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Introduction and Contents

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.

| have been involved in Scientology since 1965. | came in with great hopes and high
goals, and since they were not entirely betrayed, | kept my mouth shut and hung on
despite all of the obvious failings.

By late 1968, | had passed beyond the fanatic stage and could see that the
organization and the tech had serious flaws. But | would not abandon the truths | had
learned just because of Ron's imperfections or the Sea Org's insanities. Instead, |
followed Ron's own advice, which was to ignore all authorities, including Ron, and
evaluate each datum on its own merits and discover what was true for myself rather
than simply believing in the subject.

When | finally finished my staff contract in the early 1970s, | was too disillusioned to
continue working for the organization. But | still believed and continue to believe deeply
in the expressed goals and purposes of the subject. | had made tremendous gains in
auditing and helped others by auditing them (often for free on my own time). Any
deficiencies | perceived in the tech and the organization were attributed to the
incomplete research and the failings of the all too human members of the group. So |
continued to study and do upper levels, and especially, | began to track down and
study the thousands of hours of taped lectures from the 1950s, searching first for the
origins of the almost magical materials we were using and eventually discovering that
three quarters of the subject had been lost and that the bulk of later policy and flag
orders were almost 180 degrees in conflict with the basics that were outlined in the
early days.

And | decided to follow Ron's original ideas and inspirations in preference to the later
dramatizations. And the further | went with this, the more | found myself at odds with
the organization and its current policies and practices. | now firmly believe that the
subject is still on a research line and that we do not have all the answers. | believe that
Ron was right originally when he said (upon discovering implants and other advanced
materials in 1952) that it would be deadly to make any of the tech confidential. And |
think that he was spot on when he said that someday we will have to cry "Auditors of
the world arise, you have nothing to lose but your certs" (auditors certificates).

For the last decade, | have been researching on my own, trying to carry the subject on
to its next stage. No subject has ever been researched completely by a single
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individual, nor has two ever been enough. Its an ongoing process and the number of
great names connected with even a single practical area such as electricity is
enormous.

For all this time, | have kept quiet and supported the existing organization because |
could offer nothing better. Now, however, its time to blow the lid off and give you
everything I've got.

The first document in this series will shoot heavily at the existing organization. This is
unfortunately necessary because there is so much wrong and the lies and overts block
the road to truth. Certainly the anti-cultists will have a field day. But my goal is to bring
about a reform rather than the destruction of the subject.

| am remaining anonymous at this time because | expect a severe knee jerk reaction
from the organization. It's bitter medicine for them to swallow and they may lash out.
But | expect that time will temper this, so my only purpose in remaining anonymous is to
stay out of sight until things cool down a little. This will interfere with people sending
me mail on the internet, but | will try to watch for general postings on the net which
mention the "Pilot" in their message headers and will try to answer any reasonable
questions that are posted. This is not an attempt to duck any responsibility. | will let
you know who | am eventually, just give it some time.

| am making these materials freely available on the internet despite the tremendous
amount of work that has gone into researching them and writing them up because the
existing examples of what can happen to a spiritual subject when it is used to generate
income is enough to make my flesh crawl. | ask only that you try to make the entire set
of documents available rather than simply copying around document #1 which is a bit of
an expose. | think it would be unfair to put out that much criticism without offering the
positive materials that are in the remaining documents.

Also, the full set of documents, or at least #2 through #4, are necessary to convince the
tech trained loyalists that reform is indeed possible and necessary. The auditors and
case supervisors are the high priests of the subject and if they can be turned around,
then the rest of the membership will follow. International management will have no
choice but to go along.

For those who wish to destroy the subject, | would point out that it never works to
persecute a religion. The faith and fanaticism always grow stronger. The only
workable course is to change it into something better. In this | ask your help in keeping
these materials available and helping to spread them to the loyalists. Let Scientology
become what it pretends to be, a learning center for spiritual growth instead of a cult of
greed and power.

| am not trying to promote a new subject or start a freezone organization. | have no
personal vested interest in this. I'm just giving this stuff away.
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If | receive any exchange for doing this, it will be in inspiring others to do research
which will aid me in my own efforts. | don't think that | (or anyone else, including LRH)
can go the entire route alone.

| don't think that there is any serious legal liability in posting this or putting it up on the
web. | need to remain hidden because it is a suppressive act (per policy) to attempt to
reform the subject. Its hard to reform from within if you're officially kicked out. Also
there is a slight chance that | might be placed in physical danger if my identity were
exposed before any storm that | might be raising has a chance to settle out. Those
outside of the subject might not think so, but some in management might consider this
to be the most dangerous threat that they have ever faced because their own
supporters might turn on them.

For any of my friends who might be in the middle of some Scientology level when they
get hold of these documents, | wish to warn them that they might want to finish what
they are doing first before they plow into these materials. First of all, | believe that
some of the things that | have found are considerably more advanced that anything
being used currently in Scientology. And secondly, | believe that it is necessary to be
totally unconstrained in discussing material that has been labeled confidential. Also,
for anyone reading the internet it is a bit silly to worry about the confidentiality because
almost all of the OT platens, clearing course materials, and full NOTs auditors packs
have been flying around on-line for quite some time now and a free and sensible
discussion is liable to cool things down rather than stir them up.

| think that one of the major factors that dragged Ron down in the end was that he cut
his own communication lines when he made the materials confidential. Until then, he
was continually talking to his students (on the Briefing Course in the 1960s and in the
Advanced Clinical Courses (ACCs) in the 1950s) and this probably acted to some
degree like an auditing session, allowing the mental charge of what he was researching
to flow away from him. When he cut that line, it backed up on him. This was a sad fate
for someone who truly loved to talk and lecture.

| apologize for the fact that these files are very big. There is a lot of material. The
contents are as follows:

TABLE OF CONTENTS:
1. WHAT IS AND WHAT ISN'T TRUE ABOUT SCIENTOLOGY

2. COSMIC HISTORY: This is my own attempt to map out the time track and the series
of universes that we have come through.

3. ACTUAL GPMs: One of the most famous abandoned lines of research. This is what
| found and the tech for handling them.
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4. AUDITING TIPS AND TECHNIQUES: A more basic theory on how and why auditing
works. New advanced methods of processing. How to dig yourself out if you get
overwhelmed by reading these materials.

5. IMPLANT UNIVERSES: On the early track we built universes that were tailored to
implant (condition) each other. Especially the penalty universes of the home universe
era. Here is basic data, road maps, platens, etc.

6. DIVIDE AND CONQUER: How to handle split pieces of yourself and various other
advanced topics.

7. OT DRILLS AND ADVANCED PROCESSES

8. VARIOUS IMPLANT PLATENS: Lots of new ones that | researched, plus major
corrections to the sketchy ones put out by Ron in 1963 before the development of R3M
and decent listing techniques.

9. RESEARCH AUDITING: How | have been doing research. Also some more
advanced materials and platens.

10. MISCELLANEOUS NOTES: A hodge-podge of other stuff, some of it highly
speculative.

These have been divided into multiple files (listed below) to keep the individual files
under 100K each and are available on the internet at http://fza.org

Approximate file sizes:

SCIO00.TXT 10759 (this file)
SCIO01A.TXT 66289
SCIO01B.TXT 53977
SCIO02A.TXT 61809
SCIO02B.TXT 61596
SCIO03.TXT 79902
SCIO04A.TXT 97629
SCIO04B.TXT 82601
SCIO05A. TXT 68872
SCIO05B.TXT 47359
SCIO05C.TXT 52471
SCIO05D.TXT 52613
SCIOO05E.TXT 21315
SCIO06A.TXT 77333
SCIO06B.TXT 71018
SCIO07A.TXT 35223
SCIO07B.TXT 47263
SCIO07C.TXT 76575
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SCIO08A. TXT
SCIO08B.TXT
SCIO08C.TXT
SCIO08D.TXT
SCIO08E.TXT
SCIO09A. TXT
SCIO09B.TXT
SCIO09C.TXT
SCIO10A. TXT
SCIO10B.TXT
SCIO10C.TXT
SCIO10D.TXT

Total: a bit under 1.9MB

80277
60390
61578
67727
47343
94557
85219
50997
67649
72065
59299
59330

At the end | will add a supplement which describes the key changes to policy which |

believe would get the orgs to act better and clean up their act.
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What Is and What Isn't True about Scientology

This document attempts to confront various things which are wrong with Scientology. It
is not idle natter or an unjustified viscous attack. | believe in the stated goals of the
subject and wish to see them achieved. To some degree, the subject has become its
own worst enemy and this needs to be handled so that forward progress can be made.
It would be wrong of me to simply shoot without offering something positive as well.

For this reason, | ask that anyone making this document available to others should also
include the remaining, more positively oriented, documents in this series.

WHAT IS: That Hubbard was a self educated intuitive genius capable of great leaps of
inductive logic.

WHAT ISN’T: The supposedly thorough research. It did not happen that way. LRH
assumed that if something worked once, it would work again. He wanted to learn what
he could from it and then go on to something else. Once the early Dianetic boom
petered out, he was generally only teaching small classes of 10 to 20 advanced
students and they jumped from one process to the next like jackrabbits. The
techniques of one month were old in the next. The collection and codification of this
material was left to others. Later, when there were thousands of practitioners, there
was no room left for criticism of his words. He accepted little feedback from the field. In
later days, backwards rundowns would be in use for years before any hint of failure
filtered back up to the top.

WHAT IS: Scientology is a study of the mind and spirit.

WHAT ISN’T: Scientology has not really earned its claims of being a science. It might
best be described as an "alchemy" sitting on the border between superstition and real
understanding. Scientology works often but not always. The discrepancies are forced
to fit by "Making it go right" and the failures are blamed on "out-Ethics" and hidden
under the carpet least they blacken the reputation of the subject and thereby deny
freedom to all mankind. This is a fanatical rather than a scientific approach.

WHAT IS: A science is the work of many individuals, each working independently.
Hopefully there would be a free interchange of ideas but progress can occur even when
this is absent. For example, Edison and Tesla were notorious enemies and yet the
electricity in our homes depends heavily on both of their discoveries (Edison for the
lights and motors and Tesla for the generators and transmission system).

Progress does not come from committees. Ideas, inventions, techniques, and
discoveries do indeed originate from singular and individual sources. | have been on
software design committees that achieved less than any of the individual members
could have done alone. But this does not mean that everything comes from one single
source.
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WHAT ISN’T: A complete science has never been originated exclusively by a single
individual. In attempting to deny any possibility of other researchers, Hubbard has
barred the road more thoroughly than any of the closed minds who reject the very
existence of a spirit.

WHAT IS: The original foundations of Dianetics was in regression therapy. Ron made
improvements, but the majority of the valuable enhancements came out in later years
and are the valid product of years of running engrams on people.

WHAT ISN’T: The research line of regression therapy was never followed up properly
by the professionals in psychotherapy. The problem was that regression therapy will
quickly open up past lives. This made it obviously false to anyone who had the
average scientist's anti-religious bias. In modern times, this prejudice has faded and
you will find some psychotherapists practicing regression therapy, and it is almost
always referred to as past life regression because that is what it inevitably leads to.

| doubt that Ron knew about this "bug" in regression therapy when he was writing
DMSMH (Dianetics the Modern Science of Mental Health). He certainly doesn't mention
it in the book and in his early lectures and taped demonstrations (1950), he forces the
PCs (Preclears) into prenatal incidents as a solution to the inability to find basic
incidents in the current lifetime. These prenatal incidents almost never show up in
modern Dianetics and can safely be discounted as trivial and unimportant in most
cases. This puts the entire Dianetics book in a bad light as far as any claims to
producing real results or having been researched thoroughly.

Actually it was probably a lucky break for us (except for those who hate the subject)
that he didn't do extensive research before he wrote the popular book and found
himself committed to a supposedly invalidated technique. He opened his eyes,
accepted the past lives, and ran with it.

WHAT IS: Many of the ideas and techniques in Scientology stem from earlier sources.
Ron would say this quite freely in the early days. The Dianetic breakthrough into past
lives (which strips away all the usual BS about everybody having been Cleopatra that
comes up in many mystical circles) provided an organizing point (a stable datum)
around which all the existing data in metaphysics and philosophy could be aligned.
Scientology was originally a system for separating the wheat from the chaff (see the
1952 lecture "Scientology: Milestone One").

Ron pulled together stuff out of everything from General Semantics and Magic to
Krishnamurti and the Tibetan materials. He distilled out the essence of what he saw as
true, discarded the old superstitions that were mingled in, and pulled it together into
what he considered to be a cohesive whole. Even as late as 1955 he talked about
himself as being the great organizer rather than an originator.
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From magic and Crowley he deduces that the one thing they were doing that worked
was to practice clearly visualizing the effect of a spell before trying to cast it so as to
avoid the spell going wrong and backfiring. Ron realized that when these spells work,
it was this visualization and "The Will" which created the success rather than the
mumbo-jumbo rituals. He distills this down to the mockup processing which is the
mainstay of the Philadelphia Doctorate Course and he refines Crowley’s idea of "Will"
into a much more clearly defined concept of "Intention".

Early in this century, self hypnosis and auto-suggestion were in vogue and according to
the unauthorized biographies, Ron jumped on the bandwagon with his "affirmations".
This makes total sense because if you drop out the hypnosis (which Ron turned his
back on fairly early) and evolve the concept into its highest imaginable form, you find
yourself with the Scientology concept of making postulates. And that's quite a step
above positive thinking (which also evolved out of auto-suggestion).

You'll find the "Yoga of the psychic heat" (see Evan's "Tibetan Yoga and Secret
Doctrines") in a vastly improved form among the Route 1 drills in Creation of Human
Ability and you'll find that the "Meditation on a Breathing Object" is the forerunner of
TRO. But the improvements made are vast and show real brilliance. He got very good
at this over the years.

WHAT ISN’T: The subject of Scientology did not spring out of thin air. Hubbard didn't
come from some advanced Galactic Civilization to teach us poor yokels. This is a
weird idea that has gained popularity on the dumb rumor line within the subject. Of
course he jokingly says that he's not from this planet, but neither is anybody else
according to Scientology theory. He certainly never says that the subject came from off
planet. In fact he says the exact opposite.

The subject evolved. It must continue to evolve.

WHAT IS: The Mind's Protection. If you read or talk about something, or even if you
engage in consciousness raising techniques or processes, it is nearly impossible to do
any lasting harm. If an idea is too dangerous to the person's current mental state, he
will tune it out, misunderstand it, or simply consider it to be ridiculous. "They have ears
that hear not" is basically a protective mechanism, and it works. LRH was a strong
proponent of this idea.

WHAT ISN’T: The mind's protection does not work in the presence of duress or high
pressure techniques. Brainwashing, hypnotism, and even the implants (electronic
implantation of hypnotic commands as done in advanced space traveling cultures found
in past life incidents) described in the Scientology literature illustrate this quite clearly.

Sea Org training techniques intentionally bypassed the mind's protection and made
robots. Consider, for example, the early FEBC (Flag Executive Briefing Course)
students studying with poor food and sleep in a dangerous environment (Ethics etc.)
under heavy time and peer pressure with literal minded instructors and occasional
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bouts of physical duress ("run around the deck 10 times"). Listening to the course tapes
in a reasonable environment, you might actually learn something from them. But most
of the original students came back crazy as loons and acted like dramatizing
psychotics.

Most auditing is light enough in its methods that the mind's protection concept is
effective and keeps you from doing any long term damage. The rule against evaluating
for the preclear and telling him what to think rules out many of the potentially
dangerous pressures that could be brought to bear. But there are exceptions. The
most notable is listing techniques where the PC gives answers to a listing question
(such as "What do you use to make others wrong") in an effort to find "The Real
Answer". When the PC finds the correct answer, the auditor gives it back to him
indicating that it is the correct answer. The technique is very powerful and can produce
fantastic results. But the auditor can make a mistake and jam a wrong answer down
the PCs throat. The questions are generally so hot and the answers of such
importance that this puts significant pressure on the PC and the mind's protection idea
ceases to work. Goofing this up can make the PC worse. There was an HCOB
(Hubbard Communication Office Bulletin) to this effect at one time but it dived out of
sight and is not in the Tech Volumes.

WHAT IS: The lower level grades of release can produce marvelous results. The
grades 0 to 4 address communication, problems, overts, upsets, and fixed ideas. This
was probably the cleanest and most thorough research done in the subject.

WHAT ISN’T: These grades were not well planned out and designed. Instead, they
evolved on a hit or miss basis. They began as a hodge-podge of processes that
handled things that Hubbard kept running into while trying to research the areas that he
was really interested in. Eventually he packaged these up into the grades in 1965. But
there were errors and mistaken assumptions and it wasn't until the 1970s that these
were knocked around into a really workable form. Much of the compilation and even
the process commands were put together by others and apparently not even reviewed
by Ron because years later he was shocked at one of the processes being used (a
particular grade 4 technique) and issued a bulletin saying that it was a dumb idea.

WHAT IS: These grades do work (unless grossly misapplied) to produce a state of
release on the topic addressed so that the person not only feels better about the
specific thing handled but also becomes free of the accumulated weight of the entire
topic. For example, problems are handled until the mass of past problems that he is still
carrying around suddenly falls away and leaves him much relieved.

WHAT ISN’T: The grade releases are known to be unstable. What was handled
generally remains handled, but the extra effect of being free on the entire subject (e.g.
can make problems vanish at will etc.) is a temporary condition. The area is not
actually erased, it is only "keyed-out". If it later "keys-in" again, more processing is
needed to rehabilitate the release.
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WHAT IS: Ron believed that the "reactive mind" underlied the grades of release and
that when it was erased by going clear, the underlying source of these grades would be
gone and they would be automatically erased as a consequence.

WHAT ISN’T: This is obviously incorrect. All auditing sessions begin with handling
any problems, upsets, etc. that have newly arisen. This is done even on Clears and
OTs. You can see the effect of a grade release in that the PC doesn't come up with
new problems for awhile after a problems release etc., but they certainly come up with
them eventually even if the person is Clear or on the upper OT levels.

WHAT IS: The latest effort to explain why a clear has problems is to blame it on OT IlI
or NOTs.

WHAT ISN’T: Again this is a mistake, and a bad one. The person is the source of
their own problems. There is nothing on the upper levels which shows them to be a
primary source and there is plenty of material on the grades themselves which logically
speaking could be viewed as a primary source for aberration. The person does become
free of problems by running Grade | and he does not do so by running OT Il

WHAT IS: The theory of the grades is stand alone and does not include anything
which requires the prior existence of engrams, implants, entities, or anything else. The
grades contain factors which could be operative on a god-like thetan who was
incapable of being hurt whereas things such as implants and engrams require that the
being has already sunk low enough to be kicked around. The idea of an upset god
wildly committing overts is quite common and probably rests on real buried memories.

WHAT ISN’T: We've got it backwards. The grades are the ultimate OT levels. They
are what was really wrong in the first place. Nobody in Scientology has ever erased the
basic material on these grades. Total cause over communications would include the
ability to acknowledge a speeding bullet and have it vanish.

WHAT IS: All that other stuff on the upper levels is there to be audited out. But it's
minor stuff. A mere distraction which is in the way of getting to the basics on the
grades.

WHAT ISN’T: Itis not practical to try and erase the grades at lower levels. People are
nowhere near being able to reach the original problems, overts, etc. which they had
when they were early god-like beings and which caused them to postulate their own
downfall. They can't even visualize the multi-dimensional realities that had to be
present early on. They are fixated on an Earth-like three dimensional existence and
you can only expect so much of them. So the right approach would be to get a release
on the grades (the basic aberrations), then fool around with all the other stuff to get it
out of the way and raise the guy's awareness, and then get back to the grade materials
and really erase them in the basic area of his past existence.
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WHAT IS: There is a state of Clear. It might be described as regaining control over
painful mental pictures. Even the psychiatrists recognize that a person can get
flashbacks of a violent incident. It is attained either by gradually accustoming the PC to
recalling painful incidents (as in Dianetics) or by repetitive spotting of commands
implanted with heavy force eons ago (as is done on the Clearing Course) until the
person can confront the force in mental pictures without being bothered by it.

WHAT ISN’T: The wild ideas and sales talk about the state of clear in Scientology is
mainly advertising and wishful thinking. The description of a Clear in the Dianetics book
is an impossible condition since it assumes perfect recall etc. in one lifetime without
any spiritual awareness or knowledge of earlier lives. It was never possible. If you
extend the definition out into the realm of Scientology and expect full recall across the
whole course of a being's existence, then we are talking about an ultimate super OT
condition that Scientology is nowhere near achieving at this time, but which might be
the ultimate target that we are working towards.

WHAT IS: There is a CofS policy to the effect that invalidating the state of clear is a
suppressive act.

WHAT ISN’T: The shortcomings of the definition of clear are not generally talked
about among Scientologists and nobody dares say anything to mitigate unrestrained
sales hype on the subject because that might well get them kicked out. People who
have gone clear know what they did and didn't get from it but keep their mouths shut
because it really is a wonderful state despite its limitations. The unfortunate side effect
is that many who do achieve the state then look at the definition and invalidate
themselves because they don't match up to what the book says. And so they have an
entire auditing rundown (the CCRD - Clear Certainty Rundown) to cure the harm done
by this wrong information.

WHAT IS: The clear cognition is the awareness that the individual is mocking up his
own bank (reactive mind) and pictures.

WHAT ISN’T: Knowing this in the abstract is not the same as being aware of and in
control of it. The cognition is not confidential and is mentioned often on Ron's Tapes.
It is generally helpful for someone who is not clear to know it because it encourages
them to take control over their reactive mind. It was common knowledge among most
Scientologists in the 1960s. When they started letting people attest to Dianetic Clear,
there was a technical bulletin saying not to push people into falsely attesting to the
state by feeding them the Clear cog. This is commonly (but not always) misinterpreted
to mean that the cog is confidential and so the cog has ceased to be common
knowledge among lower level Scientology public.

WHAT IS: The Church's polices on confidentiality of upper level materials are quite
drastic. Lose a piece of confidential paper and you may be disbarred from upper levels
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for life. Breath a word of it in casual conversation, even with others who have done the
level, or forget to lock a briefcase, and you may be doing a substantial amends project.

WHAT ISN’T: The policy isn't successful except to harass their loyal members and
generate a big mystery. Back in the 1950s, Ron used to talk jokingly about the cults
which kept big hidden secrets in their inner sanctums so as to keep the bucks flowing.
Just check out the introduction to Dianetics 55 ("Secrets, Secrets, Secrets) for a
sample of this. As far as keeping anything out of the hands of their enemies, the
confidentiality seems to have caused a publishing boom in unauthorized copies.

WHAT IS: In the early days, when Ron was digging up material on implants, issuing
OT drills, and even coming up with early versions of the NOTs techniques (1952-1953),
some of the students asked if this stuff should be confidential and he said that it must
not be made confidential and hidden because then it will fall into the wrong hands and
be used against people who are unaware of it. He said that the only safety was to shout
this stuff from the rooftops and publish it broadly. The only real danger is in keeping it
secret.

WHAT ISN’T: The horrible danger of seeing the confidential materials without proper
preparation. It just doesn't happen that way. The mind's protection is at maximum when
somebody is safely reading something on their own. You can sometimes get
somebody sick by jamming this stuff down their throats, but that's true of force feeding
any Scientology process or, for that matter, the techniques of other practices as well.

WHAT IS: The idea that entities are the source of bank, aberrations, and somatics is
currently believed in the upper levels of the Church. Ron certainly ranted and raved
enough about it in the Class VIII Course lectures and he theorized it as the source of
somatics.

WHAT ISN’T: This is totally contrary to all basic Scientology theory. The whole
reason that auditing works is that the person himself is generating all of his own ills.

WHAT IS: There is a benefit to running NOTs. The BTs (body thetans - entities) get in
the way. They are a bit like a boat anchor that makes it difficult to build up any
horsepower. They will amplify your pains and aberrations. But they are never the
source. They are not worth bothering about while you have things to handle which are
closer to home (such as problems, upsets, etc.) but eventually they need to be knocked
out of the way. Blaming stuff on these guys is the exact reason that the org has trouble
if a PC finds out about them at lower levels. It's a license to blame somebody else for
your overts and problems and that has always been known (at least in Scientology) to
be a sure way to get worse.

WHAT ISN’T: Most of the BTs are not independent beings. That is simply a mistaken
idea. We all put pieces of ourselves on each other. Joe puts a bit of himself on Bill to
keep Bill in line. Parents will instinctively shove a bit of themselves into their kids to
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keep tabs on them. The child would find these as "BT"s. The big mass implants were
to make us do this compulsively and unconsciously so as to keep each other obedient
and human. The implants didn't reduce the population at all.

WHAT IS: The solo NOTs technique is simple and useful. Everybody should know
that you ask "What are you"/"Who are you" if an entity of some sort does pop up, and
to encourage them to answer "Me" until they do so and stop fooling around with
mocking themselves up as demons or whatever. This stuff does show up on rare
occasions at lower levels, and the org leaves you stumbling around in the dark when an
easy trick would handle it.

WHAT ISN’T: The idea of handling court cases by fooling around with the opponent's
BTs at a distance was ridiculous. Maybe it would have worked if entities really were
the source of all aberration, but they're only a minor factor. The auditors would have
been better off visiting enemies in their sleep and trying to give them nightmares. But
Ron used to joke about his students doing that to him, he just though it was funny and
not very effective.

As a little aside, there is also an old Tibetan technique for handling demons. This is
from the Book of the Dead. If a demon shows up to scare you, you mock yourself up as
an even bigger and more horrible demon and scare him right back. If you really getin
trouble with an entity of some sort haunting you, this does work as a last resort. Its not
very nice so don't use it without just cause.

WHAT IS: The idea that if the specific details of implants were not kept confidential,
they would be used in advertising etc. This was being spread about as one of the
reasons for confidentiality.

WHAT ISN’T: It's just not an important point. Madison avenue has already found all
the hottest buttons on people. They would laugh at using Scientology's stuff for this. If
you find some really early implants, you will often find Gorillas, Tigers, Bears, Planes,
Trains, Automobiles, etc. These are the hottest buttons. That's why this universe is so
solid. Its all around us. Madison Ave. might not know about implants, but they sure do
know about the key buttons and they push them with great vigor. By this time, we have
become so thick skinned that we just shrug this stuff off with hardly a quiver.

