRECT ATTENTION AWAY FROM THIS INCIDENT, FOREVER.

H. PREVENT THE TRUTH FROM BEING DISCOVERED, FOREVER.

..  Section S.124 - Denyers

124a. SPLIT MYSELF AND OTHERS INTO DENYERS FOREVER.

124b. PROGRAM MYSELF AND OTHERS TO BE THE DENIER AND DENY THE EXISTENCE OF THIS FOREVER.

TO (goal) INFINITELY IS TO BECOME THE DENIER AND:

A. INSIST THAT ENTITIES DO NOT EXIST, FOREVER.

B. INSIST THAT INFINITY DOES NOT EXIST FOREVER.

C. DENY THAT ANY OF THIS IS REAL, FOREVER.

D. DENY THAT THIS EVER HAPPENED, FOREVER.

E. INVALIDATE THE REALITY OF ANY NON-PHYSICAL UNIVERSE MOCKUP, FOREVER.

F. INSIST THAT THE PHYSICAL UNIVERSE IS THE ONLY REALITY, FOREVER.

G. COMPEL MYSELF AND OTHERS TO DISBELIEVE IN THE EXISTENCE OF THIS IMPLANT FOREVER.

H. COMPEL MYSELF AND OTHERS TO DISBELIEVE IN THE EXISTENCE OF THE INFINITE (terminal) FOREVER.

... Section S.125 - Suppressors

125a. SPLIT MYSELF AND OTHERS INTO SUPPRESSORS FOREVER.

125b. PROGRAM MYSELF AND OTHERS TO BE THE SUPPRESSOR AND KEEP THIS HIDDEN FOREVER.

TO (goal) INFINITELY IS TO BE THE SUPPRESSOR AND:

KEEP MYSELF FROM .... THIS FOREVER.

A. SPOTTING

B. KNOWING ABOUT

C. PERCEIVING

D. COMMUNICATING ABOUT

E. THINKING ABOUT

F. KEEP THIS FROM REGISTERING ON ANY DETECTION DEVICES, FOREVER.

G. STOP THIS FROM BEING DISCOVERED, FOREVER.

H. USE THE RESOURCES OF ALL THESE OTHER ENTITIES TO BLOCK ALL KNOWLEDGE OF THIS, FOREVER.

Note, early detection devices were things like crystal balls (which really worked in the magic universe) and might be used to assess for implanted compulsions etc.

... Section S.126 - Holders

126a. SPLIT MYSELF AND OTHERS INTO HOLDERS FOREVER.

126b. PROGRAM MYSELF AND OTHERS TO BE THE HOLDER AND HOLD EVERYONE TOGETHER FOREVER.

TO (goal) INFINITELY IS TO BE THE HOLDER AND:

A. MAKE EVERYONE ALL ONE, FOREVER

B. JOIN EVERYONE TOGETHER FOREVER.

C. HOLD EVERYONE IN A SINGLE REALITY, FOREVER.

D. COMBINE EVERYONE INTO A SINGLE BEING FOREVER.

E. MAKE EVERYONE HOLD ONTO EACH OTHER FOREVER.

F. HOLD MYSELF AND OTHERS IN AGREEMENT TOGETHER FOREVER.

G. HOLD ONTO ALL THESE BEINGS FOREVER.

H. KEEP ANYONE FROM LEAVING, FOREVER.

... Section S.127 - Guardians

127a. SPLIT MYSELF AND OTHERS INTO GUARDIANS FOREVER.

127b. PROGRAM MYSELF AND OTHERS TO BE THE GUARDIAN AND PROTECT THIS IMPLANT (FROM BEING VIEWED), FOREVER.

TO (goal) INFINITELY IS TO BE THE GUARDIAN AND PREVENT MYSELF AND OTHERS FROM:

a. VIOLATING THE RULES OF THE PHYSICAL UNIVERSE FOREVER.

b. MOVING OUT OF THE PHYSICAL UNIVERSE FOREVER.

c. MODIFYING REALITY FOREVER.

d. FINDING OUT THE TRUTH ABOUT REALITY FOREVER.

e. CHANGING THE NATURE OF REALITY, FOREVER.

f. DISAGREEING WITH REALITY FOREVER.

g. KNOWING THAT I AM DOING THESE THINGS, FOREVER.

h. REMEMBERING THIS IMPLANT, FOREVER.

... Section S.128 - Oversouls

128a SPLIT MYSELF AND OTHERS INTO OVERSOULS FOREVER.

128b. PROGRAM MYSELF AND OTHERS TO BE THE OVERSOUL AND ORGANIZE ALL THESE OTHERS FOREVER.