By the way, the hotter TV commercials are good ways to spot implanted buttons. The
advertisers do all the surveys for you and then you just notice what item had to have
been implanted for the commercials to work. For example, "To be everybody" is not
very hot as a sales button but "To be just like everyone else" is pretty good and is a
popular underlying button in advertisements. Guess which one has the bigger kick on
an E-meter. Of course the opposite was also implanted (implants often use
positive/negative pairs) so that "To be different" is also a hot sales button and implant
item.
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WHAT IS: XENU (or XEMU) is a bad guy mentioned in the confidential literature. He's
a villain comparable to Hitler except that he had a higher level of technology to kick
people around with.

WHAT ISN’'T: Scientologists who have done OT Il don't have any particular flinch at
this guy. Its not like you're talking about Satan or some evil god who can reach out and
get you. He was just a bad guy. The flinch that you see when the "dreaded" name
comes up is not fear of Xemu. It is fear of Ethics. | would not be surprised if you saw
an OT turn green at the mention of him. But it's visions of being put on thousands of
hours of amends projects or being permanently barred from upper levels that is scaring
him.

WHAT IS: Ron was all excited about writing and filming a popular movie about Xemu.
It showed him (Xemu) shipping all the malcontents and minorities to Earth and then
bombing the volcanoes and ended with the brave fight of the loyal officers to bring
Xemu to justice. It centered around a particular loyal officer and (for a sexy heroine) a
movie starlet who find out about the plot but are too late to stop it. But they lead the
revolution that overthrows Xemu. Of course there is no mention of BTs or past lives.
The story is presented as a record left for future civilizations on Earth so they can know
what happened when the dinosaurs died out. It is found by archeologists or something
like that and shown to the president of the US who promptly has it destroyed.

WHAT ISN’T: This movie, which was called "Revolt in the Stars", apparently isn't
going to be made. There was an unsuccessful attempt to film it in the late 70s and a
second try (which | think never got past the financing stage) in the early 80s. The
screenplay circulated quite widely, being given out to anyone who they were trying to
talk into taking a share in the financing. In the late 80s the SO got scared about this film
(I can hardly imagine why) and started trying to gather up all the copies and jumping on
anyone who had ever had their hands on the screenplay.

Maybe their attitude will change eventually. It wasn't a bad screenplay. Nowhere near
as good as "Total Recall" but better than "The Black Hole". Maybe with all the ARS
publicity (the alt.relegion.scientology newsgroup on the internet) it would do better if it
was retitled "XENU, The Movie". | think LRH would have liked that.

WHAT IS: There are all sorts of parody's of Xemu and various OT levels floating
around on the net.

WHAT ISN’T: | can't see the harm in this. Not only is it funny, but it helps you get
exterior to the whole mess. By placing such fantastic importance on a few incidents
and making them confidential, and furthermore loading them all with tons of sales hype,
we have actually created a great deal of mental charge on this stuff and given it more
power than it has. A few jokes can blow off this artificially built up charge and get the
whole thing in perspective.
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| particularly liked the parody of Incident One where a Ford Mustang comes out and
turns right, then left, followed by the sounds of Snap, Crackle, and Pop, and then the
being is overwhelmed by waves of soggy Rice Crispies.

WHAT IS: There is a Scientology policy against jokers and degraders issued around
1969 or 70. It basically makes it a suppressive act to make fun of the subject.

WHAT ISN’T: This is not a good policy. Humor is more than just entertainment. The
ability to laugh at ourselves is a mechanism for social change. It is one of the few ways
to relieve charge outside of auditing. It even works on groups, and relieving group
charge has always been one of our biggest problems in Scientology.

WHAT IS: There used to be many jokes within the organization. We enjoyed laughing
at ourselves. How many OTs does it take to change a light bulb? Seven. One to hold
the light bulb and six to turn the universe around it. One of our layout artists once
made up an ad about how the R6 course enlarged breasts, complete with before and
after pictures. She pasted this into a ladies magazine in a vary professional manner
and we used to hand it to unsuspecting students and staff members and tell them to
look at the exciting new ad from St. Hill (the advanced training center in England).

One time we drew up an org board (Scientology organization chart) for a Scientology
whorehouse. The examiner would check that the "session" went OK. There would be
success stories, etc. We figured that it would be light years beyond the competition.
There were slogans like "The Golden Age of Standard Screwing".

WHAT ISN’T: This kind of stuff is now forbidden. That, all by itself, | consider to be a
key characteristic of a suppressive group.

WHAT IS: There are "group engrams" discussed in the early tech. Ron saw that
groups did have many of the characteristics of individuals and could be bent out of
shape by external impacts (or for that matter by committing overts etc.).

WHAT ISN’'T: All attempts at group engram running failed. Ron finally concluded that
it couldn't be done with the existing technology. He never got back to this topic and its
still an area that is in desperate need of research. As a stopgap measure, he offered
the idea of writing honest histories as the best way of blowing group charge. At one
time he considered this to be of tremendous importance in keeping a group sane and
true to its original goals. Now, unfortunately, the real stories of what happened are
hidden and buried under a tidal wave of PR.

WHAT IS: To publish or even say anything publicly about Scientology, a Scientologist
must first get "Issue Authority". This doesn't apply to talking to friends, which is
dissemination, but it does apply to anything which reaches the public at large. This
was the way it was in the sixties and seventies. They might call it something else now.
One guy | know was all excited about Scientology and planned to give a little speech
about it as part of a presentation he was doing at a computer conference and was
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stopped by the GO (this was late 1970s). Someone like Travolta would have to
rehearse and clear exactly what he was going to say about the subject before making
any statement on TV. But sometimes if they trust the guy's judgment (and maybe put
him through some training) they will give someone a blanket OK to say things publicly,
but even then the ethics officer will be looking over his shoulder to be sure that no out-
ethics occurs, and anything that puts the subject in a bad light is considered to be out-
ethics.

WHAT ISN’T: There isn't a lot of real communication from Scientologists on the
internet. Of course they will let an innocent beginner blabber about how wonderful it all
is and there are real professionals hatted up to handle the internet, but anyone else
better be careful what they say or they'll end up in Ethics. You might still have a gutsy
OT who takes his chances, but it would be rare. Also, since there is NOTs material on
the internet, anyone who has not already started NOTs would be risking terrible
amends projects or disbarment by reading ARS.

WHAT IS: The book "What is Scientology" and the other stuff that has been put up at
the church's website obviously has issue authority. Therefore any member will be
allowed to freely copy and spread this stuff around. I'm talking now about internal
Church policies rather than copyright laws.

WHAT ISN’T: They can't normally say anything else. Even quoting an innocuous line
from a technical bulletin might get one in deep trouble. Getting issue authority used to
take many months and endless hassles and arguments. It puts a big stop on the
communications. Their horrible spam (flooding the newsgroup with messages to drown
out the opposition and break the communication line) might actually have been
interesting and of use to some people if they had dumped megabytes of real material
(maybe tape transcripts) onto the internet. There are about 3000 hours of taped
lectures and most of them have been transcribed. They could have gone on for weeks
without ever repeating themselves. Instead, they couldn't say anything worthwhile and
had to keep repeating quotes from that shallow book which isn't even by Ron and is
hardly more than a collection of sales hype.

WHAT IS: Some of LRH's most famous lines were "When In Doubt, Communicate" and
"Communication is the Universal Solvent".

WHAT ISN’T: Current policy apparently frowns on applying this. But as is often the
case, Ron's early statement was correct and the later policy is self-destructive. They
have been trying to stop communications on the internet and it has been rebounding
against them badly.

But they are not all stupid, and some of them know the early tech. | believe that there
has been an internal push for many months now to give at least a few trustworthy OTs
a blanket OK to really talk on the internet. The terrible failure of the existing effort to
handle the net by spamming (which lead to all sorts of "horrible" consequences such as
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the Xenu message headers etc.) has probably caused enough of an upheaval internally
that this OK may have been issued.

| believe that this is the status of "Clear Baby" who has shown up on the internet lately.
| don't know for sure, but she does seem to be communicating rather freely without
looking out for the Ethics officer. People like this will probably communicate honestly
as long as you don't push them too hard on delicate issues or try to pull the Church's
withholds. They might not even know anything about Flag Orders or the Church's
internal operations. If OSA was smart, they gave this OK to devoted public rather than
SO staff and are trusting to the person's love of the subject rather than trying to control
the communication.

(Update: Clear Baby's identity was exposed and she now seems to be headed for the
freezone).

Needless to say, | don't have any such OK. If you said the kind of stuff within the
Church that I've been saying here, you'd be in Ethics the next day. That would happen
even if you only said it in a confessional, nothing to say of blabbing it all over the
internet.

WHAT IS: In the old days, Ron was basically honest with his course students.
Occasionally he exaggerated or got carried away with himself or downplayed
something, but he was not busily concocting lies or making up stories.

WHAT ISN’T: The various little biographical sketches placed in the books were highly
inaccurate and were not written by Ron. His overt was in ignoring all the stuff that his
staff was putting out. He really didn't care what they told the public. He was annoyed at
society for ignoring his big discoveries and saw himself in competition with the heavy
outpouring of false advertisement from big business.

The "Story of Dianetics and Scientology" tape that is available at the Scientology
website is just one example of what he would really say to his students. Of course he
shows himself in a good light, but he doesn't make false claims about having a degree
in Nuclear Physics either. Quite the opposite.

Concerning that silly Nuclear Physics degree, someone in the org's PR department got
the Academy of Scientology to issue an honorary degree in Nuclear Physics to Ron
when they put out the Radiation book. He thought it was very funny and makes jokes
about it with the students in his next lecture.

Concerning "Snake" Thompson (the unauthorized biographies claim that he was made
up by Ron), the guy really did exist and he wrote a book called "The Navy Operations
Manual on Psychoanalysis". It was used in the Navy in WW2 and is probably the
underlying source for the popular picture of pleasant and sensible Freudian analysts in
the military which we get from shows like "MASH". It was a very good and practical
book and was reprinted as a popular paperback in the late 1950s. | think it even uses
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phrases like "This is an operation manual for the human mind" and includes techniques
on regression therapy etc. | had a copy back around 1963 and it was the best book on
psychoanalysis that | have ever read. Unfortunately, it was tossed along with loads of
other psych books when | became fanatically inspired by LRH tech a few years later. If
I'd known, I'd have hung on to it.

In the book, the commander discusses studying with Freud in Vienna and then going to
various military bases in Asia to experiment with the techniques. | think that the timing
was right for Ron to bump into him while sailing back to the US.

The org doesn't seem to be digging out this book and holding it up to prove Ron's story.
Perhaps it has a bit too much of early Dianetics in it. Or more likely, he got the guy's
name wrong. It has been over 30 years since | read the book and I'm not sure but it
could have been by Commander Thomas something or other ("Snake" is obviously a
nickname). The org wouldn't dare bring it up if Ron misremembered the man's name
since a Clear should have perfect recall and since Ron was supposed to have studied
with him instead of simply talking with him a bit (and maybe getting a copy of his book)
during a long sea voyage.

WHAT IS: The unauthorized biographies of LRH are generally accurate as to verifiable
facts but are badly slanted in terms of the stories they contain. Much of the material
came from people who were very upset and pissed off at Ron and Scientology. They
often had been abused and mistreated, but this makes them a very biased source and
there is a tendency to exaggerate, make up things, and only tell one side of the story.

WHAT ISN’T: The SO can't really correct any of the inaccuracies or tell the other side
of any of the stories because then they would have to admit all the bad things that
really did happen.

Let's take, for example, Otto Roos' story about Ron demanding to see his own PC
folders. Its not quite right. Ron ordered that his PC folders be taken away from Otto
and carried to the Qual Sec (the Scientology name for the chief of quality control in a
Scientology organization) for her to examine rather than looking at them himself. You
might not think this is a big point but it is of significance to church members because
the inaccurate story makes Ron seem hypocritical (PCs aren't supposed to look at their
own folders).

However, Ron did indeed punch Otto and he did indeed have Rock Slam type
discreditable meter reads (he freely talks about this on earlier Briefing Course tapes)
and the org doesn't want to confirm any of that.

WHAT IS: In later times (1970s), Ron was notorious for his screaming rages.

WHAT ISN’T: This was not purely reactive. He had it firmly under control. There are
many stories where somebody else would walk by and Ron would break off in mid-yell
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to give them a soft and pleasant "Hello, how are you" before jacking the decibels back
up and resuming the attack.

| don't think this was a good way to handle people. It was based on a mistaken idea
that you handle other people's bank (meaning the reactive bank or reactive mind) by
exerting more force at them than the bank does. He would never have said that in the
early days. Force begets force and causes the target to key-in more heavily. If force
helped people, police states would be therapeutic. This wrong idea was simply his way
of justifying to himself that he was correct in launching these tirades.

Here we see the real difference between a cleared and an uncleared individual. Before
clear, the rage would have been a stimulus response blind rage that was out of control.
After clear, it is all quite conscious and supposedly well thought out and is actually
under the individual's control. None the less, the desire to throw that shrieking fit is not
at all handled by going clear, and the impulse is quite aberrated. In this case, | see the
aberrations as coming from the mental charge that was bypassed by making errors in
researching what, after all, is one of the most difficult subjects to figure out correctly.

WHAT IS: The first Clear to graduate the clearing course in the mid-1960s was John
MacMasters (affectionately refereed to as "John Mac"). He had had cancer and had his
stomach removed and was told that he only had a year to live back around 1960. He
responded by getting into Scientology and auditing and training as hard as he could
and was in much better shape and even capable of eating real food instead of gruel by
the late 60s. He used to go around on world tours promoting Scientology and the
clearing course.

WHAT ISN'T: He didn't like the Sea Org. They mistreated him. He had other interests.
They called this "other intention-ness" and tried to put him in lower ethics conditions.
He walked out. They declared him suppressive. He had been a known homosexual,
but they could not use this directly at that time because there were many homosexuals
in Scientology. So instead, they declared him for putting himself in a position where he
could be blackmailed (supposedly for being a secret homosexual even though that was
an "everybody knows" situation) because they didn't want to talk about his real reasons
for leaving. This was sometime in the early 70s.

Later he became very bitter and said nasty things about his earlier experiences with
Hubbard, but in the 1965-68 period he really loved the subject and would do anything
for Ron. The love turned to hate after too much contact with later Sea Org craziness
and that's what we hear in his later statements. He did well for quite awhile after
leaving, but eventually he passed away. He used to talk about how he really wanted to
drop his surgically mutilated body and go find a teenager in a coma in a hospital
(because the thetan would have left) and pick right up again without all the troubles of
having to reincarnate as a baby.
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WHAT IS: The CofS is currently anti-homosexual. Practicing homosexuals are
currently blocked from upper levels.

WHAT ISN’T: This was not the case until sometime in the 1980s. The only early
reference by Ron was that thetans basically don't have a sex (there aren't male and
female thetans). It was believed that people became homosexual due to mental charge
of some sort (such as a bad incident that might need to be run out), but when this
charge was removed, they tended to become bi-sexual (no longer blocked from
heterosexual relations) rather than abandoning homosexuality.

There was even an idea circulating among staff in the 1960s that everyone should try a
homosexual experience once just to get your TRs in on it (in other words, get your
confront up on it). | know a few who tried it on this basis, and even one girl who
decided that she liked being gay better. However, most of us (including myself) felt that
just because you hadn't screwed a gorilla, it didn't mean that you had to go and do it
just to get your TRs in. Even so, the place was liberal and safe for alternative lifestyles.
The idea of removing mental charge was that nobody would be prejudiced or much
bothered by anything as long as no one was getting hurt.

WHAT IS: The Sea Org is currently pushing a very conservative sexual morality. SO
members can be put into liability (a lower ethics condition with amends projects etc.) for
sleeping with someone outside of marriage.

WHAT ISN’T: This is again the reverse of the early attitude which was exceedingly
liberal. Basically, there were no rules until the 1965 policy "Student's guide to
acceptable behavior" and the sexual rules in this were canceled in 1967 by the policy
"New Second Dynamic Rules" (the first dynamic is self, the second dynamic is
sex/family/children, the third dynamic is groups, etc.) which says there are no rules
except that ethics can hold you responsible if you mess up somebody's case.

Sometime in the 1970s, a Flag Order came out forbidding extra-marital sex by SO
members. This was probably issued originally for reasons of PR, but since they are
under these restrictions, they try and use this flag order on non-SO Scientologists. The
result is a confusing mixture of the Flag Order, the 1965 policy, and the 1967 policy
(which was never canceled but tends to be hidden from the membership).

Interestingly enough, when they started pushing strict sexual mores, an LRH technical
bulletin came out called "Pain and Sex". This is actually from the 1952 tapes (see the
technique 88 lectures) and is out of context. Pain and sex were indeed bundled up
together by implants and thetans have committed many overts in the area, but Ron's
advise at that time was not to abandon sex but simply to run out the incidents.

WHAT IS: The E-meter (a sort of lie detector) is used to do security checks on
Scientologists. These "sec checks" are lists of possible overts (crimes etc.) which are
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called off while watching the meter for reactions so as to discover anything the person
is withholding.

WHAT ISN’T: This wasn't designed to gain blackmailing material or to find out what a
bad guy the PC was so as to bar him from further services. It was actually indented as
a means of finding out the guy's overts and processing them to relieve the mental
charge and free him from the overt/motivate sequence (the Scientology equivalent of
Karma). Even in modern times they try to clean up the charge rather than simply
finding out what he's done. On this basis, this could be considered to be a positive
auditing action meant to better the person.

| personally had an extremely big gain while being run on a sec check once. The topic
that produced the big result was implanting others. All of the current OT levels are
highly motivatorish (a motivate is what happens to you as a result of the overts you
have committed - a sort of karma). They address what has been done to the person
instead of what he has done and this was known to be a mistake as early as 1952. A
thetan could never have been implanted in the first place unless he had intentions to
implant others sometime in the past (perhaps to make others good or keep them under
control). The smart thing to do would be to have the PC run something like "Recall
implanting another" somewhere on the OT levels. Since this is not done, the deficiency
is to some slight degree remedied by means of sec checking. But its going the long
way around. There are much better processes on grade 2 for handling guilt and overts.
Instead, they hound people endlessly with these sec checks.

WHAT IS: In the 1960s, the sanctity of the confessional and the confidentiality of PC
folders and the idea that whatever had been run out was therefore gone and should not
be held against the person or even considered were all pushed as being of absolute
importance. In ancient times, priests have let themselves be shot and their churches
burned down rather than ever reveal or use anything told in a confessional. In the old
days, we saw this as being more important than the survival of any Scientology
organization because it was a key point in the survival of the entire subject. You would
let an org collapse rather than using anything revealed in PC folders because if you did
violate this, it would become unsafe for the PCs to run out their overts and it would
permanently block the entire subject.

WHAT ISN’T: This has been grossly violated in modern Scientology. The first mistake
was the idea of looking over the PC folders of someone who was being declared
suppressive to see if he had made any gains (because no case gain was a suppressive
trait). This evolved into checking the folder's of declared SPs for overts and withholds
(this was considered acceptable because of the Fair Game law). It kept getting worse.
Eventually, even the registrars (the org's salesmen) began looking through folders,
supposedly with the excuse that they were double checking that the person had gotten
all the hours of auditing they had paid for but really to get buttons to push on the
person to get them to buy their next service. If there was ever a justifiable reason for
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declaring someone a suppressive, this would be it (just kidding, | really think you
should straighten people out instead of throwing them out).

WHAT IS: Sec checks are often mis-audited, mis-used, and overrun endlessly when
they are not the correct case action for the PC. There are times when they can do
somebody some good, but not when they are run unnecessarily (especially at high
prices) or audited in an accusative manner (which seems to be popular these days),
and most especially not if you then send the person to ethics and "handle" the overts
that have already been erased (that almost guarantees that the person will start
committing overts). Because of this, the technology itself is unpopular and keeps being
renamed, being called, at various times, Hubbard Confessionals, Integrity Processing,
and the False Purpose Rundown.

WHAT ISN’T: Nowadays, they tell the PC "I'm not auditing you" in a ridiculous attempt
to keep the PC from feeling that the safety of auditing has been violated. Maybe [I'll put
on a sign that says "I'm not really driving" the next time a cop tries to pull me over for a
speeding ticket.

Sometimes something would come up that really would have to be handled in Ethics.
For example, the PC has a kilo of pot in his closet and now that we have gotten him to
swear off drugs, he's going to start selling it on the street to pay for his auditing. In such
cases, | would hand carry the PC folder over to the Ethics officer myself and give him a
lecture about maintaining the safety of auditing. The PC must not be made wrong or
told to make amends. He should just be talked to in a reasonable way and coaxed into
doing the right thing. You would expect a good ethics officer to know this, but often
they did not have enough auditor training.

WHAT IS: Scientology administrative staff are not trained in the technology of
Scientology. They are trained in organizational policy instead. An early 70s Policy
letter started this. Sometimes you do get someone who has trained on both sides of
the fence, but its contrary to the normal way things are done.

WHAT ISN’T: Most Scientology staff (only a small percentage work as auditors) have
no real idea what Scientology IS except for some shallow beginner's level stuff and
promotional BS. They are working on some sort of a vague purpose to save the world
without having much of a clue as to what it is all about.

In the old days, an organization would often boom when they made all their staff train
as auditors. Of course you can't just take an auditor who knows nothing else and put
him on a management post without any training in his job. But knowing the technology
of the mind is what Scientology is all about. As far as I'm concerned, a Scientology
executive who has not also trained as an auditor isn't really a Scientologist (in the
fullest sense), doesn't have any idea what he is doing, and tends to screw things up.
On a new staff member, the lack of training in the subject is understandable, it takes
time to learn things. But if he isn't studying the technology like mad, then what is doing
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there? The only answers are religious fanaticism (big Ron in the sky will solve all the
guys problems for him?) or he's hoping to gain money or power or something.

WHAT IS: The org's registrars are really big league salesmen with worse behavior
than the most extreme of the used car salespeople. They push buttons endlessly,
hound people and threaten them with ethics, make false promises and try to get people
to mortgage their lives away to raise the money to pay the orgs high prices. There are
exceptions, especially when you get far away from the Flag organization (the closer
they are to "Source", the worse they get), but they live on big commissions so that
ethical behavior is invalidated and out-ethics is praised.

WHAT ISN'T: It doesn't have to be this way. At one time there was a policy that "Only
Accounts Talks Money" and the regs were forbidden to discuss it. Also, they did not
receive any sales commissions. This kept them a bit more honest. The better ones
stuck to their real job which was to explain what services where available and
encourage people to do them.

By the way, standard org finance policy is to never borrow money but always pay cash
(except that you may have to borrow money to promote with to get a business out of
emergency, but you don't borrow for anything else). This is a good policy. Its an overt
to talk people into doing the opposite.

WHAT IS: To complete a service at the org, you must write a success story. If you
refuse or write one that is negative, the standard action is to handle you, either in
review or ethics, to fix what is wrong. There are cases where this fix up does indeed
correct something that was done wrong and which was contrary to standard tech.
However, there are cases where the thing done wrong was correct per standard tech
and is therefore unremediable, and cases where the course or auditing action was
either unnecessary or not of great interest to the person. In these situations, a bad
success story launches one into endless unnecessary or upsetting repair or ethics
actions. So you always find something nice to say and write a PR success story unless
you know that you're on firm ground in complaining that the auditor or supervisor has
violated standard tech.

WHAT ISN’T: There is no way to evaluate the quality of service being delivered or
even to determine if an action is positive or detrimental based on these enforced
success stories. You'll get glowing success stories even on backwards or unnecessary
actions unless the person is so upset that he doesn't give a damn anymore. There are
real success stories, both unsolicited ones and ones that are written on completing
something which really did have a magical effect on the person. But there is no way to
separate out the wheat from the chaff.

It would not be a bad idea to have people rate the quality and effectiveness of the
services delivered, like they do at some restaurants. Perhaps this should be done by
checking boxes on a slip handed to you by the success officer and then placed into an
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anonymous voting box. Maybe the success officer should ask the person if he was
happy with the service or wants something handled without pushing at him or insisting
on anything. And then maybe he should ask the person if he feels like writing a success
story, and should also have a big sign posted behind him saying that people are never
required to write success stories.

With this, the success stories you got might really mean something. And if the voting
slips were compiled on a weekly basis and the averages were computed, you would
have a real gauge of what the public thought of your services.

WHAT IS: Per Scientology Policy, managers must manage exclusively by statistics. If
the course room ceiling has caved in and the students are bleeding on the floor, the
solution is to have them stay late so that the Scientology Academy will meet its quota of
student points and course completions. Well, perhaps | am exaggerating. Most
instructors would indeed put aside their fixed ideas and work like mad to care for their
students in an emergency. But the stats would indeed go down and somewhere in
upper management, there would be an executive who would refuse to be reasonable
about any justification for downstats (as per policy) and some heads would roll.

WHAT ISN’T: Management by statistics alone is basically insane. It is a fixed idea
that interferes with looking at what you are really doing. Its not that you shouldn't watch
the stats, every successful corporation knows that you must keep graphs of production,
encourage the uptrends, and remedy the downtrends. You can really make an
organization fly by finding out what changed just before a radical shift in a graph. But it
is only one of many indicators that monitor the performance of an organization and
predict its long range expectations. Things such as employee moral, customer
satisfaction, the potential depletion of non-renewable resources, and improving the
product are all highly important.

As a staff member, every problem you can't solve or situation that you can't confront is
handled by getting the stats (statistics) up with the idea that this will lead to the
expansion of Scientology which in turn will result in the eventual solution of all
problems and social ills. This is then used to justify committing overts on public and
other staff members and that leads to the idea becoming fixed because they would
have to face the overts if they let go of it.

The biggest mistake is to force the stats up when they start to collapse because this
hides the real reason the stats are collapsing and eventually makes it impossible to
spot what was messed up. For example, when the insane idea of harassing the student
for MUs (Misunderstood words) every time he moved an inch while studying in the
course room was put in, the academy stats collapsed. If they had been able to confront
a down stat and tried to find out what had changed, they could have spotted this error
right away and fixed it. Instead, supervisors got the stats back up by making the
remaining students stay late etc. Of course the stat went into a slow downward
collapse anyway so it didn't even work in the long term. A cute side note is that Ron
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used to tap his foot while studying, so in the Flag course rooms, this was known as the
one body motion you could do without the supervisor hounding you to death.

WHAT IS: The supervisor isn't supposed to evaluate, interpret, or explain the course
materials to the student. This is a reasonable idea. The student should find out for
himself.

WHAT ISN’T: Per current policy, the supervisor does not need to be trained on the
materials he's supervising. He often has no idea what the students are learning. If the
student needs help, all the supervisor can do is robotically ask for MUs, often on words
he himself does not know the meaning of. This is pure idiocy.

In the old days, we had instructors who knew their materials backwards and forwards
and who cared about the students. The rules kept them from spouting off and
overwhelming the student with too much evaluation but they weren't taken absolutely
and the supervisor could help a lot, finding other references, giving examples from his
experience, explaining lightly about things that weren't on the students course etc. If
the student is studying, for example, level | (problems processing), the instructor should
not be telling him the theory of the level or how to run the processes. It's in the
students materials and he really should study it for himself. But the problems material
also mentions GPMs (Goals Problem Masses) and that's not on the students level and
he's not going to be auditing it without much more study, but he may need a few words
of explanation and a pat on the back to get him going again on the materials that do
pertain to his level.

WHAT IS: Current Scientology study technology tends to specialize in handling MUs
and doing demonstrations of things in clay. These are useful techniques. Sometimes
its enough, especially for adults who already have a great deal of knowledge and are
doing a course with a great deal of enthusiasm.

WHAT ISN’T: This is totally inadequate for use in schools. The 1950s view was much
broader and actually highlights how bad the current approach is. The basic
Scientology idea on the whole topic is that understanding comes from affinity, reality,
and communication (ARC). They still know this, but they have forgotten how to apply it.
First and foremost, you need to get the students to like a subject. An interested student
will learn the subject despite a bad teacher. You need to promote free and open
communication about the subject, especially between the students (currently
discouraged in the CofS). You need to see and examine things and try things out to
build reality. You need to look through the materials multiple times rather than just
working forward through a checksheet robotically. As a substitute for experience, you
need to sit and imagine what you're going to do and how you're going to handle
anything that could go wrong. And you need to decide that you invented the subject to
make it your own and get it fully into your own universe (yes Ron actually tells students
to do this on a 1954 tape).
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WHAT IS: Training people with force makes robots who can't think with the data they
have learned. This was well known in the 1950s. Pounding the data into the students
head is totally contrary to all Scientology basics. But the original Class VIII auditor's
course was taught by tossing the students off the side of the ship whenever they
flubbed. "The auditor is trying to kill the PC, OVERBOARD 3 TIMES" was a common
CS (Case Supervisor Instructions after reviewing a session done by the auditor).

WHAT ISN’T: The impact of these overwhelmed and unthinking CLASS Vllls pretty
much destroyed the subject within a few months. The entire backbone of trained
auditors and old timers in the subject was destroyed. One org had about 50 trained
auditors on staff (both shifts, including trained auditors who were doing other posts) just
before they arrived (fall 1968) and only had a handful by mid-1969.

These original Class VlliIs, by the way, were not evil people. They all had intentions to
help and to save the world. They had simply been turned, temporarily, into dramatizing
psychotics. Most of them regretted it later. Some of them are busily sacrificing
themselves for the sake of Scientology in a misguided effort to make amends (Artie
Maren for example). Others started running freezone splinter groups. Many of them
don't audit anymore.

WHAT IS: Standard Tech (everybody doing the same thing the same way without
variation) was introduced by the Class VIII course. It is continually promoted as the
ultimate in technical perfection.

WHAT ISN’'T: Standard Technology does not mean the same thing as either correct
technology or high quality technology. What standard tech really meant was that the
same error was repeated consistently on everybody. This does have benefits for
research since it makes it easier to see what is wrong with the tech. Unfortunately, this
research gain is mostly wasted if you have a fixed idea about the tech already being
perfect.

The introduction of standard tech caused a total collapse of Scientology in 1969.
Luckily, it did make many of the basic errors visible so that eventually, when the screw-
ups could no longer be ignored (late 1970), the worst faults were corrected and the
subject rebounded.

They should have put standard tech in carefully and watched it with an eagle eye. If we
hadn't had the fanaticism and the insistence on being right and the training by force, we
could have spotted the errors in the tech within a few months and retained our
backbone of sane and experienced auditors and executives. Instead, the subject fell
into the hands (by and large) of fanatics and incompetents.

Even as the theory of auditing was getting straightened out and improving in the early
70s, the skill level of auditors was crashing because of the disappearance of the old
timers, the gross mistakes on how to run a course, and the heavy threats and
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invalidation which were being brought to bear on students and auditors. The TRs and
metering skills of an old Class IV cannot be found short of Class Xl (if at all) in modern
Scientology.

| remember doing the "dating drill" one time in the late 70s. This drill has nothing to do
with picking up girls. It consists of the coach writing a complex date on a slip of paper
and hiding it and then you try and find the precise date through e-meter reactions
alone. | tossed the coach in the chair and pretty much read the date straight off of her
with total accuracy in less than a minute. The sea org instructor didn't like this. | looked
at the PC instead of the meter. | pleasantly asked questions instead of barking at the
PC. | looked at her with a friendly and confident manner instead of drilling her with a
death stare. These were all grievous faults. It took weeks for my skills to recover after
having one of those incompetents on my back for five minutes.

WHAT IS: The Sea Org is set up like a military organization. This is not surprising
since Hubbard's only management experience in this lifetime was his brief stint in the
Navy. Remember, he was a writer, an entertainer, and pretty much of a lone wolf. As
far as | know, he never worked a salaried job. His only experience with groups outside
of the Navy was with social clubs like the Explorers and gatherings of science fiction
writers.

WHAT ISN’T: Despite his lack of experience, the great wealth of his research into the
human mind lead Ron to formulate many useful ideas about groups and organizations.
Like most of us, he considered the military approach to be one of the dumbest ones. In
the 1950s he encouraged the idea of having groups composed of true individuals, and
considered that a few free and independent beings working together were comparable
to a large army which only had a few non-robotic individuals doing all the thinking at
the top of the command structure.

WHAT IS: Before the founding of the Sea Org, there used to be a rumor going around
the organization about how the book "Mr. Roberts" was written about Ron by one of the
people who served with him in the Navy. Of course we all thought that Ron was
supposed to have been the wonderful junior officer who helps everyone in the story.

WHAT ISN’T: As we now know, Ron was the captain of that sub chaser, and the book
pictures him as a psychotic. | can't say whether the book is an accurate picture or just
sour grapes, or even if it was really written about Ron, but it certainly shows what's
wrong with military organizations. Check out the movie sometime, its a lot of fun.

WHAT IS: The SO (Sea Org) is 180 degrees in reverse to Ron's theories from the
1950s.

WHAT ISN’'T: There is no great heritage of early Scientology organizations. It was not
Ron's area of interest or expertise and the early material has only the barest beginning
of a true management science. The early organizations merely got by rather than
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being dramatic demonstrations of some kind of an OT organization system. But they
generally did so without crushing people and many good results were produced.

There are some later bits of brilliance in Scientology organizational theory, but they are
overwhelmed and swept away by the grossly screwed up basic concepts which make
robots and fanatics. lIts very sad, especially as he knew the right basics in the 1950s
and turned his back on them. For example, he considered that it was a suppressive
trait to sacrifice the individual for the sake of the many and even in later times would
point out that SPs (suppressive persons) would justify their overts on individuals by
saying that they are working for the common good. And yet this business of working for
the sake of mankind is the standard justification for the commission of overts in the
church.

WHAT IS: The lower ethics conditions with their liability projects and abuse are in use
in Scientology. The conditions formulas (for what to do when you're in the condition)
are probably even correct or at least workable if you really are in such a condition and
want to do something about it.

WHAT ISN’T: The idea that someone who has done $20,000 worth of work in the last
year and has been paid only $200 could be a liability if he accidentally breaks an e-
meter worth only a few thousand dollars is nothing more than gross exploitation. This
is not a real example. The damage is usually something much sillier and
inconsequential.

The lower conditions do not cure people of being liabilities and becoming enemies to
Scientology. Instead, they take people who had dedicated their lives to the
organization and turn them into enemies. There is no better demonstration of the
Scientology idea that you create your own opposition than to examine the great vigor
with which the CofS creates its own enemies.

WHAT IS: The RPF (Rehabilitation Project Force) exists in the Sea Org. It is a method
for degrading people and beating them into agreement. | speak now from hearsay and
observation rather than actual experience. When | was first working for a Scientology
org, this kind of activity was called Not-ISness rather than rehabilitation and we knew
that it was a sure route to failure because trying to make nothing of something never
works in the long run.

WHAT ISN’T: The RPF was never intended to rehabilitate anyone. It seemed to me
that it was always the most able and individualistic SO members who | saw being put
into it (although I'm sure there were some exceptions). The actual intention was
obviously to create compulsive agreement (this is my idea, | have never seen it in
writing in a Policy Letter or Flag Order). As such, it is a dramatization of the basic
intention behind every attempt to implant people.

Super Scio © Page: 28 The Pilot



WHAT IS: In one of his last writings, Hubbard labeled the suppressive influence up
and down the whole track as being psychiatrists and priests. If we translate the
Scientology terms "Auditor" and "Minister of the Church of Scientology" into ordinary
English, we discover that they ARE the latest generation of psychiatrists and priests.
How Sad!

WHAT ISN’T: That late bulletin, like many things in the later days, is not really correct.
The psychs (or auditors) and priests (or ministers) are the only groups that might
conceivably help mankind. These are the ranks that people join when they really feel
an urge to aid their fellows. The truth of the matter is that these groups are so
dangerous to the oppressive control and manipulation of the masses that they are
constantly infiltrated and twisted against their own purposes. Sure there have been
some bad psychs and priests but there have been many good ones too, ones who
cared and tried to help. But it does seem like their information and techniques have
been twisted and distorted by some subtle hidden influence so as to ensure their
failure. The same could be said of Scientology.

People who live in glass cities shouldn't throw H-bombs.

As an aside, | would say that the suppressive influence up and down the whole track of
our existence consists of those who want to implant people to make them slaves and
those who want to implant people to make them good. These two groups are
diametrically opposed to each other, but both want to make the rest of us into obedient
robots. The slave makers include some psychs such as Pavlov, but certainly don't
include well intentioned men such as Freud and Jung. This group also includes a
certain percentage of industrialists, rulers, fascists, etc., but don't make the mistake of
generalizing. Not everybody wants slaves. And on the opposite side, there are those
"priests" who would brainwipe you to make you "good" according to some arbitrary
code (this especially includes the hell preaching demagogues), but they are only a
small (but highly visible) percentage. Don't confuse them with the well intentioned
majority. And please notice that these "do goodie" mind controllers also include a
certain percentage of communists and even some teachers, lawyers, and politicians,
etc.

It should be obvious that there are at least a certain percentage of robot makers
(whether to get slaves or make others good) within the current Sea Org management
hierarchy.

WHAT IS: The continual infiltration of CofS by covert operatives of various
organizations. In the early days (1966-68) at one large organization, we discovered a
newspaper reporter, an FDA agent, and an IRS agent. We completely missed another
reporter who subsequently wrote an expose, and we were slow in catching a Mafia
infiltrator who rose to an executive position before being found out. Notoriously absent
were agents of the FBI, CIA, and KGB. But the E-meter only reads on overts and a
loyal agent might well consider that he was doing a service for his country rather than
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committing overts and therefore might not react. Also, these guys are often trained and
conditioned to fool lie detectors. So | would assume that there were a few of these
agents in the organization as well and we never spotted them. In later days at least a
few FBI agents were uncovered. Agents on being spotted usually confessed that they
had been sent in to investigate but had been "converted" by the wonderful tech. So
they often remained on staff acting as double agents. But this is a fairly standard
intelligence technique when dealing with "culties" who will swallow anything if you start
praising the glories of the cult. In all likelihood, most of these were probably triple
agents who continued to do their work in a more exposed manner. | wonder if it might
be considered entrapment (enticing someone to break the law) to have given CofS
these double agents with their knowledge of Bureau internals.

WHAT ISN’T: There was a tremendous error in judgment in launching operation Snow
White. The Church might well have felt that it was a justified tit for tat and in their
mistaken egotism thought that Flag training and OT abilities would carry them through
unscathed. But they were playing with the big boys, real professionals. Even so,
Guardian Intelligence (the spy branch of the GO) put on quite a show and penetrated
longer and more deeply than any amateur organization had a right to, but they were
burnt in the end and the results were quite harmful. With Ron driven into hiding and
Mary Sue in jail, it created a power vacuum about which much has already been written
by others.

Around this time period, we also have the death of Quentin Hubbard who was the most
likely heir to Ron's position. He was not only the oldest of Mary Sue's sons, but he was
supposed to have a flair for the tech. He went around giving talks and he liked to tell
stories about whole track (past life) civilizations. | had very little personal contact with
him and | really don't know what the whole story is, but he seemed on the whole to be
enthusiastic rather than depressed. The "suicide" looks like a gangster style fake.
Probably someone was getting him out of the way, maybe to ensure that there was a
really big power vacuum.

To her credit, Diane Hubbard tried to curb the SO craziness of the early 1980s but she
failed and was slapped down for her troubles. As far as | know she has kept a low
profile since and has little involvement with management. None of the other children
ever swung much weight in the organization.

This is the same time period that David Mayo and other highly placed people were
driven out of the subject. The power vacuum was so complete as to raise the suspicion
that it was engineered. As to who did it and for what purpose, | haven't a clue. Maybe
the attempt was defeated and loyal (but misguided) fanatics now guard the subject.
Maybe the bad guys won and are in power now. It could be Mafia (lots of bucks flowing
through there) or CIA (wonderful place for mind control experiments) or just a bunch of
little messengers who wanted to be fanatically worshipped. For all | know, it could even
be space aliens (just joking - | hope).
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WHAT IS: The CofS declares its enemies to be "Suppressive Persons". It has family
and friends disconnect from them. It has Fair Game laws (supposedly canceled but still
followed in spirit) to harass them. And their members are pushed to believe that these
people are real bad guys, rotten to the core.

WHAT ISN’T: There is Scientology processing technology on the subject of one
person being suppressive to another. There is even an analysis of the characteristics
of a suppressive person. All of this is ignored when the CofS declares someone
suppressive. For them there is only one suppressive characteristic, and that is that
someone is not in compulsive agreement with or obedient to the Sea Org.

As a side note, the entire suppressive person (SP) and potential trouble source (PTS)
technology is slightly questionable since the person himself (rather than an SP) is
supposed to be responsible for the condition he is in. Sometimes you do have to pry
someone away from a suppressive influence so that they can cool down enough to get
audited. This should always be looked on as a temporary measure. There are already
Scientology processes for auditing out the situation (the Suppressed Person rundown)
and the person who was being suppressed ceases to have problems with the "SP" and
can communicate with them comfortably.

Somehow or other, this useful technology (to handle the guy who's continually caving in
because someone in his environment is always cutting him to pieces), has become
mixed up with witch hunts and inquisitions. And they do indeed have witch hunts,
despite Ron's warnings about not doing that. Mass declares of SPs within the
organization happen periodically. Its almost like the periodic purges that you see in the
more viscous governments.

WHAT IS: Ron said that the greatest overt was making others guilty of committing
overts.

WHAT ISN’T: This isn't the worst one. The real worst one is convincing others to
commit overts that they wouldn't otherwise have done for the sake of a higher purpose.
This is routine within Scientology. One of the many kinds of examples are the cases
where someone turns against an old friend who has been declared (often without just
cause) as an enemy of the church.

WHAT IS: A basic Scientology idea is that you are responsible for the condition that
you are in. | might twist this slightly and say that you need to become responsible for
the condition that you're in if you are to have any hope of changing that condition.

WHAT ISN’T: This doesn't mean that other people can't help or hinder you. It just
means that in the final analysis, you need to be master of your own life and you will not
make a lot of progress by sitting around and blaming others, even if they did work very
hard to do you in.
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But the CofS has continually twisted this datum to always place blame on the individual
and never on the organization. If its an outsider screwing up the person's life, then the
outsider is an SP and its the outsider's fault but if its the org that's screwing the guy up,
then the guy is responsible for the condition he is in and the org is not to blame. There
have been rare exceptions to this hypocrisy, because there are well meaning
individuals mixed in among the robots, but you will almost never find the organization
taking responsibility for any overts that it has committed.

WHAT IS: LRH never cared for the existing religions. He figured that they usually
were based on some keyed out OT showing up and overawing the natives and making
them worship. In one lecture he talks about Moses having been a high powered OT.
The assumption is that Moses pretended that "God" did it so that the Children of Israel
wouldn't blame things on him. If that is the case, then Genesis might be a vague
sketch of the implants and past lives that Moses ran out (e.g. confronted and erased)
while he was up in the mountains which resulted in his becoming a keyed out OT.

WHAT ISN’T: The dumb quote about Jesus being a pederast etc. is obviously not
written by Ron. It was almost certainly written by Captain Bill. Captain Bill announced
that Ron's thetan had left his old body (turning it over to BTs?) and had moved into
Captain Bill's body and he would issue new bulletins etc. on this basis. The CofS, of
course, declared Captain Bill suppressive.

Sometimes there's a processing rundown attached to this bogus bulletin when it
appears on the internet. It might be the real CofS OT8 (attached to the wrong
introduction), or an invention of Bill's, but more likely it is some older rundown (possibly
from the 1st Melbourne Advanced Clinical Course) that Captain Bill was putting out as
OT8.

WHAT IS: Ron preached tolerance for the poor Christians etc. who were busily
worshipping some long gone OT. He did say that you might have to work hard to keep
from laughing out loud when you were in church, but you should respect their beliefs
and just keep auditing them. He expected them to cognite eventually.

Many of us in the early days had a fondness for Jesus, considering him to be an old OT
who tried to do something about the sorry state of mankind. John MacMasters (while
he was still a loyal CofS member) used to quote sayings of Jesus such as "Ye shall do
greater things than 1" in his talks.

WHAT ISN’T: When he messed around in OT lll incident 2 and got all keyed in,
Hubbard found that it included pictures of "Christ on the Cross" etc. He got pretty upset
and over restimulated and decided that all of Christianity was an R6 dramatization (in
this usage, R6 refers to the implant material found on Routine level 6 auditing which
was considered to form the core of the reactive mind). Some of his comments on this
are floating around on the internet.
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This is obviously just the mental "charge" stirred up by getting an old incident half run
out and messed up. He sees an implant picture of someone on a cross and gets upset
and starts damning Christianity. The truth of the matter is that there are very early
implants (much earlier than Inc 2) which lay in the idea that the best of us must always
sacrifice ourselves for others. They show you that it is your duty to get up on that cross
and how wonderful it is to do so, but the real intention was to get rid of anyone who
keyed out OT in a big way. Many great OTs have been done in by this implant during
the course of our existence in this and earlier universes. There were others, such as
Krishna, on this planet who had this happen to them. When Jesus got up on the cross,
we lost a great teacher and eventually most of his wonderful teachings were lost or
twisted out of shape as the Romans altered Christianity into a politically acceptable
religion.

WHAT IS: Scientology has a rule against mixing practices. This is used in the CofS to
make it an ethics offense to have anything to do with or even read anything from any
other metaphysical subject, whether it be Zen or Astrology or Science of Mind. They
have declared various other groups such as the Obijectivists and the Edgar Cayce
group (I forget what its called) to be suppressive groups. They don't dare do this with
the big religions, but I'm sure that they wish they could.

WHAT ISN’T: This is NOT in Scientology auditing technology. There is a different
point, which is that you mustn't mix up two things because they can get in each others
way and you have no way of evaluating what changes came from which source if he's
doing two things at once. On this basis, mixing Dianetics and Scientology processes
together were at one time officially considered to be mixing practices and even now it is
considered that the Scientology TR drills must not be done at the same time that a
person is getting audited.

Of course Ron did consider that a number of subtle traps and backwards ideas had
been planted in the various earlier metaphysical studies. For example, he considered
meditations on "l am nothing" to be a mistake (he actually tried some processes based
on this and they did not go well). He does recommend that you learn his stuff first
before you go and study metaphysics. But he never tells you not to look. After all, he
was reading tons of the stuff himself, at least in the early days. Some of the old timers
used to send him books and things any time that they thought that another practice had
come across something that might be useful.

The current rules block any comprehension of Scientology's backgrounds. They
interfere with well rounded spiritual growth. They promote rigid thinking. And they are a
direct attack on those other groups who might actually be considered closest to
Scientology in their goals and ideas. This would only be sane if the org has the
intention of becoming a monopoly in the field of metaphysical thought. Which is
probably why they do it.
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WHAT IS: OT (Operating Thetan) abilities. Mind over matter. Telekinesis and
telepathy. Even teleportation (and Hubbard does not say this is impossible, he merely
says that it is done by disintegrating the object in one spot and recreating it in another
rather than by shifting it). | have seen these things and | have done them. Almost any
old time (pre 1968) auditor will swear that they are real even if he has left the church.

WHAT ISN’T: Stable OT abilities. Stable achievements of OT states. Repeatable
demonstrations of OT powers at will. The current OT levels have been renamed PreOT
levels because they don't produce these things. If the CofS had anyone who could
repeatedly lift an ashtray at will, they would have him on TV the next day. These things
are never demonstrated, not even in confidential briefings for OTs. Ashtrays have
been lifted, but Scientology never produced anyone who could do it on demand.

WHAT IS: The keyed-out OT state. By keyed-out, we mean that some part of the
person's mental blockage has temporarily moved out of the way. This has been the
source of most of OT manifestations observed in the subject. The key-out is much less
stable than that produced by lower level Scientology processes. It often only lasts
hours or days. Mine lasted for three months. A rare few (possibly including Ron) may
have kept the state considerably longer, but it is known to be an extremely unstable
condition. Trying to study it, experiment with it, exercise it to build up strength, or
demonstrate it are the fastest ways to bump into something that will turn it off and drop
you back to human with a horrible thundering crash. | probably kept the state longer
than most because | was young and innocent and wasn't pushing it. | could not do
things at will. The abilities did not respond to mental effort and pushing. Just
occasionally | would think something like deciding to grab a cup of coffee and it would
slide to me across the table. The intention to do something, projected lightly and
without effort, occasionally caused it to happen in a bypass of physical laws. The only
thing that worked was to think to do something, with the thought and the deed
becoming the same. It never worked to try hard to do something.

WHAT ISN’T: The processes that occasionally produced a keyed-out OT are almost
never used in modern Scientology. These are a) the processes of 1952-54 (a few of
them are in the book "Creation of Human Ability"), b) the power processes (never run
on Dianetic Clears), and c) the old (before NOTs) OT levels 4 to 7. It seems like
everything that did turn on OT abilities has been carefully pushed out of use. Those
processes are being publicized now on the Internet and CofS seems to be upset about
it. Maybe we'll start seeing some more OT manifestations as people try this stuff.

Note that there has never been a process in Scientology which consistently produced a
keyed-out OT state. It has always been a wild random variable. It has never been
thoroughly investigated or pinned down. Ron himself admitted on one of the Briefing
Course tapes (I think it was the one on the Classification and Gradation chart) that he
had no idea why they occasionally produced one on Power Processing.
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The real approach to making a keyed-out OT is to try a carton full of techniques and
hope that you get lucky. Often you will if the collection is big enough.

WHAT IS: Although the big OT powers have never been produced stably, minor
abilities would sometimes be achieved, at least in the old days. A good example is Ingo
Swann. See your local occult bookstore for data on what has been confirmed on him
under laboratory conditions. He's about as good as any of the stable OTs. He doesn't
lift ashtrays but he can raise the temperature of an object under laboratory conditions.

WHAT ISN’T: Ingo doesn't talk about having been in Scientology or doing the OT
levels in the late 1960s. The Church doesn't mention Ingo or claim that he ever was a
member. | think they must have a mutual agreement to leave each other alone and
keep quite.

| think they declared him a suppressive. It was a long time ago. How many ways can
you shoot yourself in the foot?

WHAT IS: Ron probably went keyed out OT in 1952. There was an incredible
outpouring of bright ideas from 1952 to 1954. He was positively inspired. Later he
often made mistakes or misses the obvious that he'd already found. For example in
1952 he says to get the postulate that the person made during an engram. This was
forgotten and it took a decade of running standard Dianetics before they created New
Era Dianetics (NED) by asking for the postulate (which makes Clears fairly quickly). |
wonder if he actually remembered it or whether somebody simply heard the old tape
and suggested doing it.

WHAT ISN’T: Ron didn't remain in the OT state. The keyout is notoriously unstable.
My guess is that the state crashed when the police broke into the course room in 1954
and hauled him down to the station. He talks about the arrest in his next lecture to the
class and about how he managed to talk his way out of there without getting locked up,
but he's obviously a bit shaken and he gets out of the country real fast and heads for
England. He even cut the 10th ACC (Advanced Clinical Course) short and they filled it
out by playing tapes from the 9th ACC.

If you compare the tapes of 1950-51 to those of 1952-54, you will see a fantastic jump
in speed and intelligence. His exuberance knows no bounds and he's really something
to listen to. If you then compare them with the tapes of 1955 onwards, you can see that
he slows down and is nowhere near what he was, but he's still better than in the 1950-
51 timeframe.

Note that my slightly strange word usage ("went keyed out OT" etc.) is proper
Scientology speak and one would hope that any ARS readers would have picked up
this lingo by now.

WHAT IS: Ron kept on researching in the later 50s and 60s, often trying to get back
what he'd had his hands on in those early days and often missing the right answer that
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he'd found previously. OT Il is a complex arduous mess researched in the late 60s and
the simple NOTs handling is from 1952! (see the HCL lectures, especially the two
different lectures that are both titled "Theta Bodies"). And they have still completely
missed the 1953-4 processes on handling mockups of Thetans and blowing them etc.
(see the 3rd ACC etc.).

WHAT ISN’T: He never really got beyond the high point of the 3rd ACC and modern
Scientology is perhaps 10-20% of what he had at that time. And even that peak was
not high enough to allow mass clearing or produce stable OT supermen.

WHAT IS: In 1967 Ron went to North Africa and tried to research OT Ill. He went into
it backwards and ended up half dead. Its one thing to read about the OT Ill incident
casually, its another to go in and bang around for months and make a mess of it
besides. It is quite possible that he got panicky and, fearing death, began to take all
sorts of medical drugs even though this is quite contrary to normal Scientology practice
and almost guarantees that you will screw up the auditing. Tony Dunlevy used to tell a
story at Scientology events about how Ron came back to St. Hill with a roomful of
materials and told him that if he (Ron) should die while trying to finish getting though it,
then Tony was to take the materials and his best people and a staff of medical doctors
and try and get someone through it using medical assistance to make it possible for
someone to survive running it. Ron flew off and eventually came back and told Tony to
forget the room of materials and that he had found an easier way through the level
which could be done with a small pack of materials.