TO (goal) INFINITELY IS TO BE THE OVERSOUL AND:

a. MANAGE THIS FOREVER.

b. SEE THAT THIS IS REPAIRED FOREVER.

c. CO-ORDINATE ALL THESE OTHERS FOREVER.

d. ORGANIZE MYSELF AND ALL THESE OTHERS FOREVER

e. CONTROL MYSELF AND ALL THESE OTHERS FOREVER

f. KEEP MYSELF AND ALL THESE OTHERS DIVIDED FOREVER

g. LIE ABOUT THIS TO MYSELF AND ALL THESE OTHERS FOREVER.

h. KEEP MYSELF AND ALL THESE OTHERS ENTRAPPED FOREVER.

(block any attempt to unmock this forever?).

-----------------------

?other types?

Problem Maker

Misleader (guide my individual self deeper into mest forever, keep myself in agreement, more confused, and solid etc.)

higher self:

 D. KEEP THIS ALL WORKING FOREVER

 E. KEEP THIS ALL IN MOTION FOREVER

 F. NEVER LET MY LOWER SELF KNOW WHAT I'M DOING FOREVER

 G. RULE OVER ALL THESE OTHERS FOREVER

 H. ENJOY DOING THIS, FOREVER

make this all happen forever

remain in agreement with this implant forever

enjoy being here forever

never think about being here forever

Convincer - convince myself that I need this, make self dependent on this, etc.

karma? - balancer? - equalizer - tabulator?

-------------------------

18. Section 7 - Final Items

TO (goal)  INFINITELY IS TO BE ALL THESE THINGS AND:

A. BLOCK ALL AWARENESS OF THESE ORDERS FOREVER.

B. BLOCK ALL KNOWLEDGE OF INFINITY FOREVER.

C. BLOC ALL REMEMBRANCE OF THIS, FOREVER.

D. BLOCK ALL KNOWLEDGE OF THESE ENTITIES FOREVER.

E. KEEP MYSELF AND OTHERS UNKNOWING FOREVER

F. KEEP MYSELF AND OTHERS ASLEEP FOREVER

G. KEEP MYSELF AND OTHERS UNCONSCIOUS FOREVER

H. KEEP MYSELF AND OTHERS DEAD FOREVER.

19. FINAL PROCESSING STEPS

Use this as a group process on any individuals remaining after completing the platen.

a. Mockup doing and not doing these things repetitively to EP.

b. Spot being programmed into being these things.  Spot the first time.  Spot programming others.  Spot others programming others.

c. Spot being made to split, first, others, others to others.

d. Spot being implanted with false data, first time, others, others to others.

e. Spot being made to divide out to infinity, first time, others, others to others.

f. Spot being made into the infinite (terminal), first, others, others to others.

g. Decide to be and not be the infinite (terminal) repetitively to EP.

h. Mockup and unmock the infinite (terminal) until you're cause over it.

i. Spot the first item of platen 2.  Spot it as false data.

j. Spot native state for the goal and being pushed into it, pushing others, and others pushing others.

k. Ask them Can You Create (Nots), you should get a read and/or a yes answer.  If not, have them mock up and throw away a few objects and then ask again.

l. Are you free of this? (if not, find out why - unflat item etc.).

m. Who are you?

Then check if anything remains to be handled or anyone didn't blow etc.

Others, from other goals, may try and copy and replace this.  If something is lingering but nothing wrong, check for and indicate copy/replace.

Then run platen 1 to erasure (may happen after a small number of items).

.. Crossover Erasure

For inverted goals, the following steps can be done:

1. spot native state for the positive goal.

2. spot that the positive goal erased and rehab it.

3. For the positive goal items at the beginning of the Xover platen, spot that the item once had charge and acted as false data which drove you into the negative goal.  These items tend to erase instantly (because the positive goal is already erased) but the invalid of running another item on the positive goal sometimes puts the goal back (on a cross-copy replace) which will dirty the needle.  If this happens, spot that the goal already erased and is being put back (rehab the erasure if needed).  There is a slight tendency to put the goal back because you haven't run the middle section of the implant, but there is no real charge on it, just considerations (it will be scanned out later) so rehab erasure when needed.  There are only 4 of these items so just get through them, you erasing the context of the inversion.

4. the remaining Xover items do not use the positive goal and erase normally.  Items 5 and 6 are goal-less groupers and you need to keep your attention on the specific pair of goals your running and erase the specific crossover - i.e. spot the specific hatred for the goal being run etc. and erase it by spotting it repetitively.  Don't check these 2 items for erasure, check the specific hatred and "chose a new goal" items (spot that it really wasn't your free choice, just an implant order) or check if they "erased for this goal".  Here your trying to avoid the problem created by the fact that this pair of items is identical in every goal.  If necessary, spot these items as groupers which stir up other goals.

5. Rehab the erasure of the top goal and confirm the erasure of the positive-negative goal package.  On erasure, you should see with reality and certainty that the negative goal is simply a get even/service fac type activity against the original implanting of the positive goal.

------- end -------
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