WHAT ISN’T: The things that were then mocked up, the Sea Org, crush ethics, crush
sell, and a backwards quickie standard tech which lost us most of our experienced
auditors and turned the rest into robots were not the work of a monster. They were the
last ditch efforts of a dedicated researcher who came close to death and feared that the
discoveries which he had already put together would be lost with his passing. And so
he cast it all in concrete and set up a cadre of fearless storm troupers and Gestapo
agents to guard it with their lives and never let it vary least some fool turn it all to dust.
Needless to say, this was not a very high toned attitude.

The astounding side effect was that all this organizational insanity eventually brought
people into Scientology in droves and filled the Church's coffers. It really makes one
wonder about the average public mentality. You can't attract the suckers by giving
them an even break. The sucker will only go to where he knows he will be sucked.

WHAT IS: The subtle OT abilities. The manipulation of chance and probability. The
pulling in of serendipitous coincidences, and also the pulling in of motivators for one's
overts.

The future is in flux, predetermined in the ordered motions of physics but indeterminate
in the subtler interactions of particles and random variables. The flux responds to
thought, and especially to strong visualizations, whether intentional or reactive,
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because these mimic the observation which breaks down the probability waves into
actuality. All participate in this working out of the future into the present, whether
consciously or unconsciously.

The subtle influence of chance events can never be proven because by its vary nature
it is always in accordance with physical laws and can be shown to be a random
occurrence. Even long runs of luck are provided for and even required in the
mathematical analysis of statistical probability. And yet there are born losers and
people upon whom luck always shines.

This is all in accordance with (although not stated or proved by) the modern theories of
Quantum Mechanics which sees all existence as consisting of probability waves which
are broken down into reality by the action of observation.

WHAT ISN’T: Gaining a larger say in the workings of probability is not the exclusive
prerogative of the Scientology OT. Many methods, from Positive Thinking to Trusting
That God Will Provide are all capable of raising the level of your input into this flux.

Deep Faith is one of the strong amplifiers. It matters not what the faith is in, it is the
raw power of the faith itself which can alter the flow of events. This is a good reason
for giving respect to holy men of all persuasions. Even the businessman's faith in
himself or the craftsman's faith in his ability have their impact. Self confidence is often
seen as a key to power.

But there are negative aspects to raising your input into this flux. Your subconscious
reactive thoughts may bring on your fate instead of your desire. The selfish
businessman is always risking the backlash of his own overts when he begins to push
his horsepower up with various tricks and gimmicks. The holy people are much safer
as long as they don't turn hypocritical or discover the flaws in their belief systems and
moral codes. In theory, the Scientologists should be in the best position to handle this
flux safely because of the concentration on responsibility and the handling of overts,
but in practice, they are at risk when they let fanaticism override good sense and
judgment.

WHAT IS: If a coin has been tossed but the results not yet looked at, it is still subject
to probabilistic manipulations. You may still alter the results by intense visualizations,
deep prayer, strong postulates, stubborn determination that the results must come out
randomly, or reactive dread at the consequences of loosing (which of course causes
you to loose).

WHAT ISN’T: Once the results have been viewed, they are fixed in physical universe
mechanics. All the regretful wishing in the world will not change an observed result.
Altering anything at this stage requires a total bypass of physical laws and is a major
OT ability rather than a subtle one.
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WHAT IS: The main "OT Ability" that has often been achieved in Scientology is simply
an increase in the person's input into this flux. Fascinating improbabilities sometimes
occur.

WHAT ISN’T: This is not a new ability. Everyone has some input into the shuffling of
probabilities. Amazing coincidences occur to everybody. The gain is simply in terms of
the scale and frequency of coincidences.

But as | mentioned earlier, nothing about this can be proved easily and as a
consequence, this area is highly subject to wishful thinking and unsubstantiated claims.
Perhaps some of Rhine's work would help here. We might even use large control and
test groups running different processes and then give each person ten bucks, turn them
lose against a bank of Las Vegas slot machines, and run statistical distributions on the
winners.

The above discussion of subtle OT abilities is my own codification of vague ideas and
concepts that are in the early materials. Ron never did give a clear and concise
description of the mechanisms of pulling in motivators for your overts or of how to make
postulates stick, but | think the above is in keeping with what he did say on the subject.

WHAT IS: The CofS and the Sea Org have an expressed goal to Clear the Planet.
This goal has been pushed for almost 30 years now.

WHAT ISN’T: There are many reasons why this cannot happen in any reasonable
timeframe given their current methods of operating.

If the planet were to be cleared (which | consider to be a good thing), there are only
three ways its going to happen. These are:

a) Mass Clearing. This would be the opposite of the mass implanting. It would require
developing clearing procedures that could be done on a group processing basis via
TV shows. This would require radical breakthroughs which they are not researching
and which they currently believe themselves forbidden to research. It would also
require a willingness to give the tech away which is contrary to current policy.

b) They would have to do enough individual clearing to get ahead of the birthrate.
This would again mean giving the tech away. It would have to be done in schools
and self-help groups. There is no way it could happen given current org prices and
the average income level of the public.

c) There is an idea in Scientology that you can have a clear group without all the
members being clear and that in a similar manner you could have a clear planet.
This would hopefully let you boom the economy so that individual clearing could
also take place. Again | think this would be a good thing but a great deal of honest
research would be needed. We are miles away from figuring out how to make a
clear group. The Sea Org certainly does not act like one. In fact, it dramatizes
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quite badly and has a tendency to make clears act like they are aberrated which is
the exact opposite of what a Clear group would do. Only when they can figure out
how to clear their own group will it be appropriate for them to consider clearing the
planet.

WHAT IS: There are a great deal of court cases being fought on both sides.

WHAT ISN’'T: This isn't very bright. There are legal precedents being establish that
will hurt everyone except for those who want to see all mental practices banned. Even
psychiatrists may see their victories now used as precedents against them in their own
field later.

Of course anyone being sued needs to fight a strong defense. But the sheer stupidity of
the CofS in fighting to prove that it is a business with trade secrets rather than a
religion is hard to believe.

And in the matter of liability suits, CofS, Freezone, and even psychologists should be
banding together before all of them end up paying out their entire income for
malpractice insurance.

The basic purpose of the legal profession is to get rich off of people's desire for
vengeance and safety.

To misquote Samuel Clemmens, "It would not clear the planet to declare all the lawyers
suppressive, but it would sure be a lot of fun". And maybe there is a real use for the
RPF after all (just kidding).

WHAT IS: It is proper for the holders of the copyrights to Ron's works to receive a
reasonable fee for those materials.

WHAT ISN’T: Since these are religious materials, it is a violation of the Constitution
for them to refuse to make those materials (of course at a reasonable fee) available to
anyone who professes to have a religious purpose in studying them, even if those
people have been declared enemies of the Church.

What if the Catholics had copyrighted the Bible and refused to sell copies to the
Baptists and hauled them off to court if they tried to reproduce the materials
themselves? That is the reason people fled here from Europe and it is the basis for our
tradition of religious freedom.

| also have a personal prejudice against corporations who buy up patents for the
purpose of suppressing inventions instead of putting them to use. The whole reason
for the patent system was to encourage invention rather than suppress it. This doesn't
usually come up with a body of writing, but in this case we do have a situation where
knowledge is being hidden and suppressed instead of encouraged.
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In general | do support the rules on copyrights and trade secrets, but not in the case
where knowledge is suppressed or religious freedom is trampled on. For this reason, |
would give Scam-iz-dat a pat on the back for broadly publishing confidential materials
on the internet (it's not a bad idea to break the word up various ways to defeat keyword
triggered software).

WHAT IS: It is not unusual for a religion to splinter into an orthodox and a liberal sect.
The orthodox often feel that the liberals have perverted their religion and have been
known to attack and persecute them. The liberals often splinter further and in some
cases have been known to fight among themselves as well as with the orthodox who
are persecuting them.

WHAT ISN'T: Itisn't right to fight a holy war. | know of no good that has ever come of
one. It doesn't matter who is right or wrong, the war itself is a great evil. These wars
were, at one time, Christianity's curse, and the active persecution, which is a lesser
version of the war, has weighted on the conscience of many. When they have put
aside fanaticism and attempted to teach and to help and to heal, the Christians have
done much good in the world.

If L. Ron Hubbard walked into a Scientology org today, they'd declare him a squirrel
(Scientology's name for a freezoner - squirrels gather nuts) in short order.

WHAT IS: There has been some picketing of Scientology events.

WHAT ISN’T: The last thing you want to do with a bunch of religious fanatics is harass
them with nasty signs. That REALLY strengthens their resolve.

Since people will probably ignore this and keep picketing anyway, they should at least
use slogans which might actually bring about some change for the better.

The idea would be to use some mental jiu-jitsu rather than toughening up your
opponent. You might try the following signs. The Scientologists will suppress their
reactions, but they might think about these things later and even end up helping your
carry the signs eventually.

a) Sacrificing people to get stats up is an overt.

b) You have become the priests and psychs that you opposed.

c) The overt speaks loudly in the accusation.

d) You have created your own opposition.

e) End PTSness, Disconnect from the Sea Org.

If you say the subject doesn't work or is a scam, you will hit absolute resistance. It

never works to use your own buttons on someone else. You have to hit their buttons.
They have them. Most believe the prices are too high. They detest registrars, routing
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forms, and sec checks. They are afraid of Ethics. They are often run on wrong or
unnecessary processes. Some feel they have betrayed their friends by disconnecting.

The membership does know that there are things wrong. They swallow it because the
subject does work well enough that most people will have had at least one big gain.

WHAT IS: Don't let me give you the wrong impression. Things were not perfect in the
early days either. | was not there in the 1950s to see for myself what was going on (|
have simply heard most of the thousands of tapes from this time period), but I'm sure
that they had their share of craziness. For the mid to late 1960s (prior to the Class
VllIs and the Sea Org and the 1969 collapse), | can point to many dumb ideas that
were in vogue for brief periods of time.

At one point, many auditors would not let the PC run past lives because it was too
restimulative (!!!). At another time, a bulletin (1967) came out saying that "All sickness
equals PTS" (PTS means that the person is a Potential Trouble Source because they
are connected to a suppressive person) and so the org went crazy on having
everybody disconnecting from supposed SPs every time they had a sniffle. | remember
one course supervisor who decided that he was PTS to his DESK (!) and we had to
carry it out into the hallway for him. These are just examples, there were plenty more.

WHAT ISN’T: The stupid ideas generally did not stay with us and the subject kept
evolving. You could always wait for next year or find another auditor or go to a different
organization that wasn't riding the same hobby horse. The subject was not being held
in a rigid mold and there was room to maneuver around the barriers. And there was
always hope for next year's technical breakthrough.

Now we supposedly have all the answers (what a joke), and the technology is perfect
(even when it fails), and the organization is in a case condition which we know as
"resisting change" which is a characteristic of a suppressive person.

WHAT IS: When the movie "2001 A Space Odyssey" came out, there was a dumb
ethics officer at some org who issued an order forbidding people to see it because it
was "too restimulative".

WHAT ISN’T: Never confuse the actions of individual idiots with the group as a whole.
It was a local order, not a general one. At the org | was at, we shook our heads and felt
sorry for anyone who was affected by this order and continued to encourage everyone
to go see a nifty movie.

WHAT IS: Scientology was once known as the high 1Q religion. Ron was extremely
bright and anti-authoritarian and so he appealed to every genius who had been forced
to swallow crap from teachers that were dumber than themselves. There were many of
us who were in MENSA. We even had a National Merit Scholar (that wasn't me, | only
made the 99.3 percentile). This is just in one small organization in 1966.
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Scientology processing would occasionally raise Q. There was no steady progression
or specific thing that did this. Just occasionally, some big mental block or stress that
interfered with the person's ability to think would get handled and there would be a
dramatic 1Q jump. In the old days, the org used the California Capacity Questioner
which is a well respected non-Scientology 1Q test (it is one of the ones that Mensa
uses).

WHAT ISN’T: Although it still has more intellectual appeal than some of the more
mindless forms of ritual worship, organized Scientology has been slipping in this area
for quite some time now.

First of all, the anti-authoritarian air has been replaced by a belief in LRH as a new and
even more absolute authority.

They might still occasionally be creating a sudden surge in 1Q with processing, but they
no longer can tell. They moved off of standard |1Q tests and started using one designed
by Ron. Even assuming that it was structured and calibrated accurately, it only runs to
150 which means that it is inaccurate above about 135 (the upper edge of any 1Q test's
range is considered to be random, being affected more by mood, experience, and
careless mistakes rather than an actual difference in IQ). You can hardly tell if you
were really raising or lowering IQ with such a test, and there is a reason for this.

When the technology was screwed up in 1969 due to the Class VIII auditors and the
introduction of Standard Tech, there was a dramatic crash in actual, properly tested, 1Q
scores among Scientologists. | heard from many other staff members that their 1Q
scores had fallen, generally by 10 to 20 points, after being audited on the quickie
"Standard Tech" which was in vogue at that time. An order came out to stop telling
people what they had scored on the IQ tests (until then, it was freely mentioned and
even used as a sales point because it occasionally jumped significantly and almost
never slipped by more than the normal day-to-day variation of a few points). The next
thing that happened was that the CCQ and other "wog" 1Q tests were declared to be
suppressive (because they showed that we were lowering 1Qs) and they were replaced
by this test of Ron's.

| think that the technical corrections that came in during the early 1970s fixed this
lowering of 1Q and that we are back to the occasional significant improvement. But we
have lost the ability to see what is going on.

The worst plight is that of the current staff members. They rarely get the processing
which might give them a significant 1Q increase. They are constantly pounded with
authoritarian dictates that inhibit their ability to think freely (and it was removing this
stuff that used to raise 1Q!). And they continually use things referred to as "Learning
Drills" on the staff members (doing what they call "Chinese School" reciting things etc.).
These learning drills were developed and tried briefly in the early 1960s. Per Ron's
actual statement (on the Briefing Course tapes), they are known to lower IQ by actual
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test (while improving the ability to recite formulas by rote) and they were dropped at
that time for that reason. So they have created a generation of staff members who
can't think, and especially, can't think for themselves about the subject of Scientology.

WHAT IS: Most Scientology staff really are there to help people. They are enduring
terrible conditions for the sake of mankind. They don't get rich. They generally don't
even get a lot of Scientology processing. A few may be on a power trip, but that is only
possible to top management.

WHAT ISN’T: A lot of money flows into the Sea Org, but few ever see any of it. Most
of it disappears into reserve funds for fanatically defending the organization, or it is
wasted on various bits of foolishness. A tiny handful might be living like kings and a
few might be siphoning off funds into their own private nest eggs, but 99.9% of the staff
are in self sacrifice mode. This is why you fail in any effort to attack them. Most are
already martyrs to the cause.

They have been so abused that anything they do to you does not seem to them to be
an overt because they have suffered far worse at the hands of the organization, and
they have swallowed it for the sake of mankind.

| have said many critical things about the organization, but they are still trying to help
people. And the processing does help people even if it doesn't live up to the sales
pitches. On this basis, they should be helped rather than destroyed. | am not in
opposition to the Sea Org or the CofS and | do not consider them an enemy (although
they will probably consider me to be one). | simply consider that they need
widesweeping and radical reforms. And what they need most is truth, honesty, and free
communication. You cannot clear a society if you yourself are loaded with withholds.

Like handling a wayward child, you have to hold a firm line and refuse to tolerate their
overts while encouraging everything about them that is right and sane.

WHAT IS: The CofS charges high prices, withholds data labeled confidential, tries to
restrict other data as being out-gradient, imposes endless barriers and pre-requisites,
and often attacks any use of its materials that are not under their control. They act like
a corporation which is trying to impose a strict monopoly and dribble out a small
amount of service in a tightly controlled manner.

WHAT ISN’T: The actually is not the way to get rich. The big joke is that if they made
everything freely and easily available (at reasonable book prices of course) and
encouraged self-help groups and co-audit clubs and do-it-yourself magazines and gave
away free group processing on TV specials, they would have so much business
flooding them that they couldn't handle it.

WHAT IS: The clam is described in "History of Man". It is presented as being part of
our evolutionary history.
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WHAT ISN’T: This isn't a real incident. The entire set of evolutionary pictures
presented in the portion of the book that deals with the genetic line was later found to
be an implant. Hubbard referred to this as the "Darwinian Implant" (see the 1963 tape
"Errors in Time" etc.).

The book was written in 1952 after only a few months of running past life incidents. As
was the case with most of the early research, Ron took a quick stab at it, felt satisfied
that a few people could find the stuff he was talking about, and went on to something
else. Dianetics and past life incident running wasn't used again until 1957-58 (see
"Have you lived before this life") and was again dropped until 1963 when some
research was done on implants and past lives. What we actually have is only three
brief but intensive research periods in this area.

It was only in 1966 that they began regular training of Dianetic auditors. The 1966
technique was a beginners technique aimed at giving people who had no auditor
training some experience in engram running before doing the clearing course. It would
actually make a much better do it yourself type book than the 1950 Dianetics book, but
| doubt that the SO would be willing to tolerate such an endeavor.

Real use of professional Dianetics techniques did not begin until 1969. With the vast
amount of data that has been accumulating since the 1970s, it might actually be
possible to start putting together a real history of man, but the will to seek out new
answers seems to have deserted the subject.

Based on my own experiences, | have tried to produce a real roadmap of the course of
our existence (see my next document, "Cosmic History"). But again, this is only based

on the work of one person (myself). At best (if I'm not wholly deluded), it will serve as a
starting point and a framework for organizing more data. It is not thorough research.

Ron used to say that we are still on a research line. That statement was never
canceled. It IS still true.

WHAT IS: Cults exist and will always exist as long as society and families are
imperfect and leave the teenager (or anyone) with a painful vacuum that needs to be
filled.

WHAT ISN’T: Scientology isn't very bad as far as cults go. You might think of them as
mind-bending, money-grubbing, and dangerous fanatics, but they will at least keep
your kid off drugs and away from gang violence and perhaps even make him into a
good worker who can get a job elsewhere if he leaves them. At worst, it's probably
better than joining the army. Some lives have been ruined and a few have even been
lost but they're nowhere near as bad as the competition where the death toll is often
beyond counting.

WHAT IS: There is a spiritual side to man.
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WHAT ISN’T: We don't have all the answers. We are in the position of Columbus
who, having found America, believed that he was in India. But the untapped resources

of the new world were far greater than anything he could have imagined. It was well
worth the trip.

AFTERWORD:

| can't claim to be a true scientist in the field of the human mind. | still live in the
darkness of alchemy, searching for the light of truth. But it is my hope that perhaps |
will be the last alchemist. If | inspire others to look further and carry us forward into a
true science, then | have done my job.

May Truth Be With You,

The Pilot
Fall 1996
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Cosmic History

1. Introduction

We have come down through a long series of universes. All of the more advanced
sources seem to be aware of this, most notably the Tibetan scriptures and L. Ron
Hubbard's investigations of 1952. However, no one has ever provided a detailed
description of the sequence or characteristics of these universes. If we have indeed
fallen from a godlike state, then the universes themselves must follow some sort of a
dwindling progression and the mechanics of that decay must reflect, on the whole, how
we have come to be in the state that we are in.

This document will attempt to sketch out the broad outlines and provide a context which
will hopefully support further research. | cannot guarantee that all the information given
here is exactly correct. The best | can do is to say that | think it comes reasonably
close. But of one thing | am certain, the picture can be no less complex than that
presented here. If | have erred, it is on the side of missing things rather than putting
too much there. Nothing less would serve to explain the degree to which we have
fallen.

Before embarking on an actual discussion of the history, it is important to define my
usage of the word "universe" because it is used in many sloppy ways in the field of
metaphysics.

By universe, | mean a complete system of space and time. And for this discussion, |
mean specifically those large agreed upon universes in which we all have lived.

There is not a one to one mapping between the points in space within one universe and
those in another. A universe can have more than one 3 dimensional plane and can
also have other 3 dimensional spaces (bubbles or pockets) tied to it. These are all
considered to be part of the same universe because there is a mapping of points and
there is a correspondence of time and there is a carry over of physical laws. But truly
separate universes do not tie together in a direct manner and do not have identical
laws. Note that you can setup transfer points between separate universes, but these
are arbitrary points linked together without any correlation.

The current universe is one of very strict physical laws and is best characterized as a
highly mechanical MEST (Matter/ Energy/ Space/ Time) oriented creation. The
immediately preceding universe was one of Magic where physical laws were not quite
as solid. Just as the literature of science fiction hints at the flavor of our life in this
universe, the literature of fantasy hints at the nature of the Magic universe. But even
the magic universe was quite physical and highly structured in its own context. As we
work backwards from this universe, we see that each preceding universe was slightly
less solid and more conducive to thought until we reach the earliest ones where the
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Thetan (Spirit / that which thinks) is senior and the physical aspects are trivial things
that can be modified by the merest whim.

Let us now go all the way back and set the stage for the entire procession of universes.

2. In the Beginning

Before anything exists, there can only be nothing, But the preternatural nothingness
must have a potential, and that potential must be infinite because an infinity of
creations has descended from it. If there had been no potential, then we would not
exist, and if the potential had been limited, we would have ground to a halt long ago.

The nothingness exists before all space and time, therefore it is unchanging and may
be described as static.

Matter and energy and any other possible forms can only exist within space and time
and therefore are second order creations. Counting and the quantification of things are
dependent on the existence of things which can be counted, therefore all mathematics
and the very concept of quantification is a second order creation. And so the
nothingness is above the concept of quantification and is neither few nor many, neither
zero nor infinite, it is literally beyond counting.

The nothingness has the potential for thought, but there is nothing to think about until
something is created, therefore, the first thought and the first creation must be one and
the same, for something must be conceived of to exist. Therefore, the process of
thought in its ultimate form, is the process of creation.

Of the four basic components of this universe, namely Matter, Energy, Space, and
Time, only Space can be conceived of without reference to any of the other factors.
Therefore, the first creation must be space rather than matter, energy, or time.

IN THE BEGINNING, THE ZERO-INFINITE LIFE STATIC CONCEIVED OF
SPACE. AND IN THE CONCEPT OF SPACE, IS THE CONCEPT OF
SEPARATION. AND THE ONLY THING THERE WAS WHICH COULD BE
SEPARATED WAS THE LIFE STATIC ITSELF.

But the basic life static which is the unchanging nothingness is senior to space time
and therefore cannot be affected by this separation. It is not made less by it, and
therefore it may again separate. And from the view of the basic nothingness, the
separations cannot be before or after each other because it is indeed timeless, but from
the lesser view of that which is separated, the separated almost statics can conceive
that one separated before another and therefore we have time.

And the lesser near-statics are also nothingness with the potential for infinite creation,
but they have the experience of time and therefore the experience of what they have
created.
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Once those who can conceive are separated from the basic nothingness, they then
proceed to apply further separations to bring about the creation of existence. A
positive and a negative can be pulled out of nothing and the net equation remains the
same.1-1=0=2-2=0 =256 - 256 etc. The only difference between these is
consideration and consideration is the product of thought. Infinite matter and energy
may therefore be generated by thought alone.

SPACE IS THE SEPARATION OF PARTICLES

TIME IS THE SEPARATION OF EVENTS

IDENTITY IS THE SEPARATION OF THOUGHT

The interposition of distance is necessary for viewing or perceiving anything.

The interposition of time is necessary for emotion. There is no loss without time, nor is
there feeling.

The interposition of identity is necessary for consideration. Without identity, all thought
is one which is a passive condition of cosmic allness. Therefore, to think about or
consider thought, it is necessary to introduce at least a slight separation from all
thought and therefor it is necessary to be an individual to some slight degree.
Therefore, identity is necessary for self awareness. Furthermore, the Zero-Infinite Life
Static is not a self aware unit, instead it is the sum total of all awareness that is or that
might be (or might have been). Therefore, it does not judge or intervene, it just IS.

MATTER IS THE CONSIDERATION THAT SOMETHING IS THERE.
ENERGY IS THE POTENTIAL FOR SOMETHING TO HAPPEN.

Since the basic nothingness is beyond all limitations of time and space, it may be
considered as infinite and eternal from our time/space limited perspective. By its very
nature, it will always exceed the highest orders of infinite creation that have been
achieved and therefore will always demand the creation of even further infinities of
somethingness to balance the nothingness. Therefore, the scope of creation is limitless
and eternal. Since the nothingness is always with us, we do not lack for it. Our only
lack is for the somethingnesses (those things which are not nothing) which will always
fall short of completely balancing the nothingness.

The self aware near-statics which we will call Thetans (thought units) fulfill themselves
by an ongoing process of creation. Only when this creative process is blocked or
stifled do they become miserable. Furthermore, the separation itself is only a matter of
consideration. The thought beings are still part of the original static and therefore have
no need to rejoin it since they never really left it in the first place. The ultimate state of
these beings is to be an operating manifestation of the ultimate static and project an
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infinity of creation to balance the nothingness. All lesser states are therefore at least
slightly unpleasant but are maintained in the hope of future creation.

3. The Dance of Creation

At the highest levels, the self-aware life statics participate in a dance of infinite
creation. Here, everything that can be conceived of is created, exchanged, and
experienced. Here we have an infinity of universes in constant flux, varying even in the
number of dimensions used by each universe. At this level, the individual is himself
near infinite, creating and experiencing multiple universes simultaneously and
projecting an infinity of personalities, and yet the individual is still individual and
separate and distinct from the other individuals who also participate in the dance of
creation. And the flux between these individuals is the dance and is the infinity of
creation.

This level is the co-existence of static and here each individual is, to all intents and
purposes, God. And the only compelling purpose of it all is to continue to add to the
richness of creation. And this might well be termed divine and infinite bliss. Itis a
nirvana, but a nirvana of infinite somethingness rather than nothingness.

But given an infinity of infinities to fill, it becomes mandatory to leave no stone

unturned in the search for yet more new and varied creations. In pursuit of this, there is
the idea that a new being, freshly separated from the zero-infinite life static, might
conceive of new systems of creation, different from those which are already in
existence. And so new beings were indeed separated out and did add greatly to the
richness of creation.

But the most original creations would stem from beings who were isolated from the
existing order and were not tainted by exposure to what the older beings had created.
And so there is the concept of isolating a new crowd of individuals within a sort of
womb where they can develop on their own.

We are now in such a womb, and the entire series of universes that we have built and
inhabited are in this womb. When we have finished our development, we will exit the
womb and carry our new systems of creation with us into the dance and begin an
infinitely interesting exchange of mockups with the older beings. And someday, eons
hence, when we have milked dry every variation of our own systems, and the systems
of the older beings, and the endless variations of intermixing the systems, then we will
eagerly await the birth of yet another crop of new beings who will bring forth their own
set of wonders.

No matter how miserable you might be today, the duration of the misery is short in
comparison with eternal bliss. When you have achieved the ultimate godlike state, you
will consider the pains of birth a small price to have paid for it.
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4. The Womb

How is it possible to enclose a group of godlike beings and prevent them from
experiencing the vast and interesting body of existing creations? How can you control
someone whose merest whim has the power to create and destroy universes?

Initially, since you are dealing with innocent new beings, you can distract them with an
interesting object and channel their attention in the direction that you desire. But this
does not work for very long, and soon they will begin to look around and be attracted by
the fascinating works of the older beings. And with that, the freshness of new unbiased
creation would be lost. So something further is needed.

But a god can only trap or limit himself, and at most, he can be aided by the deception
and trickery of others. But even in this, the older beings must not be directly involved
or they will eventually contaminate the new crowd.

And so the new group of beings must be tricked into conflict among themselves and
into building traps for each other. And each one is trapped, not so much by the traps
that others laid for him, but by the traps that he laid for others for sooner or later, he will
forget one of his own traps and fall into it by mistake.

The general plan is that the new beings will dig themselves into a trap of their own
devising. And will sink deeper and deeper into it and eventually will become the effect
of their own creation and even forget who they are and how they built the trap in the
first place. But in so doing, they will evolve a new system of creation which will be the
anatomy of the trap. And eventually, they will begin to dig themselves out, which will
require regaining control over the entirety of their creations.

We lie now at the bottom of such a trap, and it might seem that we could never create
even a single atom of the physical universe around us. But these abilities will return as
we dig ourselves out. And when we exit the womb, each of us will not only have all of
the rich and interesting details of Earth at our fingertips, but we will also have the
details of the Star Wars like physical universe and the Magic universe, and the
numerous universes that came before. We will bring all of this out into the greater
society of beings and our rewards will be great. It has been a hard road and will
continue to be rough for awhile, but it has worked before and it is the only way to
develop in true isolation.

And the older beings will not and cannot intervene. We must dig ourselves out, for it is
this which will give us the power over these creations of ours. If the older beings were
to step in and rescue us, so to speak, by pulling us out of this trap, they would be
stealing from us our richly deserved reward. These are our creations and it is for us to
take command over them.

We have been totally isolated for a long time. There was only one external intervention
at the very beginning. This was the absolute minimum possible and there have been
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no others although we have frequently pretended to each other that we were older or
higher beings and have even sometimes imitated the actual intervention with the intent
of bedeviling and tricking each other.

This one and only bit of external interference consisted of presenting us with a single
ultra-complex object which would prejudice us towards conflict and entrapment. This
object was the Jewel of Knowledge.

5. The Jewel of Knowledge

This is the only creation we have ever received from "outside" and it is the only contact
we have ever had with the older beings.

There have been many false beginnings of the time track that we have implanted in
each other during our trap building frenzy. There have also been many true beginnings
of track in the various universes in which we have been engaged. But the jewel of
knowledge is the actual first experience for all of us. Each being's attention was
directed to it as they separated from the ultimate static and it was so fascinating that all
were drawn in and by the time anyone might have felt like looking outward for
something else from outside, we had already sunk too low to penetrate the walls of the
trap that we had been encouraged to build for ourselves.

The experience of the jewel of knowledge does not have a big sign on it saying that it is
the first experience or that it is the beginning of track or the start of time. In fact, it is
just the opposite. Incidents that yell loudly about being the beginning do so as a
means of trickery and are never actually the first incident. Furthermore, you can't find
the jewel of knowledge experience by trying to find the first incident, there are just too
many falsely labeled first ones. But once you do spot it, all of the "first" incidents
always seem to be later.

Another misleading factor, is that the jewel of knowledge is extremely complex. It is
quite possibly the most complex thing we have ever had contact with. And our
creations become simpler as we look earlier on the time track. So our expectation
would be for the first incident to be very simple. And its not, because it came from
outside.

The jewel of knowledge is an object in 17 or more dimensions. It has a diamond like
structure, but this extends in a huge number of directions and contains endless faces or
facets. It is extraordinarily beautiful and interesting. We have a tremendous problem
visualizing it because one of our little traps that we used on each other intentionally
blocked our ability to visualize or perceive more that 3 dimensions.

But even before we became blocked on many dimensional structures, the jewel was

really too complex for a new innocent being to grasp as a whole. It was intentionally
created that way so that we wouldn't simply digest it quickly and then look around for
more interesting creations made by the other beings.
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The jewel was divided into chambers and we went through each chamber sequentially.
Each chamber explained something that was interesting and useful to a new being, and
most of the data was correct. Only very slyly and subtly did they work in misleading
information that predisposed us towards conflict and entrapment. For there was no way
to force us to swallow the jewel, we could only be coaxed into accepting it all by a great
show of true knowledge and beauty.

There is no language in the experience of the jewel. We did not have any at that time
and they certainly would not teach us one for that would have prejudiced our thinking
far too much. Instead, it is all demonstrations using very simple objects. These were
simple squares, triangles, circles etc. with many dimensions. We refer to a three
dimensional square as a cube and a four dimensional square is called a tesseract by
the mathematicians but we lack good words for seven or eight dimensional versions of
this shape,. However, an eight dimensional square is still a simple abstract object that
would not impart very much of a bias into our own creations.

The jewel's chambers also never show anything that looks like bodies or people. They
use nebulous clouds or points of light to represent other beings in the chambers that
deal with the interactions of beings.

The demonstrations are generally very simple. For example, one of the early chambers
demonstrates how to perceive an object. Looking at things with only one eye open is
adequate for a flat two dimensional view but true depth perceptions in three dimensions
is best done with two eyes. In a similar manner, looking at a 7 dimensional cube is best
done by looking at it from 6 points simultaneously. They don't tell you this, instead
they show you. It begins with the vague impression of an object in front of you. Then
you feel yourself drawn into putting out more and more points from which to view the
object. When you finally get six unique viewpoints (and they mustn't be in the same
plane), the object suddenly becomes very real and there is a satisfying feeling. Then
they have you put out even more viewpoints and the object becomes thin and
unsatisfying again. So you learn to synchronize the number of viewpoints that you use
with the dimensions of the object that you are viewing.

Many of the chambers are interesting and helpful in this manner. But a few of them are
misleading and treacherous. For example, one of the chambers shows many "beings"
participating in creating a collection of objects that are moving around in harmony. The
sensation is very pleasant. Then one of the beings begins working contrary to the
efforts of the others and the sensation is unpleasant, the harmony is destroyed. So the
other beings gang up on the disagreeable one and force him back into agreement and
the sensation becomes pleasant again. It is actually a false idea that predisposes you
to beating up on anybody who is different and implanting people to force them into
agreement.

When we finished going through all of the chambers, we were left with the idea that it is
necessary to control and trap others. We were also given the idea that we now had to
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build something of our own in exchange for the jewel before we had a right to look at
any more of the older beings creations. But of course before we finished that, we had
dug ourselves in so deeply and trapped ourselves so well that we had lost any hope of
reaching outside and were launched on our decent into more and more complex traps
of our own making.

6. We Begin the Creative Process

We left the jewel of knowledge with an enthusiastic desire to create a complex and
interesting universe. There were no rules but that it had to be interesting and complex.
Even the number of dimensions to be used was unspecified and therein lay the first and
ultimate conflict.

It takes time and effort to devise and build an elaborate mockup. And the more
dimensions you use, the more time and work is involved. Three dimensions are more
complex than two, and four dimensions are even worse, and an entire system of
creation had to be built up from scratch. Imitating the 17 dimensions used in the jewel
would have been ridiculous for new beings and would have lacked originality besides.

And each of the beings was godlike and had been advised to make his own decisions
and go his own way as well as being told to keep others in line (a sure recipe for
conflict) and so each chose an arbitrary number of dimensions and began working.

Soon there were some people working on one dimensional systems and some on two
or three or four all the way up to about a dozen dimensions with occasional dabbling in
even greater numbers of dimensions. And the distribution of beings was fairly even
with a bit more working on the lower numbers of dimensions since it was easier and a
gradual petering out up towards the higher numbers. And as each being invested more
and more time and effort into mockups using a certain number of dimensions, he
developed an attachment for that number of dimensions and a vested interest in it.

But fewer dimensions are simpler and the beings who were trying to devise a one
dimensional system began to show results early while those who were working on a
larger scale were still in the rudimentary stages of invention.

Those one dimensional systems of creation are still with us. One of them is music.

The one dimensional "object" (e.g. a sound or musical note) can only go up and down.
It moves forward in time, but time is not a dimension in the sense that were are
discussing here (we are concerned with dimensions of space). The "object" can have a
width and shape in the form of a chord (as opposed to a single note) and there are all
sorts of interesting aesthetics in the inter-relationship of many notes moving up an
down in a complex work, but it is still motion in only one dimension. The notes can also
have a quality as in the sound of a piano Vs that of a violin but this also does not
change the number of dimensions just as adding color to a three dimensional world
doesn't add an extra dimension.
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The fruits of the two dimensional effort encompassed the basic versions of many of our
board games such as chess.

As these low dimensioned systems began yielding results, some of the beings working
on large numbers of dimensions began to feel that they had too long a runway and
switched over to one of the lower groups. But the tendency was to join the 3, 4, or 5
dimensional efforts where there was substantial room for new contributions rather than
to join the 1 or 2 dimensional efforts which were already being sewn up so to speak.

And it came about that the 3 dimensional group had more members than any of the
others with slightly less in the 4 dimensional group. But there were still quite a few
working above 4 dimensions. And because 3 dimensions was simpler than 4 and it had
more people working on it, it was fast approaching completion at least in its basic
architecture.

The 3s could see that the remaining people working very high dimensions would
eventually drop down and work with the 4s (or possibly the 5s). They wouldn't join the
3s because the 3s were nearly done and also because these were diehards who had
already stuck with very complex forms and would probably prefer to at least have 4 or 5
dimensions to work in rather than 3. So their estimate was that although the 3s were
currently the largest group, they would eventually be outnumbered by the 4s as more
and more beings abandoned the higher dimensional efforts.

In a sane society, this would have been fine. There is room for many systems of
creation. But they all knew (thanks to the jewel of knowledge) that everyone would
have to be beaten into line and settle into one system. And they had a vested interest
in continuing with their own mockups in the system that they had devised rather than
abandoning it for a 4 dimensional system created by others. Furthermore, they knew
that a 4 dimensional system can manipulate and overwhelm a three dimensional
system just as someone operating in a 3 dimensional system can crumple up a 2
dimensional painting or sweep a 2 dimensional chess game onto the floor.

All the 3 dimensional group had was a temporary numerical advantage combined with a
system that was nearly complete in comparison with the 4 dimensional system. They
knew that they would be overwhelmed eventually. So they decided to strike first and so
began the reality wars.

7. The Reality Wars

This was the longest period in our history and the most extreme conflict we have ever
been engaged in. It took place between beings of awesome capabilities who were
invulnerable to anything except for the side effects of their own infinitely powerful
postulates and decisions. And it took nearly forever for these immortals to wear each
other down and finally get everyone beaten into line.
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And there is nobody who did not at one time or another fight on every side of this
conflict. And there is nobody who did not occasionally say the hell with it all and go off
on their own to build universes only to eventually be sucked back into the conflict
again. And the fighting of this war as an interesting game was probably as important to
us as the issues being fought over, and so the desire of the majority was always to
perpetuate the battle rather than to come to some reasonable compromise. And the
flavor of the battle was more like that of kids playing a war game where people only
rarely suffered any actual harm rather than the horror of humanoid warfare.

But over the long course of time, people did eventually succeed at aberrating and
controlling and entrapping each other.

In the final stages of the conflict, the 3 dimensional proponents did succeed in laying in
mental blocks that interfered with creating or perceiving things with more than 3
dimensions. They could not block out 1 and 2 dimensional capabilities because these
are part of 3 dimensional constructions, but they could and did block the use of 4 or
more dimensions.

The 4 dimensional crew could not retaliate in kind because to block 3 dimensions
would block 4 as well. Instead, they took the only countermeasure possible which was
to implant a craving for 4 dimensional mockups.

A single 4 dimensional coin might remedy your cravings for wealth. Since one can't
have that, one wants endless 3 dimensional coins because that approaches the
condition of a single 4D coin which consists of an infinity of 3D coins layered together
along the 4th axis. Consider having a 2D picture of a coin. If you layered enough of
those together, you would come close to having a 3D coin. But you never quite make it,
its not really the same. So the 3D never really satisfies and you get aberrated on the
subject of quantity.

This left us in the strange state of being unable to perceive 4 dimensional mockups
while at the same time not only reacting to them but also needing them. There is a 4
dimensional component to things such as sexual ecstasy. The very universe we live in,
although built of 3 dimensional mockups, has a 4 dimensional thickness which is what
makes it so solid and difficult to manipulate. If you hit the wall with your hand and then
do a mental mockup of a hand hitting a wall, you will notice a significant difference in
the two experiences. If you then mockup thousands of identical hands striking
thousands of identical walls, all in parallel, you will notice that the mocked up sensation
comes much closer to the real thing. So our current reality does have a 4 dimensional
component. Itis a thickness consisting of multiple copies of the 3 dimensional reality
all sort of glued together and moving as a unit.

To gain some understanding of how this happened, we must look at the early
capabilities and aberrations of the beings in this time period.
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8. The Early Capabilities and Aberrations

As to abilities, we are now talking about beings who were virtually unlimited in their
ability to create and alter matter, energy, space, and time and who were furthermore
capable of being in many places at once and tracking and managing many complex
operations at the same time.

But the beings were very limited as to both experience and philosophy. Their thinking
was almost of the idiot savant style with tremendous mechanical capabilities but little
interest in the meaning of things. The use of symbols and abstractions is something
that evolved gradually and it only started to appear bit by bit in this early period.

The earliest communications were simply an exchange of knowingness. You would
know that someone else wanted you to come over and look at something they had
created. You'd go over and look at it and then decide that they knew that you liked it
(or didn't like it). Then they would decide that you knew that they were happy (or
unhappy) with the judgment and so you would know that as well. This was soon
followed by exchanging simple pictures. But exchanging pictures of abstract symbols
as a means of communications only evolved on the eve of the reality wars as the
universe building work was approaching completion.

It is in the area of communications that the first aberrations developed. This was due to
the influence of the jewel of knowledge which hinted continually that completely free
communication was not really such a good idea. This hidden purpose behind this was
both to keep the new beings from trying to communicate with things outside of the
womb and also to lay the stage for the conflicts and entrapment that was necessary to
their development, for people do not fight nor do they get trapped if they are in full
communication.

Unlike other aberrations, these early communication aberrations were by choice and
they are slightly different for each of us, although the mechanics are the same,
because each of us made our own decisions about who and what we didn't feel like
communicating with. And here is the road out. Since communication barriers are, at
basic, created by choice, they can be pushed through by the simple decision to
communicate again without having to unravel the entire maze that we have built on top
of them.

In modern times, we see long chains of problems and upsets layered upon each other.
And we see harmful acts and guilt and retribution. And these all seem to lie on top of a
core of incidents of loss and pain.

But the early beings could not be hurt and at first could not even suffer loss because
they could create anything again. And the earliest problems, etc. could obviously not
be dependent upon yet earlier ones.
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The early aberrations all stem from the communication blocks created willfully based on
the advise of the jewel of knowledge. Early problems all stemmed from an
unwillingness to communicate or from leaving communications incomplete. Early
harmful acts and upsets came about because of the misunderstandings engendered by
messed up communications. And then these things began to feed on themselves. This
happened during the early universe building period, and during the reality wars, and
continues to this day.

And since these are the most basic aberrations, it is possible to address them even on
someone walking in off of the street without long preparation, and you can undo their
everyday problems as is clearly illustrated by lower level Scientology processing.

But taking apart the original problems that occurred during the basic universe building
era has its own difficulty. It is not that these early incidents are painful or hard to face,
most of them would be a joke to us now after all that we have been through. The real
difficulty is that this early period is almost incomprehensible. You might, for example,
have someone who is being a near infinite series of golden pyramids spread out among
20 different universes of varying numbers of dimensions deciding, let us say, to trick a
being who is an infinite progression of green and orange carrots into thinking that a
right handed space (whatever that is) is really left handed.

And that is the basic anatomy of the earliest aberrations, which came about through the
predisposition to not communicate. And then we have the reality wars, with everyone
working day and night to try and figure out how to further confuse and aberrate and
control each other.

This could not be done by implanting commands through energy waves or hypnosis or
whatever because the beings could not at this time be affected by force or energy. So
these early efforts concentrated heavily on showing you very aesthetic little stories that
would trick you into weakening yourself. They might, for example, show you how
glorious it would be to fight against overwhelming odds and loose. Or they might show
you the nobility of self sacrifice. And then they might encourage you to go ahead and
experience these things in some sort of a mocked up universe, And often, you would,
because you were hungry for interesting experiences and had not the slight concept
that anything could ever really harm you. And all the while, they'd be encouraging you
to turn off your own abilities and reduce your horsepower.

None of these things worked very well at first. But eventually, what with continually
changing sides, we all eventually fell into traps that we had ourselves designed while
playing on the other team. And if enough time had passed for us to have forgotten that
we had built a trap, then it might be quite effective against us. And we were just too
stupid to fix the traps that we built so that they wouldn't trap their creators.
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You wouldn't be bothered by these traps now. They didn't have much more punch than
our current TV commercials. Its just hard to conceive of this stuff because the weight of
the high powered conditioning used in later universes interferes with our ability to think.

9. The Mis-Aligned Spaces

After the reality wars, we basically settled down to mocking up 3 dimensional universes.

Up to and including this period, there is no single agreed upon universe. Instead,
people would mockup universes pretty much at will. Both before and during the reality
wars, these universes had varying numbers of dimensions. After the conclusion of the
wars, it was 3 dimensional universes all the way, but it was still an infinite variety and
complexity with everyone going their own way.

Before the reality wars, people were simply individualistic in what they wanted to mock
up. Butin the aftermath of the wars, they became quite contrary and disagreeable.
They had had one thing jammed down their throat and had been forced into agreement
on the point of using 3 dimensions. So now they were going to be as individualistic as
possible in all other respects.

This era could be called the mis-aligned spaces because everyone was trying to keep
everything as far out of alignment as possible. Or it could be called the mis-aligned
agreements or the era of disagreement or whatever.

Putting it in an oversimplified manner, if someone invented fire engines to put out fires,
then somebody else would immediately invent fire engines to collect the trash and a
third person would invent traveling super fires that searched for fire engines and burnt
them up. But it was worse than that. There were the rudimentary forms of language in
the sense of meanings being assigned to symbols, and out of contrariness, different or
opposite meanings were often assigned to the same symbol so that soon there were
language difficulties and great misunderstandings despite the fact that communication
was still basically telepathic in nature.

This carried on for a long time, and people fell further and further out of communication
with each other. This of course encouraged even more problems, harmful acts, etc.
and led to games of entrapment.

The beings were also gradually condensing down and becoming located throughout the
entire early period of the track. At the time of the jewel of knowledge, the being was
close to omniscient and not really located anywhere in particular except that his
attention could be occupied by something as elaborate as the jewel. But the jewel
convinced him that he should put some sort of mass or anchor point into the places
where he was operating. This was based on the false idea that space was owned and
belonged to individuals and so they needed to stake their claim with some sort of mass.
Eventually he begins to believe that he is located where his masses are, but he still
continues to put out near infinite collections of objects to act as his body so to speak.
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But his ability to occupy many viewpoints deteriorates and eventually he condenses
down to occupying a single location. This deterioration is occurring during the era of
the mis-aligned spaces but he doesn't really end up located as a single individual until
the agreements universe discussed below.

Again this is an extraordinarily long time period but is not really measurable in human
terms. All of these early eras are multi-verses (collections of universes) rather than a
single agreed upon universe and time measurements are relative to a universe and
tend to be meaningless in situations such as this where time flows at different rates in
different universes. Your experience of the time is sequential and you can probably lay
out some sort of measuring system for yourself, but different people will have
experienced different amounts of time due to being in different places which had
different time rates.

Nothing, not even the time rate, was agreed upon consistently in this era. It made it
difficult to play games and to communicate. Eventually, everyone came to agree on one
thing, which was that some basis for common agreement and consistent operation was
necessary. And under the surface, there was still the idea that we should build
something together that would be of comparable magnitude to the jewel of knowledge.

Our solution was to build the agreements universe.

10.The Agreements Universe

This is the first of the gigantic agreed upon universes where everybody lived. It was
not organized in any fashion except for having an agreed upon set of definitions. It was
just a big infinite space into which anyone could project mockups of their choosing.

It was basically a 3 dimensional space and would, of course, contain 3 dimensional
mockups, but it was also possible to project additional 3 dimensional spaces sideways
of it or to redefine the same location as a number of different 3 dimensional mockups in
parallel. For example, let us say that Bill creates a room with a green chair. Steve
comes in and agrees with it but then Joe shows up and decides that the chair is blue.
Steve and Bill resist this and so the space divides into two parallels separated slightly
in a 4th dimension with one space having the green chair and the other one having the
blue chair. When a fourth person enters the room, he feels that he can go two ways,
either to the room with Bill and Steve and the green chair, or to the room where Joe is
sitting in the blue chair.

The basic flaw was in the definitions used. These were definitions of basic things such
as good and bad, happy and sad, big and small, etc. The definitions were done as
dichotomies - i.e. pairs of opposites. The problem was that, whether due to
inexperience or due to more troublesome hints from the jewel, the pairs of definitions
did not really line up with each other. For example, there was a definition for good (in
the sense of nice) and bad, and there was a different definition for good (in the sense
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of holy) and evil and the two versions of good did not line up with each other so that it
was possible to be good in the holy sense while being quite nasty at the same time.
This made for more mis-communication and entrapment.

We designed these definitions ourselves, but we did it in teams. In defining the
agreements universe, each team designed one pair of definitions without knowing what
the other definitions were going to be. This was considered to be fair since everyone
had an equal hand in making this mess. The definition was stated in terms of a simple
picture sequence. For example, good/bad was defined by a series of pictures about
the good bear and the bad bear. The good bear does this and the bad bear does that.
It shows about two dozen pairs of examples of good and bad. lIts all very silly and
childlike. The charge on these definitions is small but deep and is primarily due to the
heavy pressure of enforced agreement and the endless confusions and upsets that
occurred during our existence in the agreements universe. The charge on these
definitions and their association with childlike mockups is probably why people
sometimes have a great distaste for childlike things.

We built these definitions in the mis-aligned spaces and then collected them together.
By extreme hard work, we build the definition sequences into a 4 dimensional
construction reminiscent of the jewel of knowledge. It was basically a 4 dimensional
inverted pyramid golden in color. The inverted pyramid in this case symbolized the
narrowing down of many realities into one. Each 3 dimensional pyramid in the 4
dimensional super-pyramid contained one of the many pairs of definitions. Even with
true 4 dimensional abilities blocked, it was possible to build a 4 dimensional
construction by painstakingly layering together a large series of 3 dimensional
constructions. We all promised to agree to and follow these definitions and we all
made strong postulates that everyone would be bound by the definitions. This was all
done before any of us had seen all of the definitions. Then we all gathered around it
and dived into it as a group.

You can spot rushing to get into agreement and going through a golden inverted
triangle. There will be a sense of thousands of other beings rushing along with you
similar to the sensation of the sperm dream found by early Dianetics. After you pass
through the triangle, you get hit with the definitions one after the other beginning with
the good and bad bear. When we come out, we are all in a single empty infinite space.
The space is light (faintly golden) rather than dark. And then we start creating things.

Death still did not exist, although we were getting pretty good at forgetting things or
dropping everything and deciding to go off to the other end of the universe and start
over. We were still not interiorized into our creations. But there was a tendency to use
the interesting body types created for the agreements definitions as our manifestations
rather than using the simple pyramids or spheres that we had used up to this time. But
these were not really bodies as we know them now because we flicked them in or out of
existence as necessary and were certainly not very bothered if one of them got zapped
since we'd just mock up another one.
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This time period was long and interesting, but the conflicts gradually got worse and
eventually we wound up spending most of our time tricking each other or messing up
each other's stuff. Eventually it got so that you couldn't build a complicated aesthetic
creation without some practical joker making some weird thing pop up in the middle of
it. People got frustrated and began to search for a solution.

The answer was to set up a new universe (since the agreements universe was so
messed up) in which each person would have their own separate sub-universe. |.E..
each being would get their own home universe which everyone else was supposed to
leave alone.

11.Home Universe

This occurs at the mid-point of our existence and in some respects it was the peak of
our efforts. By this point, we had gained enough experience to develop very complex
and sophisticated mockups, and we had not yet decayed too far. It continues for a long
period of wonderful creation and the final collapse of home universe was probably the
first big loss that we experienced.

This was actually a collection of individual universes linked together in a higher level
space. This higher space was a sort of matrix of gateways leading down into the
individual home universes. Early on, it seems like a sort of nebulous corridor with
mirrors or thought pools along the walls which lead into the individual universes.
However, as time passed, it gradually expanded until it had much the appearance of
the night sky full of stars. Except that the "stars" were the gateways into the individual
universes and if you went up close to them, these stars might look like big golden balls
or even symbols such as a flower or an object hanging in the sky.

It is a mistake to think of this as a single universe with little balls in which each thetan
dwelled (there's a later implant which presents it that way). You would enter one of
these spheres and find an entire infinite universe. It would be as diverse and complex
as the creating thetan (or thetans in the case of agreed upon universes) had chosen to
mock up. It would not necessarily share physical universe laws or anything else
(except the primary entry point) with the other universes in the matrix. It could also
contain further subordinate universes below it.

Besides the individual universes, there were agreed upon universes used for games or
meeting places. These were quite numerous and varied. There were also "story"
universes, much like movies. These story universes contained sequences of 3
dimensional pictures arranged in a fixed time track that told a story and anyone could
go into one of these and enjoy the drama. There was actually quite a bit of aesthetic
competition involved, much like the academy awards. But unlike our Hollywood
productions, these were built as universes and seemed just as real as our life here on
Earth.
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The development of the "stars" mockup at the top level is probably due to the problem
of managing an ever growing number of entry points. Just lining the entry points up
along the sides of a tunnel is too inefficient. So we expanded the top level outward and
started arranging the entry points in a 3 dimensional space. Without a wall to place
them against, an oval thought pool is better mocked up as a sphere. And so we have a
sea of "stars" at the top level.

Within the individual universes, it became common practice to bring this top level
display of "stars" into view in the surrounding sky.

12.The Penalty Universes of the Home Universe Era

The home universe matrix had been built to keep people from messing up each other's
creations. As such, it was a bit like sending the children to their rooms because they
are fighting. But this only works if you can keep them out of each other's home
universes, and without any means of enforcement, it was not long before pranksters
were sneaking into each others spaces and making trouble again.

And so we came up with the idea of punishing people for breaking the rules. Everyone
agreed that this was a good idea and intended it purely for use on the bad guys.
Nobody expected that it would be used on them. It was the typical stupidity that has
carried us ever deeper into this trap.

But we were still immune to force and there was little that one individual could do to
another. However, by working as a group, it was possible for us to build a complex
series of sub-universes that would at least make somebody feel uncomfortable and
unhappy for a little while. And so we created the penalty universes.

These penalty universes laid in the idea of descending down through a scale of
emotions beginning with a high exhilaration and working down through anger, fear, etc.
The scale is the emotional tone scale observed by L. Ron Hubbard in the early days of
Dianetics and extensively researched and documented by him in 1951. And everybody
is going up and down that scale to this day, but it is arbitrary and has no other reason
for existence save that we picked this pattern (almost at random) to use in building
these penalty universes.

A thorough discussion of the penalty universes needs it own book. For now, let us just
say that they were full of all sorts of interesting symbols and body types which caught
your interest combined with all sorts of new degrading ideas such as sex and eating
which were presented to the person as interesting goals to pursue. Since these were
actual universes that you went through, the experience was real, and yet it was all
carefully orchestrated and twisted to give you experiences which would convince you of
all sorts of ridiculous and aberrative ideas (such as needing to eat) which later became
part of our everyday lives.
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At first, these penalty universes hardly bothered us at all. And they were not very
effective at reducing the amount of mischief being done. But we kept tossing each
other into them for an extraordinarily long time and eventually we became quite
compulsive about dramatizing the arbitrary and degraded ideas that they presented.

13.The Fall of Home Universe

Throughout the home universe era, we built game playing universes in which people
could complete with each other. But there was always a desire for rougher, tougher
games. And there was always the sticky problem of keeping people from sneakily
overriding the rules and cheating. Since beating others at the various games had
considerable status attached to it, this became an area of considerable interest and
importance.

And so eventually we tried to build a powerful and constraining game. And to achieve
this, we build the Games universe and for a playing field, we built the original Earth.
And it is not a matter of chance that we are living on a copy of that world. Itis a
commonly used planetary design because of its history. And because it was involved
in the fall of home universe, it is known to be a disturbing and restimulative place. So
any time a prison or dumping ground for undesirables is needed in this galaxy, they go
looking around for a copy of the original Earth. There are probably thousands of them
among the millions of planets circling the stars of the Milky Way and any decent sized
space empire would have at least one somewhere within its borders.

But the original Earth itself was a nice and interesting mockup. After all, it was built as
the ultimate game rather than as a prison or a nasty place.

We played this game endlessly. It was a subtle and complex version of the child's
game where the rock can break the scissors and the scissors can cut the paper but the
paper can cover the rock. Except that it was played with a huge variety of "identities"
and endless complex interrelations between them. These identities were things like the
"Ruler" and the "Scientist" and the "Artist" etc. But identity is not a good term for this
since many different individuals would put on these packages of characteristics. So we
will use the Scientology term "Valence" (a package of personality characteristics) to
describe these.

And this "Valence Game" was quite subtle despite the simplicity of the rules. Each of
the valences had a strict series of privileges, duties, and constraints in relationship to
each of the other valences. But a character playing one valence might pretend to be
another. For example, an assassin might pretend to be a concubine and assassinate
the ruler.

It was quite popular and eventually championship games even had crowds of
spectators and commentators peering down from the top level of the home universe
matrix.
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The real liability of this game was the use of high powered conditioning to implant the
form and constraints of the identities or "valences" that were used to play the game on
the original earth. This was intended to make the game more interesting and prevent
cheating. But it lead to the building up of "mass" on these valences and eventually it
lead to our downfall.

Unlike other universes, the Games universe had a complex series of rigid laws
enforced by hitting the participants with "valence masses" on the original Earth on their
way into the game. And we set up a sort of transparent copy of the original earth in the
top level of the home universe matrix itself. As a result, we wound up with a complex
planetary mockup being used for a transfer point rather than a simple golden sphere.

There was a great deal of status and havingness attached to placing mockups at the
top level of home universe. To persist there, they had to be mutually agreed upon. It
seems as if one of the prizes for winning in the games universe was to put something
up at the top level. Various objects and body mockups etc. wound up there as a result.
Eventually we even built some flat-Earth mockups at the top level to give us a place to
keep all of this stuff. Just guessing now, there might have even been "embodiment
clubs" meeting in these places. If you hadn't won the right to place a mockup at the top
level, you could only hang around there in an embarrassing disembodied state. Of
course you could just mock something up at the top level illegally, but that was liable to
get you tossed into a penalty universe.

We experienced aberration when entering the games universe but once there we could
leave easily and were only held by our interest in the game. All of us tried every
valence many, many times. There were different win and loss conditions for each
valance. Afterwards, we'd go back up to the home universe matrix and analyze the

play.

Eventually, people began putting manifestations of their favorite valences up in the top
level matrix. |.E.., they'd win as the singer or as the scientist or whatever and they'd put
an appropriate body type up at the top level as their prize. Some people might have
even started trying to collect the entire set of valance manifestations up at the top. One
thing that happened from this is that people would expect you to follow games universe
rules when dealing with a games universe valence manifestation. Often they got
compliance with this because we'd hit the rules so often, but somebody would always
disagree and there were fights and upsets. Another problem with this was that it
gradually created more and more commonalty of agreement between the top level
matrix and the games universe.

Another thing that happened was the introduction of penalty universe mockups onto the
original Earth. Many beings flinched a bit at these and so they could be used as
barriers. It seems like people were beginning to cheat and sidestep some of the
implanted conditioning on the way into the game and therefore something was needed
to keep them to the proper path.
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Also, some of the hardier souls asked for penalty universe mockups as game prizes
and placed these up on the flat worlds in the top level as well.

All of these factors caused an ever growing level of agreement and connection between
the penalty universes, the games universe, and the top level of the matrix. The Original
Earth and the flat worlds orbiting around it acted as the central point of concentration.

And then an idea began circulating around that too great a commonalty of agreed upon
objects or anchorpoints bridging two universes could cause those universes to collapse
together. There might have even been some popular story universes about this sort of
thing happening. And gradually people began to worry about the danger of having that
original earth tied in so tightly to the top of the home universe matrix. And some people
wanted to get rid of it, but others, real game playing fans, were deeply attached to it
and there was considerable fighting and tension. And the tension kept building.

I'm not certain exactly what triggered the collapse. It seems to be something to do with
the penalty universes. Possibly they simply put one too many penalty universe
mockups on the original Earth when the tension was at its peak. Or maybe they
actually tried to connect or merge the penalty universes with the original Earth either to
beef up the penalty universes or to enforce the rules of the game on earth more strictly.
Or maybe some group decided to "cure" the more anti-social beings by dragging them
into agreement. Regardless of the exact cause, what happened is that the entire
matrix began to collapse together.

Possibly you had the top level display on when the stars began to fall. Or maybe you
felt something strange and invoked the top level display. The stars collapse into the
Original Earth. All the universes collide there. The mass builds and the whole planet
explodes. This is probably basic on the big bang the astronomers get excited about.

Each of our universes fell into the Earth mass and flew outward in the explosion. But
you at least held part of your universe stably around you during this. It was really just
the outlying mockups and envelope that shattered. Even so, you saw your universe (or
universes) scattered throughout the cosmos. There is tremendous loss and grief on
this.

When the piece you held together settled down, you probably moved from grief up to
anger. You'd already picked up the tone scale dramatization from the penalty
universes and this was enough impact to bring about solid downtone emotions.

Somewhere in this incident, space seems to be filled with lightning and energy. Your
mockups begin decaying, getting corroded and crumbling to dust. This is mainly due to
the influence of the penalty universes. Your universe is no longer separate and
therefore is affected by an agreed upon set of laws. But the only commonly agreed
upon laws were those of the penalty universes and the games universe which had
become part of the universe you were in. So these agreements take precedence. And
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the biggest common agreement between all the penalty universes is the downward
slide into decay.

You then tried to restore your mockups but you failed because others invalidate them
and downscale agreements were spreading around and affecting you. So you started
using the games valences against others. You worked to destroy their mockups and
impose your own.

Eventually this settles down into a big game to make your mockups persist and others
fail. In other words, have for self and can't have for others.

14.The Games Universe

To all intents and purposes, the whole big ruined mess left after the fall of home
universe is the games universe vastly expanded with the residue of all of the prior
creations. And with the game twisted beyond belief by the introduction of the penalty
universe materials and agreements. This is what we referred to as the games universe
later on the track. It is the first of the big compulsively agreed- upon universes where
we were no longer in full control of the creation of reality.

In spite of all this, you were still a god; But a badly aberrated one. You were still
immune to force and knew it, but your mockups could be hurt and you were now subject
to counter-emotion to some degree because you could really loose something. In the
home universe era, this wasn't true. You could always mock something up again and
your home universe knew no law but your own.

The body types, styles of mockups, etc. were quite varied in this period. The penalty
universes used 64 different body types of which only one was truly human. Older
styles such as people manifesting as clouds or whatever were also in use. There was
no pattern or organization to the universe similar to the way our galaxy is structured. It
was just a hodge-podge of planets, flat-earths, pictures hanging in the sky, or whatever
and it all just sort of drifted around. Individuals claimed areas and marked them off by
filling the areas with faint light of various colors so that space itself appeared to be a
sort of patchwork quilt. The old proponents of the one dimensional creation system
also often filled their space with music of some sort or another. These were not sound
vibrations but simply a musical telepathic wave that permeated their areas.

The games leaned towards the intellectual side since we were not yet very concerned
with force and motion. These included things that could be thought of as godlike
equivalents of chess and cards and various strategy games. They also included the
old valence game and various other games of one-upmanship where the opponents
tried to psych each other out in various ways. Elaborate mockups were often built as
prizes, or sometimes a period of service was wagered. There is not as much motion as
you might expect because much of the motion was still non-linear (objects in motion
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might jump the way a knight only touches certain squares in chess without passing
through the intermediate points).

The Games Universe goes on for a very long time. Some characters are so bad that
you want them out of the game but you have no way of doing this. Everyone thinks
this, but of course nobody agrees on who should be thrown out.

Finally a solution is proposed. A lower universe could be built and the undesirables
sentenced to it. But a mechanism was needed to fix the convicts up so that they
couldn't just pop back up and cause more trouble.

So the remnants of all of the penalty universes were strung together. Remembering the
hate and urge to destroy that occurred during the fall of home universe, this is used at
the end of each positive goal to attach a negative goal to it. |.E.. the positive (but
degrading) penalty universe goals such as the goal to eat were paired with their
opposites such as the goal to starve. The negative goal swings the victim around to
the next positive goal and makes him go round and round through these penalty goals.
This is called the treadmill. With the attachment of the negative goals it became a self
perpetuating cycle that is supposed to set the bad guys up to do each other in forever.
This is a very popular idea. It is probably the first time after the collapse of home
universe that everybody agreed on something.

Needless to say, everyone builds this thing intending it for use on the bad guys rather
than themselves, and of course everyone eventually gets tossed in. The treadmill
leads the person down into what we came to call the Motion or Motions Universe.

15.The Motion Universe

In the Motions Universe, we have the beginning of real sensation as we know it now.
These things were suggested in the penalty universes, but they didn't really have a kick
until this period. It was probably due, initially, to the spinning sensation that you get
from the treadmill (which is very slight the first time you go through it). It was not
particularly unpleasant at first and it seemed very interesting, so the games in the
Motions Universe tended more towards experiencing sensations and having lots of
complex motions.

It was a bit like being in a gigantic three dimensional video arcade. Of course we are
talking about a near infinite universe which lasted a long time, so of course you could
find just about anything somewhere in it. But the predominant factor was big games of
motion and sensation.

There was also more group activity than existed before. The individual was weaker
and so he did better playing as part of a team, and group effort was generally needed
to build the more elaborate mockups and game playing areas.
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And as people became more attached to sensation, it became possible to control and
confuse them by hitting them with waves of sensations. And so we have the individual
much more at effect than he was previously.

This was the first large universe that was built specifically as a prison to eliminate
undesirables. This was the beginning of a pattern that we have followed for the entire
series of universes. Since there is no way to kill an immortal spirit, the best way to get
rid of him is to exile him to some sort of lower universe built as a prison. Everybody
works on building these things and then the game becomes one of tossing people into
it and, if you have been tossed in, it becomes a game of escaping.

Usually the implanted conditioning used to force one into the prison universe and keep
him there is not very effective at first. One of the key ingredients is making the person
forget that there is a higher universe to escape to. Another is to make him forget that
he is in prison and distract him with all sorts of interesting things within the prison
universe itself. But the individual is pretty tough and shrugs this stuff off after awhile
and pops back up to the higher universe.

But as he keeps escaping and getting thrown back in and throwing others in, the
conditioning gradual begins to have a stronger effect on him. Also, as the centuries
pass, gradually more and more people are in the prison universe at any given time and
the game there evolves and becomes more complex and interesting.

And so we have the individual being tossed into the motions universe and playing there
for awhile and developing some interest in motion and sensation. And then he
remembers that he is in jail and goes back up to the games universe and reestablishes
himself there. And then maybe he tosses some other people into the motions universe,
either to punish them (because he has reformed and is now an upstanding citizen) or
for vengeance (because they threw him in) or just as a joke. Sooner or later, he gets
tossed in again himself and gets a bit more attached to motion and sensation and this
time when he gets out, he feels something is lacking in the games universe. So he is
more willing to go back to jail again and eventually might stay in the Motions Universe
by choice.

There are always a few people who remain at the top, and who stay in power and
remain out of jail. These are the winners of the game in the higher universe, so to
speak. Gradually the Games Universe empties out and all but these last few wind up
down in the Motions Universe. But without enough people, the Games Universe
becomes uninteresting. Furthermore, it is difficult to keep a large and elaborate
universe properly created and cleaned up without a lot of people. So the Games
Universe begins to shrink and decay.

The last group sitting up in the Games Universe then sees that they have no choice but
to descend down into the Motions Universe along with everybody else. But they have
been avoiding going through the treadmill and getting hit with the various conditions
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used on the prisoners and they have knowledge of higher realities beyond what the
convicts sitting down below are aware of. So they chose to invade in style. This again
is a commonly repeated patter. The last crew in the higher universe comes down into
the prison bypassing the implanted conditioning and using the technology of a higher
universe to conquer and gain power and establish themselves as rulers or gods over
the inhabitants of the lower universe.

In this case, where the Motions Universe is invaded by the "gods" coming down from
the Games Universe, the primary invader trick was a "False Jewel of Knowledge" which
conditioned the inhabitants to be good and willing slaves by teaching them that they
had been created to serve the gods. These false jewels were constructed based on an
inmate knowledge of the treadmill (since the people in the Games Universe had the
plans for it and the people in the Motions Universe had been kicked around by it and
then made to forget) and the far better recollection of the original Jewel of Knowledge
that was available in the Games Universe. A trip through a false jewel was promoted
as a wonderful holy experience. The entire invasion was fought as a holy war and
prisoners of war were given the "enlightenment" of the jewel to make them into fanatics
who would join the cause. These false jewels were also given out as prizes in
competitions and pushed down peoples throats in every other manner that could be
imagined.

And the "gods" grabbed power, but they never did manage to thoroughly control the
population. Everyone was still too free and powerful and tended to shrug off even the
most powerful conditioning fairly quickly and go into revolt.

In the end, these "gods" were defeated and their kingdoms crumbled. But what was to
be done with these horrible people and their most enthusiastic henchmen? The entire
Motions Universe had been devastated with endless waves of fighting back and forth
and the population was half crazy with strange religious ideas and rebellious counter
reactions. True organized warfare had come into existence for the first time and the
crime of its creation was deemed to be unpardonable.

Instead of simply settling down to rebuild, the population of the Motions Universe made
the fatal choice which has led us ever downward. Instead of simply treating the losers
roughly for awhile or even forgiving them, it was decided that the only thing to do was
to build yet a lower prison universe to hold these evil characters. And so the Symbols
Universe was built and they were tossed into it.

And in the fullness of time, it came to pass that others were exiled to the Symbols
Universe as well. And so the cycle repeats itself as we take turns being good guys and
bad guys and throwing each other lower and lower down.

Super Scio © Page: 69 The Pilot



16.The Symbols Universe

The symbols universe was set up as a prison universe probably around 60 or 64
quadrillion years ago.

The transfer implant used to send people down to the Symbols Universe has them set
up hidden pieces of themselves which give them all sorts of compulsions etc. This is
mental machinery which the person builds and then hides from himself. This was
based on penalty universe symbols etc. and gives him urges such as needing to eat
and to feel sensation based on the degraded goals established by the penalty
universes. For the first time, the individual has a sort of "subconscious" and does
things (mainly to himself) that he is not aware of doing.

Since each convict had hidden pieces of himself, various mockups based on the
penalty universes would stir up feelings of hidden things in motion etc. This expanded
into a general concept of symbols where seeing any mockup might imply other things
that are not immediately visible. And so we have a situation where symbols were given
great significance and there was a continual struggle to communicate as a result.

This actually acts as a sort of reactive mind based on symbols. The person meets, lets
say, a tiger and gets a stimulus response reaction even without the presence of mental
image pictures. He gets the reaction because there is a piece of him sitting in a
compulsion pool being the tiger of the penalty universe "To Eat". At this time, the
individual did not have an Engram bank or a time track. He could not be affected by
force (although his mockups could be affected) and knew it. But you could show him
some object out of a penalty universe and make his hair stand on end.

As a result, the subsequent games, implants, etc. used here were primarily based on
symbols. A common method of fighting was for opponents to send waves of symbols at
each other (especially symbols of penalty universe terminals). At first these only had
mild impacts. But everyone kept postulating so hard about wanting to create heavy
effects on their opponents that they agreed too heavily with the power of symbols. So
these symbols developed a real kick. This in turn let people commit stronger overts
and become motivator hungry which made them even more affected by the impact of a
symbol.

The individual was mostly worried about the effect of a symbol being pushed into his
viewpoint since it could trigger compulsions. So he tended to put out substitute
mockups in place of himself (he was not as concerned about these mockups being
affected). Here you have the individual flinching from direct telepathic contact and
using communication vias to protect himself.

The MEST (matter/energy/space/time) of the symbols universe primarily consisted of
"Thought Planes". These are like photographs drifting in space. You could float over
to one of these and look at it and then sort of turn sideways and step into the picture.
The picture would then expand out in its own 3 dimensional space that was at an angle
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to the normal 3 dimensional space of the universe (2 co-ordinates were shared and the
3rd co-ordinate would be in a different direction, hence you get a 2 dimensional plane
at the point of intersection).

Over the course of time, more and more beings were exiled to the symbols universe.
Eventually entire populations were mass captured and dumped.

By around 46 Quadrillion years ago, the motion universe was getting empty and wilting
away. The remaining "winners" wanted to establish themselves in the symbols
universe while retaining high status. So they invaded. There might have been many
invasions and the range of dates might be as much as from 48 quadrillion down to 42
quadrillion years ago.

The invaders came in with implants. They designed the implants based on their
"higher" knowledge of earlier track and the anatomy of the sentencing implant
mentioned above. The symbol universe people were not much affected by force (it only
hurt mockups) but were very subject to counter thought and gradually came to be
affected by counter emotion as well (symbol masses could pack a considerable
emotional punch as well as a heavy confusion of thought).

A common invader implant was the Pyramid Trap. This is a big pyramid in empty space
with an open doorway leading to something interesting in the center. The unwary being
goes in (later is drawn in by beams or tricked in) and the door closes. The pyramid has
128 layers of walls, one for each penalty universe and each inversion. Each wall is
covered with the symbols of that penalty universe. The innermost is create, next is
destroy, etc. all the way out to Endure and its inversion. The victim can push through a
few of these, but then he hits one that he can't confront and falls back to the center. In
some variations, there is only a single wall for each dynamic covered with all of the
symbols for every goal associated with the dynamic. This required fewer walls and
therefore was easier to manufacture.

Once captured, the victim is left inside for a very long time to soften him up.
Occasionally the walls would state that another trillion years had gone by to make him
feel that it was even longer. Eventually he gets worried about missing out on things and
becomes aberrated about time. He starts getting desperate to get it over with and will
put up with being implanted if only they will let him out.

So he gets trapped in the pyramid, sits there for a few thousand years while getting
implant items that tell him that many trillions of years have gone by and then the
invaders come and pull him out. Then he gets hung on a wall and simultaneously hit
from both sides by a stream of symbols. The first stream is Create/Destroy using the
terminals from the penalty universe and its inversion. These symbols alternate in each
wave and opposing symbols collide in the center of the victim forming a ridge. The
symbols have the "price" thought in them (things like, the price of enlightenment is to
suffer, etc.). This is done 64 times, once for each penalty universe. After that he is
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allowed to compete in a game. The winner is always an invader. The being is then
given to the invader as a prize.

There were also other sorts of traps based on symbols. Usually these are either the
terminal of a penalty universe or a symbol of one of the valence masses (from the fall of
home universe). The guy would be floating along and then he'd come to a big mockup
of The Tiger or something like that floating in space and he'd feel drawn to it and slide
in. Then a cage would appear around the tiger and he'd be stuck. The bars of the
cage would be covered with symbols so that he couldn't pass through them. Then
they'd come and haul him out and handle him as above.

Eventually there was a revolution and the invaders were thrown in their own traps.
Also, more elaborate traps (big colorful energy structures etc.) were built, usually with
pyramids hidden in the center or other sophisticated variations.

Finally a complex civilization of thought planes and symbol masses developed and
went through the usual decline.

This seems to be the first time period when there was a real government. People were
just aberrated enough to need a formal organization to undertake large projects and
see to the welfare of civilization. So a controlling council was set up, originally
consisting of individuals who were most instrumental in combating the invaders. Once
established, the council saw to it that everyone continually perceived the need for such
an organization. They undertook the construction of large "Cities" consisting of
interconnected thought planes and other mockups. They established a police force to
protect these sophisticated mockups from the ravages of malicious individuals and
perpetuated the invader machine building implants and traps. Here are the early
upsets with governments and their police forces and bureaucracies.

The mockups of this civilization are a bit strange compared to our current experience.
Bodies and scenery as we know it only existed in the thought planes. You might be
drifting around disembodies and then feel the presence of another disembodied being
who would then flash a symbol identifying himself (maybe a body mockup or even
something like a Chinese pictogram). Let's say you were being asked to a council
meeting. The request might be a series of symbols flashed at you. Then you'd float
over to the Council's thought plane which would appear as a flat picture of the council
chamber. Then you'd turn sideways into the picture and appear in the chamber. You'd
need to "manifest in form" so you'd tap the definitions for a suitable mockup that was
not in use and materialize as that body. Note that this would not be a complex body
with internal organs etc. as we have them today. It would simply be the image of a
body which you would shift around by postulate. Then maybe you'd walk around and
talk with and argue with other councilors etc.

Of course if you had to appear in court the police would enforce the mockup you were
supposed to appear in.
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Note that this controlling council was in existence for most of the duration of the
symbols universe. This is an immense period of time and the lifespan of councilors
was very, very short. The council was constantly being overthrown and replaced. It
was a position allowing for great overts and the motivators tended to come in very fast.
There were also periods of round robin rotation of council positions or competitions for
the post etc. So I think that most people will probably find some point where they
served on this council. Usually it was a very aberrating experience where the being
played endless games of treachery and betrayal, especially against other council
members. Of course the universe was vast and there were occasional rival
governments, but generally they didn't last long or control large areas. The controlling
council was very jealous of its privileged position and stamped out competition as fast
as it could.

The only exception was that people were in good enough shape to wander off on their
own and just pick an empty place and start building their own thought planes. So the
bulk of the universe was really in a big state of anarchy with the controlling council
holding the organized area in the center. Sometimes they would try to take over some
of this anarchistic area, but they wouldn't have much success. But let a crowd of the
anarchists try to form up into an organized group and the council would move right in
and make them join up.

This was the first great machine building period. They would take individuals and
condition them so heavily that they became robots and would follow a canned set of
instructions without thinking about them. Even after the invaders were overthrown (and
made into machines), people were trapping each other and programming them up.
Nobody stayed as a machine throughout the entire span of this universe, but everyone
had it done to them at least a few times. One of the common uses for the machines was
to keep favorite through planes mocked up and dusted off. Whenever someone uses a
through plane, their postulates tend to alter-is it, so the "machine" would reset the
mockup back to its pure state when they were done.

A final invader wave came down from the motions universe against a civilization that
was armed (with sophisticated traps) and ready. To really fix these guys, the
Controlling Council (which tried to run things in this mostly anarchistic era) had a prison
universe constructed. Soon there were many more convicts being exiled and the cycle
was starting to repeat itself.

But this time, after a few quadrillion years the prisoners researched the implants,
erased them, and came out and took over. Of course they needed to build a new
prison universe for the former controlling council members and various other peoples
that displeased them.

This sort of thing was repeated a number of times. Each time, the sentencing implant
became more complex.
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To some degree, the prison universes became an interesting game, like Houdini doing
his famous escapees. If the beings didn't dig themselves out after a few quadrillion
years, generally someone would be sent down to start them on the road.

Because these prison universes were intended as temporary, the Symbols Universe
kept going at full strength for a long time.

On the whole, it was actually a very interesting universe. The thought planes often had
a tremendous aesthetic. The use of symbols and substitution made for very fine art
and in a thought plane, you live the art rather than simply looking at it. These thought
planes were actually very much like limited versions of the individual universes of the
home universe matrix. You'd enter them to see and experience things or meet with
people or play games or be told a story.

You could also have thought planes which contained subordinate though planes. A
high level though plane might be an art gallery where you could walk around and look
at the paintings. But the paintings would be lesser thought planes and you could step
into the ones you liked (similar to Disney's cartoon rendition of Mussorsky's Pictures at
an Exhibition). If you are one of the people with a horror of art galleries, just remember
that implant designers just love to take something nice and use it as the twisted hook
that sticks you to an implant. Eventually there was an art gallery implant used in the
symbols universe where you were forced to go around in a gallery and experience
horrible thought planes. But this is minor compared to some of the other things that
went on.

One mockup, usually used by the police, consisted of walls which could attract or repel
you. Their action is based on the symbols inscribed on the walls. The repulsive walls
had symbols you'd pull away from (as in the pyramid traps). The attractive walls would
have desirable symbols from the various penalty universes. Things like symbols of
wealth and power and sex. Sometimes the symbols on a wall would change from one
kind to the other or there'd be complex sandwiches of walls of various types. They'd try
to bang you around with various walls and get you into high motion. The being was
already slightly subject to motion sickness if he was made to jump around too much in
too little time. This comes from the earlier Motion Universe (which starts with the
Treadmill which lays in a spinning sensation).

The police also used Black Thought Planes. In this case, the picture is concealed and
you have no idea what you're being thrust into. So there's the flinch at black pictures.
Often they would bang you around with walls until you were dizzy and then push you
into a black plane where you'd get an implant.

One common implant used this way is The Sources Implant. This played on the fact
that the people were already upset about hidden sources of things because of the
compulsion pools. The implant pretends to tell you what the real source of various
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things is. Of course the items are intended to trick you. They are things like "The only
source of energy is Machinery".

Another thing present in the late era of the symbols universe is a sort of earlier similar
on Arslycus (discussed later) where endless slaves were made to serve in a city of
endless thought planes that was much too large and where the tasks were much too
boring. The city was known as "Alpha Prime" (really just an intention that means "The
First City"). The incident may include a body builder type sequence. You might be
assigned to clean up a thought plane and have to do that over and over endlessly.

This thing was probably one of the controlling council's big projects. It seems to end
with a collapse in a manner similar to Arslycus (these collapses are all based on similar
collapses which occur in the text of the penalty universes for the goals To Build and To
Orient).

The symbols universe also made heavy use of somatic pools. These were mostly used
to supply the sensations etc. that were experienced in the thought planes. Instead of
simply telling someone to feel and emotion, pain, or sensation, large numbers of people
were ordered to place a feeling of this kind into a sort of "pool". Then when the
sensation or whatever was needed, an individual could be "connected" to the pool to
get the feeling from it, which made for a much stronger experience than simply having
him imagine that he felt a certain way.

The universe went on (in an active manner) for an incredibly long time period. This is
probably because everyone was Clear in the sense of not having a Dianetic engram
bank. You might think this to be a strange statement in light of the fact that we were
loaded with problems, guilt, upsets, pains, sensations, emotions, and every other ill.
And we were subject to hidden influences and continually fighting against a
suppressive government, and occasionally being made into machines etc. Yet we just
kept getting up and dusting ourselves off and carrying on. Because all these aberrative
things did not have a cumulative and compound effect. The Dianetic A=A mechanism
was not present and therefore things would not go into chronic restimulation. You
could just go off somewhere for awhile and cool down. So things only slid downscale
very, very slowly.

Our entire sequence of universe since we left the symbols universe (i.e.., the thought
universe, the conflicts universe, the magic universe, and the current universe) have a
combined duration of only around 4.3 quadrillion years. This is nothing compared to
the duration of the symbols universe. So it seems like we've just gone down into one of
these interesting little prison universe sequences again. But this time, the implant was
much more sophisticated. And the subsequent war between the thought and conflicts
universes (the theta MEST wars) was very interesting. And it seems like the last of the
beings in the symbols universe got so interested in the wars that they came down as
"gods" to join in. So there might not be anyone left up there to dig us out. And | don't
think that any of the other prison sequences went deeper than two universes below the
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symbols universe. Now we're 4 universes deep and the next one is already in
operation below us (the Mud Universe). So | think we're playing for keeps.

The symbols universe contained much, much more than the things listed here. I've
really barely scratched the surface. Certainly there are numerous other implants and
aberrative factors. But also, there was a great deal of good and wonderful things. In
this write-up, we're concentrating on what was wrong. But there was tremendous
rightness as well. The universe was generally very exciting and enjoyable. At least
90% of your time in the symbols universe was better than anything you've ever
experienced here on Earth. You can spot some pleasure moments of sliding into some
incredible picture and having the most wonderful time. Or even the satisfaction of
creating a thought plane that others enjoyed and marveled at.

17.The Thought or Theta Universe

The final prison universe built below the Symbols Universe was called, by its
inhabitants, the Thought or Theta Universe (depending on how you want to translate it).
They considered themselves to be Thought People in contrast to the Body People of
the next lower prison universe (which they built). But they were not thought people in
the true sense. What they really were was energy beings. So maybe we should call
this the "Energy Universe".

The transfer incident down to this universe sends you down a sort of 4 dimensional
spiral staircase. It basically lays in the idea that you are an energy unit and can be
effected by energy and it gets you to build what Dianetics and Scientology refer to as
the reactive mind. From here on you can be effected by force and you tend to
accumulate incidents of pain and unconsciousness which further aberrate your
behavior. As you go down the staircase, things seem to shrink strangely in the
distance while remaining near by. This is because you are curving off in a 4th
dimensional direction. With each step, the staircase disappears in blackness and you
get an implant item. Then it reappears and you're taking another step downward. The
implant includes the materials run on the clearing course.

The body here is a circle or globe of energy and it can be trapped and hurt by energy.
And unfortunately, we were stupid enough to think that we were these energy bodies
and therefore could be kicked around and conditioned by the use of force. This is the
era of the Thetan as an energy unit and it is pretty high and powerful compared to
people living as bodies, but it is far lower than the Thetan living as a "god".

And here we have the endless aberrations of energy and the abuse and misuse of
force. But we also have what is still a very thought oriented society with a tremendous
level of creation and aesthetics.
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This universe starts around 4.5 Quadrillion years ago. The goal for this universe
seems to be to create effects on others especially through the use of emotion. There
was some sort of whole track word for this which | will translate as "To Emotionate".

People could kick into each other so heavily that the next lower prison universe was
built fairly quickly, maybe around 2.8 Quadrillion years ago. At this point, beings were
still coming down from the symbols universe.

Throughout our history, we had been projecting mockups of bodies but had never been
really restricted by them. But now we actually believed ourselves to be energy bodies
and the next logical step was to condition the convicts being sent down to the next
universe into thinking that they were physical bodies made of matter.

And so we built what we then thought of as the "MEST" or "Physical" Universe as a
prison where everybody would be in a body and subject to physical laws. But since it
was not the current universe, and since we also think of this one as a MEST or Physical
universe, it will avoid confusion if | give this some other name. Based on the
subsequent events, | will refer to it as the "Conflicts Universe".

And the implant which took us down from the Thought Universe to the Conflicts
Universe laid in a terrible compulsion for using bodies, but it was otherwise defective
and the prisoners broke out and counter invaded the thought universe from the conflicts
universe resulting in the Theta-MEST Wars.

18.The Theta - MEST Wars

In the conflicts universe, the body type is a body as we know it, although there were no
internal guts or biochemical processes. Externally it might look human (or whatever)
whereas internally it was more like a homogenous mass with a few gizmos (electrical
coils or whatever) inside of it. And imposed into it would be an energy pattern of
golden globes etc. used by the person (who thought of himself as an energy being) to
control the body.

Because of the defective nature of the implant, the prisoners escaped and counter
invaded the Thought universe. This is the Theta-MEST wars with body people invading
against the thought people. Most of the theta line incidents described in Hubbard's
History of Man are from this time period.

The war went on endlessly (only the big super long wars are worth mentioning in this
history since they are the only ones that had any significant effect on everybody) with
people switching sides occasionally so that everyone has the experience of being the
thought people fighting back against the invading body people and vise versa.

The only people who were not involved initially were those last few who were still up in
the Symbols Universe. But the war got very interesting and went on and on and
gradually these Symbols Universe people became avid spectators. Around 2.48

Super Scio © Page: 77 The Pilot



Quadrillion years ago, the final crew came down as Gods from the symbols universe
and joined the war. Everyone was tossed through the universe shifting implant many
times and eventually we all wound up in the Conflicts universe as body people.

Near the end of the wars, the crossing back and forth between the 2 universes became
very great and more and more transfer points and common anchor points were
established until the 2 universes sort of collapsed together. This formed a sort of
layered universe with a material plane and a thought plane (where you went between
lives). One was quite aware of living physical lives and being an energy being between
lives (in an energy body which kept re- incarnating in the physical).

19.The Conflicts (or MEST) Universe

After the collapse, there is a long time period of living in the resulting "MEST" universe.
The goal of this universe was to gain bodily experience and sensation. The
environment is mostly flat worlds in space (continents in the sky). The wars had been
so extreme that we feared to build a lower prison universe for fear of starting the whole
mess over again.

Again there is a long and interesting creative period building societies and civilizations.
But as always, there was an undue amount of conflict and people wouldn't leave each
other alone. Some people just wanted make slaves of their fellow man. Others were
trying to make everybody good. But in either case, the effort was to make people obey
and walk in straight lines and the counter effort was to have revolutions etc. And
anyone who tried to step aside from this and "cure" the insanity was stupid enough
(thanks to the misleading information in the jewel of knowledge) to try to do it by
implanting even more conditioning, which only made matters worse.

Since bodies were of tremendous importance, but the person carried on in an energy
form even after the body died, it was possible to push someone into a body, Kill it off,
and then pull him out, push him into another body, and then kill that one too. So the
predominant form of conditioning used here consisted of repetitive deaths and heavy
pains and sensations. Here the person can be mauled around by force and it is used
either to make slaves or to force people to be good depending on which team you were
playing on. Here you might suffer endless car crashes or be thrown out of the door of
an aircraft and go splat on the ground over and over again while they try to lay in
various stupid orders and conditioning.

Near the end, a group formed that was going to take care of everybody once and for all.
It would bring about peace by holding everybody under its sway and it would solve the
social problems by having a rigid social structure. This was the "Magic Kingdom of
Giliead" (approximate translation). It had the innocuous appearance of a castle beside
a lake on one of the continents drifting around in the sky. But they had salvaged some
of the higher dimensional technology from earlier universes and internally this castle
went on infinitely with the 3 dimensional corridors curving off slightly at 4 dimensional
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angles so that the castle was quite capable of housing the entire population of the
universe.

Giliead was set up as a "pyramid" society where new recruits came in as servants and
everyone else bumped up a level in the social hierarchy when enough people came in
to fill the lower strata. In other words, social status and privileges were based on how
early you joined the society and when it began to look like they were going to take over
all of civilization, there was a tremendous influx of recruits who were quite willing to
work temporarily as servants with the expectation that they would be overseers later as
the rest of the population joined. But of course this tapered off when the remaining
people saw that they would be forever stuck in the lower positions. And so the Knights
of Giliead (armed with energy weapons and riding flying horses) set out to conquer the
remaining peoples of the universe.

This pattern of a stratified pyramidal society trying to take over the universe and make
slaves out of the majority of people has been followed frequently. Our modern day
Hitlers are but the tiniest shadow of these super organized societies that live by
continual expansion and enslavement. But they inevitably collapse when their
expansion is blocked either by running out of new people or by a determined military
resistance. The three really big ones were Alpha Prime in the Symbols Universe,
Giliead as discussed here, and Arslycus in the current universe. All of them had
populations in the trillions and their collapse always has a bit of the feeling of the
collapse of home universe even though none of them were really nice places for
anyone who wasn't at the top of the heap.

Eventually, around 200 trillion years ago, we did build a lower prison universe. This
was probably done to provide a fitting place to dump the rulers of Giliead after its
collapse.

But we still had a great deal of worry about a prison breakout triggering something like
the Theta-MEST wars again. So this time, the prison was intentionally made a fairly
nice place so the prisoners would stay there. The transfer implant used a volcano on a
flat earth copy of the original earth. A path lined with statues of the penalty universe
terminals (the tiger, the bear, etc.) lead up to the peak where one was tossed in and
went on down to the prison universe.

People were weary of the constant conflicts, so around 181 trillion years ago, there
began a wave of mass suicides where everyone threw themselves into the volcano to
"die" as beings and be reborn in the next lower universe.

Eventually this next prison universe came to be known as the Magic Universe.
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20.The Magic Universe

Entry to the magic universe has an incident which shows you a wizard who floats out
over the water from an Arabian style ship while holding a glowing ball between his
hands.

The bodies again look like meat bodies but internally they have a structure based on
the Chakras described in Eastern Metaphysics. Many of the early medical dub-ins such
as the blood running in tides (instead of circulating) and "humors" etc. might also be
part of the physical anatomy of the magic universe bodies.

Many of the wrong ideas that people believe instinctively (whether superstition or
incorrect science) were actually true in the magic universe. People are just behind the
times so to speak.

Based on the inspiration of the eventual 2 layered structure of the thought + conflicts
universe, the magic universe was constructed with a physical layer plus a heavenly
layer and a demonic layer. Dead people went around in a visible spirit body which was
the older body mockup of the conflicts universe.

The goal of this universe was "To Enjoy" and it was primarily a hedonistic pleasure
seeking place. It was quite heavily oriented to sex etc. Fantasy stories and fairy tales
and most current metaphysical and witchcraft ideas are based on vague recollections
of the magic universe.

But, as always, you have some people trying to lord it over others and you have
another group trying their best to condition people to make them good.

Here the definition of the game called for many gods and goddesses, demons and
devils. And many came down willingly from the conflicts universe armed with higher
level knowledge to establish themselves in these positions.

And the games and wars and whathaveyou went on for the usual long period of time
until a need for yet a lower prison universe was agreed upon by all. And so the current
physical universe was built.

After being sentenced in court, the prisoner usually goes down a spiral path lined with
statues of the penalty universe terminals and ends up at a sort of Greek style pool at
the center where he is pushed under and finds himself shifted to this universe.

21.The Current Physical (or Space Opera) Universe

Our universe was built as a prison 86 trillion years ago. The sentencing process
includes passing through a sort of implant universe which tells him that this is the
universe of physical force and then lays in the goals that he is supposed to live by in
this universe (things such as being successful, popular, intelligent, strong, etc.) but
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putting them in with a twist so that he will forever get in trouble trying to do them. Of
course the implant is at the beginning of time (and says so) but it is only the beginning
of time for this stupid little universe and not for our eons long existence.

At first, people would escape and be in the magic universe for awhile and then get sent
here again (receiving the implant again). The magic universe remained in existence
(and is still there although it is very contracted and almost deserted).

In recent times, the remaining kings and wizards, seeing that most of the action and
people were down here, relocated themselves by forming up invader forces and trying
to take over this universe.

There are some parts of this universe where we have attempted to recreate magic
universe operation and which to some degree imitate the magic universe. One
difference is that space in this universe is dark whereas in the magic universe, the
space is light (radiant).

Most science fiction contains vague recollections of the history of this universe.

The goal of this universe is "To Survive". The normal emotional tone level (as
described by L. Ron Hubbard) is in the 0 to 4 band. There may be a many layered
structure of "astral" planes in addition to the physical level in places where someone
has taken the trouble to build these using higher dimensional technology carried down
from the higher universes.

Again there was a big society which tried to make slaves out of everybody. This was
Arslycus. It was a great city in space and was researched to some degree by L. Ron
Hubbard in 1952. If you will think about building in three dimensions instead of 2 (on
the surface of the Earth), it should be obvious that a space city occupying a spherical
volume equal to the size of the solar system would have more "land" area that all the
planets of the galaxy combined. And gradually they captured all of the populations of
the outlying spiral arms of this galaxy. Their main activity was implanting people to be
slaves.

An equally viscous group of religious fanatics, known as Helatrobus, was entrenched in
the center of the galaxy busily implanting people to be good. Gradually the Galactic
Empire (millions of planets in the center of the galaxy) came under their sway, began
using implants to solve social unrest, and ceased to be a nice place.

These two groups came to blows and fought a war that just about wrecked the galaxy a
few hundred million years ago. It pretty much resulted in their mutual destruction. You
might say that Arslycus won because they collapsed the center of the galaxy into a
black hole which formed the next lower prison universe (the mud universe) where the
remnants of Helatrobus now rule. But it was a Phyrric victory since Arslycus was also
shattered. This ended around 167 million years ago.
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Of course there have also been plenty of subsequent little empires that have claimed to
be the continuation of Hellotrobus (like having Constantinople and the Holy Roman
Empire around long after Rome fell to the barbarians).

Since then, there have only been petty little empires and the usual operations of
civilized man. And if you object to calling these later glorious empires "little", please
realize that an empire with a thousand planets would hardly be bigger than a dust mote
on a picture of our galaxy with its billions of stars.

The galaxy has, to some degree, remained in a dark age ever since, with petty
kingdoms fighting wars and busily implanting their citizens.

Eventually the invader waves started coming in from the magic universe to add a little
spice to the action. These invader forces would generally be formed up by a few kings
and wizards grabbing entire planetary populations and dragging them back up to the
magic universe briefly for advanced training and implanting followed by returning here
in a wave of conquest.

The body types in this universe are generally humanoid ( 2 arms, 2 legs, etc.) but not
necessarily human. This is in keeping with the penalty universe designs that we have
tended to fixate on more and more. The more exotic types of bodies sometimes
envisioned by the science fiction writers actually hearken to earlier universes where we
had a bit more free thought and our mockups were more diverse.

Things are not really as simple here as they seem. To make things this solid and
immune to thought, everything is setup on a very indirect basis. We carry all of our
earlier universe experience along as baggage and we hide a good bit of it from
ourselves and keep it out of sight.

The real structure of our bodies actually carries our entire "evolution" (or "devolution")
with it. The bodies consist of a physical body generated by an astral body (a hidden
immaterial version of the old magic universe style body) which is generated by a spirit
body (the old conflicts universe body) which is projected by an energy body (thought
universe) which is projected by a symbol body (symbols universe) which is in turn
projected by a mask (motion universe) which is projected by a basic object (games
universe) which is mocked up from one's operating space. |.E.., the people operate
through many layers of vias to keep themselves and their stuff from being hit. The
higher level forms are very carefully hidden and the being wouldn't even let himself
know for fear that someone will read his mind and zap them. The person dies in a
physical body and then stupidly runs around in an "astral" body where he can still be hit
(and is still carrying around tons of baggage) until he can hook up to a new physical
body.

If the person were smart, he would step outside of the whole mess and be like a god
again. Occasionally, some people do. Unfortunately, they then proceed to get into
even more conflicts and trouble and wind up right back in the soup again. They
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perpetuate their early aberrations instead of facing up to them. Even the gods fall prey
to the early stupid and self-destructive ideas such as jealousy and vengeance.
Everyone swallowed the jewel of knowledge hook, line, and sinker and believes it to
this day.

22.The Mud Universe

The next lower prison universe has already been built. The entry point is through a
black hole at the center of our galaxy. They are already tossing people into it, but its
just started so most people come back up and out pretty quick. Most people on Earth,
being of the troublesome type that gets sent to prison planets etc. have probably been
down there once or twice already.

It seems like Hellotrobus structured the mud universe as their last act in this galaxy.
The remnants of the old Helatroban hierarchy may be in power there now.

In the Mud Universe, space is very solid, feeling like molasses. The goal of this
universe is To Persist. Note that survival implies continuing to struggle to live whereas
persist implies simply hanging on as a rock or whatever. The normal tone band (i.e..
the thetan plus body range) is -8 up to 0. It is an unpleasant place.

23.Where Are We Now

We are not in the Mud Universe at this time (although many of you may have visited
there briefly). But we do seem to be in some sort of a local prison within the physical
(space opera) universe.

Although this planet may have had some good times, it is a copy of the original Earth
and therefore tends to be selected for whatever nefarious deeds are required by the
local space empires. Its recent use as a prison planet is probably the result of a war,
with the soldiers of a captured army being dumped here. It might also have its
compliment of political prisoners, revolutionaries, and real criminals. It has previously
been used for mass implanting on the same basis of being a copy of the original Earth.

The prison machinery has to be elaborate enough to keep the prisoners from simply
reincarnating back in normal society and starting to raise hell.

Advanced technology allows the manipulation of multiple three dimensional spaces in a
four dimensional framework. The entire solar system (out to about 1.3 light-years) is
handled in this way (there is a set of 12 stations, sort of like the zodiac, surrounding the
solar system at that distance).

The entire structure (this solar system) has been copied sideways in a 4th dimensional
direction to form a "heavenly plane" on one side of us and a "hell plane" on the other.
These are not very thick in a 4D sense and therefore are a bit ethereal giving them a bit
of an "astral" (spirit-like) quality. They are like positive and negative plates between
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which our reality is suspended. Earth as we know it is very thick (thousands of layers)
along the 4D axis with a dead spot in the center that acts like a mirror. What we
normally see is in this mirror which is reflecting the thousands of "real" copies to either
side. One of the reasons you can't grab the things you see with your thoughts is that
there really is nothing where you are looking. You have to reach in funny directions to
grab an object with your mind and move it around.

Don't get all religious about the heaven and hell planes at the far edges of the prison.
This is like painting the top floor of one of our penitentiaries and fixing it up to look like
heaven according to legends remaining from the magic universe. Similarly, we could
fix up the basement to look like hell. Then we give the guards costumes as angels or
devils. The best prisoners are given an occasional day in heaven and the real
troublemakers are occasionally thrown into hell. But its all part of the prison machinery
and the supposed angels and devils are all really guards who work together to keep the
convicts confused and under control. The guards might play good/evil type games to
keep themselves amused, but they are basically guards and they never really loose
sight of that fact.

With the prisoners so horribly conditioned and brainwiped between lives, there is not
much danger of a prison revolt. But there is also the possibility that the prison might
collapse. If anything were to destroy the Earth, they would suddenly have far too many
people on their hands and at least some would escape out into the galaxy at large. So
they must protect the world from destruction. And yet they must leave us with
advanced scientific knowledge to support the ever growing numbers of prisoners. They
encouraged a scientific revolution so that the population could expand and now they
have the constant difficulty of our blowing ourselves up and destroying the world in
various ways.

But there is a technical solution to this given the ability to manipulate 3 dimensional
spaces in 4 dimensions. You can store copies of the 3D space sideways along the 4th
axis. Imagine that we are living on a flat sheet of paper. The paper changes
constantly, but occasionally someone makes a Xerox copy of the page. If the paper
ever catches fire and burns up, they pull the last Xerox out of the file and everything
goes on from there. You will see the same thing if you play a computer video game
that you can save and restore. If the game goes very badly, you can always go back to
a previous copy. If you try this, you will also notice that after restoring an earlier copy
of the game, you have some knowledge of the "future" even though things will go
slightly differently. This is the real explanation of "deja vu" (remembering the future
when it happens again).

One recent example was in 1963 when president Richard M. Nixon launched a nuclear
war that destroyed the planet. As we all began dying in droves, the prison machinery
was used to restore a copy of the Earth taken in 1957. We were all conditioned to go
back to what we were doing in 1957 and life picks up with a second pass through 1957
to 1963. Of course they intervene slightly and Kennedy is elected by the barest
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margin. Since he begins introducing major changes and because everyone
unconsciously expects something bad to happen in 1963 anyway, he is assassinated
and things begin to settle back down to their normal course. Nixon even gets to be
president later with less ill effects.

These "backup" copies of the earth appear to be taken every 5 years in February of the
years ending in eithera 2 ora 7 (i.e.. 1952, 1957, 1962, etc.).

When they restore and earlier version, they don't like to back up too far because they
have the problem of the growing population (as more prisoners are added). Pushing
earth time back too far gives them a host of newer prisoners who have no place to go.
Small numbers can be handled by using animal bodies for a brief time, but large
numbers require setting up "holding tanks" on yet another copy of the earth further
sideways along the 4D axis. This gives us a bunch of weird "preternatural” earths that
some people will have experienced just before birth (and right after the previous time
they died in this lifetime).

As you can see, this makes a terrible jumble of one's history. Nobody in their right
mind, catching a halfway glimpse of the truth, would believe it, because things are not
in the simple logical order that you would expect. You wonder why his recollection of
Christmas 1957 doesn't match the facts? Maybe he's recalling a different time that he
lived through 1957. Does he remember a funny incident when there seemed to be old
steam boilered fire engines on the streets of modern New York, well that's a much
earlier pass through the 1950s and things were slightly different. We have been
reliving the 20th century for quite a long time.

A person's actual experience might include quite a few reincarnations on earth. But he
might have lived through the last one or two incarnations a large number of times and
he might even have another incarnation "up in the future" that he's been through a
couple times as well. And in between, there might be visits to heavens, hells, pre-birth
worlds, and even a few stints where he was forced to work in the between lives
administrative area to keep this whole complex show on the road. Now mix in tons of
heavy conditioning to keep him confused as all hell, and you have a true picture of
today's human being here on Earth.

This paints a pretty depressing picture. But its no more than frantic hand waving meant
to keep a god so confused and distracted that he wouldn't remember who he is or what
he can do.
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24. Summary

Here is a brief list of the universes:

a. Separation from static
b. Jewel of Knowledge

Creation period

The Mis-aligned spaces
The Agreements Universe
Home Universe

Games Universe

Motion Universe
Symbols Universe
Thought Universe

. Conflicts Universe
10.Magic Universe
11.Current Universe
12.Mud Universe.

CONOGORWDN =

It is quite possible that | have gotten some of the details wrong. For example, it
wouldn't surprise me if it turned out that Giliead was in the Magic Universe instead of
the Conflicts Universe. And | have intentionally avoided mentioning things which are
still highly speculative. So do not take this literal mindedly or assume that it is
complete. It is the barest sketch of a framework and further research is needed.

Some of you may think that | have an overly active imagination. In that case | invite
you to enjoy the above as an entertaining piece of fiction. | do hope that you will begin
to research your past existence and attempt to determine who and what we are. | do
not insist that you find the same answers that | did.

Take this roadmap and use it as a suggestion for things to look at. Don't simply swallow
it as a matter of faith. Wrong ideas are not harmful unless you blindly insist that they
are correct, otherwise you would simply have a good laugh.
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The Actual Goals Problem Masses of This Universe

Of the many research lines that were abandoned within Scientology, this one is
probably the best known among highly trained auditors.

For those of you who are not already trained in the subject, it might be better to read
document #4 first since that will present more basic material on auditing.

This document only discusses one of many aberrative factors. It is presented first
because it is the easiest one for trained auditors to understand (because there is
already so much earlier material on GPMs that was researched by Ron) and because |
hope to show them that the research is indeed incomplete (the materials here certainly
should have been found in the 1960s) and that the research can indeed be continued
by somebody other than LRH.

1. Background

It began in 1959 when Ron started an investigation into people's goals which lead to
the observation that many of a person's problems, overts, and upsets were connected
with the goals that he was trying to achieve. The Saint Hill Special Briefing Course
(SHSBC) was originally established to investigate and train auditors in the handling of
goals. The lower grade processing was actually a spin-off of this research, being
intended to deal with factors that were in the way of Goals processing.

The real source of trouble was soon worked out to be more than just a goal (you can
have simple goals without problems). It was a mental mass formed by a goal and its
opposition with the two sides jammed up against each other into a sort of super
problem. Thereafter, these things were referred to as GPMs (Goals Problem Masses)
to avoid confusing them with ordinary day to day goals which were not seen as a
source of aberration (unless they locked up on top of one of these GPMs).

A great deal of research was done into the anatomy of these things. The goal was
found to have a terminal, which is the beingness that is used to do the goal. For
example, the goal "To Keep Things Clean" might have "A House Cleaner" as the
terminal. It was also found that there would be an opposition terminal or OPTERM. In
this example it might be "A Slob". This research is recorded in the SHSBC taped
lectures.

Soon they were putting together patterns of terminals and Opterms which showed how
the person lived the goal. He would be one terminal and get opposed and fail and then
try to be another terminal and fail again etc. until the goal was all bent out of shape and
collapsed of its own weight, at which point the person would undertake a new GPM
goal to try and solve the trouble he had gotten into with the first one.
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These terminals and Opterms were referred to as "Reliable Items" or RIs because they
reacted reliably over and over again on an E-meter and perhaps also because the
person relied on these things. The pattern of these Rls as they opposed from one to
the next was plotted as a pattern with arrows going from item to item and this eventually
came to be called a "Line Plot".

In 1963 it was found that sometimes different people came up with the same pattern of
Goals and Rls and that these particular patterns could also be found to react on other
people. From this it was concluded that the patterns had been implanted hypnotically
using electronics. These were thereafter referred to as "Implant GPMs".

This research line eventually lead to uncovering a large number of implanted patterns
which included the ones that are currently used on the OT levels (and quite a few
others, some of which can be found in the tech volumes).

Concurrently with researching the implanted GPMs, there was an attempt to find the
person's own actual GPMs. These referred to his own aberrated goals rather than
ones which had been implanted. The implants were seen as gaining their force from the
real ones. If you kick the person in the teeth electronically with a long list of goals,
some of them will line up with his real goals and cause the implant to stick. The
implanted GPMs were seen to be of only minor importance and low aberrative power in
comparison with the actual GPMs which were postulated by the person himself.

But the long and arduous research into actual GPMs simply lead to finding an even
deeper implant, which is the one given in the clearing course. At that point, Ron
apparently decided that it was all implants and abandoned the research line. Perhaps
he meant to get back to it eventually, but if he did, it certainly hasn't been published.

| have been interested in this theory of Actual GPMs for decades, but it seemed always
out of reach. Not only do the electronic implants interfere, but NOTs also makes wrong
things react. Before | could get near these things, | had to go much further, handling
things such as the early penalty universes which | will discuss in another write-up.

Only after all this was | able to spot the real goal which | was actually operating on. The
goal was "To Be Intelligent" and it was not only what | was doing, it was what |
WANTED TO DO. And since then, | have learned a great deal about the Actual GPMs
and that is what | will pass on to you here.

2. Goals in Opposition

Working in the dark, it is difficult to find these things and take them apart. But once |
got far enough to see how it all fit together, everything became easy. So you can't just
go after this stuff with some rote procedure. You need to gain some understanding
first. The good news is that once you know the pattern of these things, the goal
becomes fairly easy to spot.
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The full structure is not obvious in the current GPM because it is incomplete, you are
still living it. So | had to get through the completed GPM that was just prior to the
current one before | could really see how it all worked.

For me, the preceding GPM was the goal "To Be Holy" and the current GPM ("To Be
Intelligent") was in opposition to it. Just think of an intellectual opposing holy men, or a
scientist opposing priests and you will see what | mean.

Notice that both of these are "good" goals. You would never have a bad goal as an
Actual GPM. The goal "To Be Evil" would never be used as an actual GPM, it exists
only in implants.

But there is a brief tail end to the goal "To Be Holy" where | was trying to get away from
the goal and my goal at that point could be stated as "To NOT be Holy". An in this
section of an actual GPM, you might think that you have an evil goal, but that is
incorrect. At that time in my existence (many lifetimes ago), | committed many evil acts,
but got no satisfaction from them. It was not like they were contributing to a goal that |
had and it did not feel like | was achieving anything.

A negative does not work as a goal. You can't live life with your whole purpose being
"to be not holy". You get desperate. You search around wildly for a way out of this
thing. And finally you realize that there was one thing that had been successfully
opposing you and that was the intellectuals. And so you choose the goal "To Be
Intelligent" because it solves the opposition of holy people. And so you begin a new
GPM.

There is also another reason why you slide into the next GPM (and why the previous
one becomes so decayed and degraded) and that is that you finally resort to
committing horrible overts against the next GPM because it is successful in opposing
you. In other words, as you live the goal to be holy, you keep running into intellectuals
who give you a hard time and ridicule your faith etc. and finally you begin to do them in.
And you loose all judgment in this and reach the point where you'll shoot any
intellectual, even if they are on your side. And because of that, you do in friends and
allies just because they were witty one day and seemed too smart. And these crimes
have no real justification. And this is the basic source of that wild E-meter reaction
known as the rock slam. And after you commit too many heavy overts against
something, you have a tendency to flip over and become it.

Until | found this, | had a distaste for priests and holy men. It was due to my own horror
at what | had become at the end of that GPM. Once this was cleaned up, | found that |
had abandoned all of my ability to heal and to care for people along with that goal to be
holy. It was only the end of the GPM that was horrible. These things go on for many
lifetimes and the earlier ones back when | first started the goal were truly wonderful.

Perhaps the biggest gain | got out of finding this was the ability to hold the concepts of
holiness and intelligence together without instinctively feeling that there was an
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inherent conflict between them. Of course you might be running on a different goal and
wonder why | would even have a problem holding these ideas together, but rest
assured that you will have something like this (maybe the conflict between freedom and
responsibility for example) in your way.

From seeing what happened with the goal "To Be Holy", | can also predict how the
current goal "To Be Intelligent" would have ended up if | hadn't found this out. | can
already see that strong people (I would have said "dumb strong people" in the old days)
are the ones that successfully harass and oppose intellectuals. Given a few more
lifetimes on this goal and | would have reached the point of shooting all the strong
tough guys, probably beginning in a reasonable manner with executing gang members
but eventually even getting around to doing in the strong men in the circus. And when
everything finally failed, | would try to not be intelligent and finally | would see that the
only way to do that was to become strong and would launch myself into a new GPM
with the goal "To Be Strong".

3. The Lineplot

It should be obvious that the basic identity or terminal for the goal "To Be Intelligent" is
"An Intelligent Person". And that the basic Opterm would be "A Stupid Person". But
the opposition really fans out to point back at the previous GPM ("Stupid Priests") and
forward towards the next one ("Stupid Strong Men"). And the basic identity is really too
general for living life. Although these basic ones underlie the entire line plot (pattern of
identities), you will have more specific items that you have used to try and accomplish
the goal.

For the terminals, you will use things (in this example) like "a free thinker" or "a sharp
operator". Opterms will be things like "stubborn fools" or "dumb bigots". Near the
beginning of the goal, the Opterm is frequently but not always related to the previous
GPM (opterms like narrow minded evangelists). Near the end, it is often related to the
next GPM that is coming (opterms like dumb bullies). In the middle (the bulk of the
items), the Opposition just sort of hunts around (opterms like stupid bureaucrats) with
only the common characteristic of some sort of relation to stupidity (in this example)
always being present.

Early on, there are many things that you consider are on your side, such as teachers
(in this example). So you use these kinds of things as terminals (being "a brilliant
teacher" for example). But these gradually fail. So you abandon them and they become
part of the opposition. | had already reached the point where "Dumb Teachers" was an
opterm for me in living this goal to be intelligent. You should be able to see from this
that eventually it would have reached the point where anything that | might use to live
this goal would have been abandoned and turned into an opponent. This is how the
goal decays.
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| can look back at the goal to be holy and see a complete decay. It eventually reached
the point were | had evil priests and hypocritical evangelists as opterms and there was
no identity left with which the goal could successfully be lived.

Here on Earth, one of these items will usually last for an entire lifetime and the shock of
dying and hitting the between lives area is what causes you to give up on it and
postulate a new beingness with which to accomplish the goal. This is one of the
reasons you forget your past lives and putting together a lineplot of the current actual
GPM will give you some recollection of who you have been before.

There are a few exceptions to this. You don't usually abandon an item if either the
lifetime is very, very short (dying in childhood) or the lifetime went so extremely well
that you felt that you were winning and hung on to the same item. There is also the
possibility that if things were really horrible, you might change items more than once in
a lifetime, perhaps experiencing amnesia or a massive personality shift as a result.

Before Earth, you will find that you generally gave an item a much more thorough
workout and held it for many lifetimes before you abandoned it. The GPMs used to
decay much more slowly. It is the impact of the between lives area that makes you give
up so easily.

4. How the Lineplot Fits Together

You need to understand how the lineplot fits together, but you should not try to put one
together yourself until after you have taken a great deal of charge off of the goal. One
of the biggest mistakes in the SHSBC research into actual GPMs was to try and find the
lineplot items before keying out the goal.

You can run problems, overts, etc. off of the goal until you feel better about it. You can
actually make the goal FN (free needle) on an E-meter by these means and you can
get to the point where you will begin to realize what the items are without searching for
them. Then the lineplot becomes a very simple matter.

| don't know if you can develop a lineplot without using an E-Meter. Certainly you can
handle problems and overts without one (and you need to be able to so that you can
keep on advancing even if you are in a bodiless state). But the meter is a tremendous
help in knowing that you've got the items right. Here | will assume that you have one
and know something about the Scientology listing and nulling (L&N) technology. If not,
then you can still make it by taking so much charge off of the goal with general
processes (discussed later) that the items become super easy to spot. There are tricks
for meterless listing (which | will discuss in another write-up), but they are not safe if
there is too much charge kicking around in the area.

You can still make tremendous gains and take each of a series of GPMs to a state of
release even without running any lineplots. But you still need to see how the lineplot
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works so that you know how the goal decays and can recognize the occasional line plot
item that will show up if you run general processes on the goal.

The procedure would be:

a) find out what your current actual GPM is (discussed later, you may know it by the
end of reading this write-up).

b) run general processes on the goal (discussed later) until you cognite (have a
sudden realization) on what is the current item that you're being.

c) Now you can either do the lineplot or just continue on with general processes on the
goal.

d) you begin the lineplot by taking the current item (which you will already have found)
and working backwards in time back to the point where you postulated the goal.

Because of the way you run this, the item at the top of the page is the most recent and
the one at the bottom of the page is the oldest. The is the reverse of how an implant
platen would be written because there you would have the first (earliest) item implanted
up at the top of the page and would be running forward in time as you went down the

page.

In other words, as you look down the page, you have the items arranged in the order
that you find them (most recent working backwards) and as you look up the page, you
see them in the order that you lived them.

We write the things that you are being (the terminals) on the left side, and the things
you are opposed by (the Opterms) on the right. The direction of the arrows shows
successful opposition.

Here is a sample, with the "A"s being terminals and the "B"s being opterms and the
higher numbers being later in time. The direction of the arrows shows successful
opposition.

A4
\
-—-> B3
/
A3 <---
\
———> B2
/
A2 <-—-
\
-——> BI
/
Al <--—-

You would initially find item A4 which is, lets say, what you are currently being. You
became this to solve the problems given to you by B3, which had successfully opposed
you when you were A3.
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Once you get this, you can then start at the bottom and see that you began by being
item A1 and then B1 showed up and kicked your teeth in. So you became A2 to solve
that and it worked, but then B2 showed up and successfully opposed you and so you
abandoned A2 and became A3 etc. This is the pattern of current existence.

To make this a little more obvious, | will give you a piece of the lineplot | worked up on
my goal "To Be Intelligent". Remember that this is an actual GPM and the items would
be different for anybody else even if they were doing the same goal.

A SHARPIE

—————— > A LITERAL MINDED PERSON
/
A MAN OF LEANING <----
\
-——-> AN IGNORANT CLOUT

A FAST THINKER <-—-——--
etc.

This is just a slice out of the middle of a series of about 50 pairs of items which stretch
back for about 16,000 years (I eventually found the dates and put together descriptions
of the lifetimes) and I'm still living in the upper section of this GPM before it decays
down to crushing strong men and attacking all other intellectuals as being too stupid to
live.

To work backwards in time, you list "Who or what would a ... oppose". You can also use
"solve" or "successfully oppose" or maybe even "handle successfully".

For me (because these are my items), it was obvious that a "Sharpie" could
successfully oppose a "Moralist" and that a moralist would successfully oppose a free
thinker, etc.

You then check this by working up from the earliest (at the bottom of the page) and
seeing that each item is successfully opposed by or stopped by the one above it. If you
do need to list the next item going up, the question would be "Who or what would a ...
be opposed by" or "be stopped by".

For background information, I'll mention how | lived this bunch of items.

As a fast thinker, | was a Spanish soldier sent to the Americas (part of the
conquistadors) and felt that | died in battle because of the ignorant clouts around me.
So in the next lifetime | became a man of learning and joined a monastery and studied
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as a monk. But the literal minded priests did me in (the inquisition). So | rebelled
against morality and became a free thinker. | spent that lifetime as a girl, a Spanish
dancer and part time whore. Of course the moralists did me in so | became a sharp
trader in the next lifetime so that | could take advantage of them and do them in etc. Of
course there were overts here too. As a learned monk, | really ranted and raved at the
peasants (ignorant clouts) and made their lives miserable. As a free thinker (dancer,
etc.), | really twisted those literal minded noblemen and horny priests around my finger,
etc.

If you hold off on trying to put the lineplot together until the goal is fairly well
discharged, you will find that you can generally just spot each item in sequence. Only
rarely will you have to list a couple of items before you get the right one (which will FN
on the meter). One thing that does happen is that sometimes you miss a pair of items
(because the one you are on can usually successfully oppose earlier opterms almost
as well as it opposed the opterm it really was used against and the earlier ones are hot
enough that they will react on the meter). In other words, as | was working back from a
free thinker in the above lineplot, | might have come up with an ignorant clout as the
opterm that it successfully opposed the first time | was working my way back and
accidentally skipped the literal minded person and the man of learning.

The way you handle this is that you occasionally call off the lineplot items and see that
they are all FNing on the meter and if the FN turns off, there is something wrong,
usually a skipped pair of items (or a pair out of order). Usually the items are all correct
because they did FN before, but the pattern of items might be slightly off.

The way you call it is you would say:

A sharpie would oppose a moralist

A moralist would oppose a free thinker

A free thinker would oppose a literal minded person

etc. working down the page.
Then you work up the page calling them as:
A fast thinker would be opposed (stopped) by an ignorant clout
An ignorant clout would be opposed (stopped) by a man of learning.
A man of learning would be opposed by a literal minded person.
etc.

You can call the items in any section of the lineplot like this and even work up and
down (reversing the question) around a small area if there is some uncertainty. As you
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call off the items of your own actual GPM this way, they should make total sense to you
and seem totally obvious because they are the anatomy of how you have been acting
and living life. If it doesn't seem that way, they you haven't gotten the items right. Of
course somebody else's items (mine in the example) might seem slightly wrong
because they are not your items.

If you are having a bad day, or there are other errors, or the goal is still a bit charged
up, the items might rocket read (RR) instead of FNing. That's OK. But if you're getting
FNs and then an item RRs, there is probably an error (usually a missed pair or a pair
out of order).

Your final target on this is to get an FNing lineplot (a complete plot with a persistent FN
as you call all the items going down to the beginning of the goal and then back up to
present time using the statements given above for calling the items).

This procedure is slightly different from the various Routine 3M procedures that Ron
developed for finding lineplots. The exact R3M listing questions and methods lead to
finding implanted GPMs and they don't work very well on Actual GPMs.

5. More Things Connected to the Goal

Besides the lineplot items, there are a number of other things closely connected with
the goal which you use throughout the entire course of a GPM's existence.

There will be a basic computation, which we call a "Service Facsimile" (it was originally
considered to be a facsimile or picture but now is known to be a computation and the
person thinks it is performing a service for him in helping him to survive). This is what
the individual uses to make others wrong.

There is a basic underlying Service Facsimile for the entire GPM. It is derived from
using the basic characteristic of the Opterm to make others wrong. For me on the goal
to be intelligent, the serv fac was "They're Stupid”. In the previous GPM to be holy, it
was "They're Evil". This is not a lineplot item. It endures for the entire course of the
GPM.

In grade 4 processing, we try to get the Serv Fac by listing answers to the question "In
this lifetime, what do you use to make others wrong". In some cases, you get the basic
service fac which is part of the GPM. In others, you get a lock resting on top of it
(maybe "their foolishness" or "other people's ignorance" etc.).

If you have found a basic serv fac by running grade 4 processes, you might be able to
derive the basic terminal from it and figure out the goal from that. But sometimes you
only you only have a lock rather than a basic one. Also, sometimes the basic service
fac of an earlier GPM which is similar to the current one might have locked up onto the
current one and show up on grade 4. One of the main actions of implant GPMs was to
try and collapse together your actual GPMs so that you get things all tangled up.
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Another thing connected to the GPM is a basic object which symbolizes the beingness
of the GPM. For the goal to be intelligent, this might be a pair of glasses. For the goal
to be holy, it might be a cross. This is a mental mass and the person will use it as his
true viewpoint and spiritual body throughout the course of the GPM's existence. Itis
the token he uses to represent himself in the game, a bit like the player's tokens in a
game of monopoly. He carries it from lifetime to lifetime and he will try to have a
manifestation of it in the physical universe but this is not always possible.

For the individual, this object is solid as a rock and it is exceptionally pleasing to him.
Ron stumbled on this in the late 1950s and labeled it "The Rock" but he did not have
the anatomy of the GPM at that time and therefore all the attempts to audit it out failed.
It was pretty much abandoned in the research after that, but it shows up here in our
anatomy of the actual GPMs. It is interesting to note that this was the original point at
which the meter reaction which we call a "Rock Slam" was discovered. The Rock of the
current GPM will not produce a rock slam unless you are already into committing
horrible unjustified overts against the next GPM that you are falling towards. But the
rock of the previous GPM which you have already turned against will generally produce
a wild RS on the meter.

You wouldn't have any luck auditing the rock until the GPM has been pretty much taken
apart.

Don't make the mistake of thinking that everyone who wears glasses does so because
of the goal "to be intelligent". We have always failed when we tried to label specific
sources for general kinds of conditions. There are always many possible reasons and
which one is correct is an individual matter. One person might wear them because of
an engram (an might get rid of them on Dianetics) and another might have them
because of an overt (and maybe could handle it on grade 2) and perhaps another has
gotten them from implants or whatever. We might not even have all the possible
reasons. All that | can say for sure is that if he is wearing them because they are the
rock of the current GPM, you have no hope in hell of curing them with Dianetics or any
other lower level processing. And you probably can't even get the guy to wear contact
lenses.

This is why you never try to cure anything or promise any specific result with any level
of auditing. You have no idea where his ailment is coming from and the odds are that it
is not on the level you're going to do next. It is likely that you will fix something, but you
can't guess in advance what that something will be.

6. The Source of These Goals

When | first began running these, | believed the goals to be an individual matter. It was
obvious that the items were my choice and were not implanted. | assumed that the
same was true of the goals themselves.

Super Scio © Page: 96 The Pilot



But after running back through the goal to be holy and spotting the goal "To Be
Powerful" just before that, | decided to try and see what this whole mess led back to by
skipping backwards from one goal to the next by using a goal oppose style listing
process. With the last two GPMs taken apart and the whole subject of actual GPMs
fairly well cooled down, it seemed possible to do this (I don't recommend trying this
before you take the last two apart).

The listing question used was "Who or What would (either the goal or the primary
terminal) successfully oppose (or solve)". Any of the 4 variations of the question
seemed to work and | generally checked that the others led to the same conclusion to
help confirm that | had it right. Once the next earlier GPM was found, | only ran a bit of
"what overt would (earlier terminal) do to (later terminal)" to get some of the worst
charge off of it and then went on to the next goal. This was not enough to actually
erase the GPM or restore abilities or open up my recall of the time period, but it was
enough to let me go earlier without getting buried under the weight of the thing. | don't
recommend this as a good technique for making case gain. These things should be
run thoroughly. But | got away with it and it was very useful as a research action.

| got way back to the goal "To be Free" which opposed "To be Godlike" which seemed
to be the highest goal in the series. And then it went further back with Godlike
opposing "To Be Enduring" and the goals seemed to be down at the bottom of the scale
and working upwards as | went earlier. And eventually it cycled back through STRONG
opposing INTELLIGENT opposing HOLY again and all the way back up to GODLIKE.
The whole pattern had been repeating over and over again. So | tried to date the first
occurrence of "To Be Godlike" and got 86 trillion years ago (which might be an
implanted date rather than a real one). And there | found the start of this universe and
incident | in its full form.

It would still be incorrect to say that these goals were implanted since running the
implant doesn't seem to undo them. It would be better to say that these goals were
"Suggested" and that they were built into the anatomy of the game of this universe and
that we follow them because the underlying mechanics coax us into doing it.

It works like this: The game in this universe is "TO SURVIVE". The aberrative
implanted idea is that "ONLY ONE WILL SURVIVE AND THE REST WILL SINK INTO
MUD". The destructive corollary that they show you is "TO BE THE ONE WHO
SURVIVES, YOU MUST BE SUPERIOR TO OTHERS". Then they show you how to be
superior to others. And it is by being godlike, holy, intelligent, strong, etc. And at a
minimum, you can at least endure rather than sinking into the mud.

Then they show you the sequence of goals by means of having various figures (which
are of significance from earlier universes) come out and state the goals and how they
relate to one another. This is the real anatomy of incident | as given in OT3. If you
have run this level, then just spot the charioteer saying "TO SURVIVE IS TO BE
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POWERFUL" and realize that you have been spotting a tiny slice out of a much bigger
incident.

| hate to say it, but OT3 was researched in a very slipshod manner. Luckily, we get
away with spotting only a tiny piece of incident | because the incident does not have
much force or charge on it. It can hardly be considered a heavy implant. What it really
is is a sort of welcoming ceremony or a sick course that people get put through as they
come into this universe to show them how the game is setup down here.

Here is the little section of it that | am most certain of:

Waves of blackness & Snaps etc.
Cherub blows horn.
Priest comes out and says "TO SURVIVE IS TO BE HOLY"

Priest looks in the direction that the previous character left in and says "TO BE
HOLY IS TO SOLVE THE OPPRESSION OF POWERFUL PEOPLE".

Priest looks the other way an says

"TO BE HOLY IS TO BE OPPRESSED BY INTELLIGENT PEOPLE".
Priest exits.

Waves of blackness & Snaps etc.

Cherub blows horn.

Scientist comes out and says "TO SURVIVE IS TO BE INTELLIGENT".

Scientist looks to the side where the priest left and says "TO BE INTELLIGENT IS
TO SOLVE THE OPPRESSION OF HOLY PEOPLE".

Scientist looks to the other side and says

"TO BE INTELLIGENT IS TO BE OPPRESSED BY STRONG PEOPLE".
Scientist exits.

Waves of blackness & Snaps etc.

Cherub blows horn.

Athlete comes out and says "TO SURVIVE IS TO BE STRONG".

Athlete looks to the side where the scientist left and says "TO BE STRONG IS TO
SOLVE THE OPPRESSION OF INTELLIGENT PEOPLE".

Athlete looks to the other side and says "TO BE STRONG IS TO BE OPPRESSED
BY CRAFTY PEOPLE".

Note that | think the next one after strong is "To Be Crafty", but | wouldn't guarantee it.
| also might be wrong about the charioteer and the goal "To Be Powerful" coming just
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before the goal to be holy because | haven't really run that goal yet either. | am,
however, absolutely certain about Holy followed by Intelligent followed by Strong.

| wouldn't try to write out the whole thing because | went through the entire series in a
very sloppy manner and | don't have a lot of confidence that I've got it right. | will give
you the approximate pattern of goals that | found, but its up to you to run out the actual
GPM that you are stuck in and the one before it and make corrections and adjustments
as needed.

Any research of implant patterns really needs to be done by a team. Different people
will have real certainty on different sections of the pattern and by putting together a
composite, you should get the whole picture. As | understand it, the Clearing Course
platens used in Scientology were put together by a group effort on the part of a few
dozen people. The same needs to be done here. A complete and accurate platen will
make it easier on the people who follow us.

But running this incident does not set you free from the goals. It just gives you an easy
way to spot the actual GPM you're in the middle of and gives you some orientation to
what's going on. The charge on the actual GPM does not come from the implant and
does not vanish when you confront the implant. The charge comes from your own
overts etc. in fighting against others according to this pattern.

You will also find out that you do not abandon these goals as you run them out.
Instead, you become capable of doing more of them simultaneously. With the whole
thing erased, you should be capable of being holy and intelligent and strong and free
and responsible and enduring and godlike all at the same time. These are good goals.
You were not implanted to give you the goals. You were implanted to set these goals in
conflict and divide you against yourself.

There are some problems with the complete list of goals. First of all, this is a
translation because the implant was not done in English and we may have different
words for the same thing. Second, these are lived as actual GPMs and your exact
statement of the goal may vary slightly each time you live through it in the cycle, so that
our exact patterns may have diverged. And, of course, | probably made errors,
especially in the form of missing goals or putting goals in the wrong sequence, because
| was trying to skim through this without actually erasing them.

THE FOLLOWING LIST IS ONLY A STARTING POINT; DO NOT RELY ON ITS
ACCURACY.

Each goal is opposed (or oppressed) by the next one in line and opposes (or
oppresses or solves) the one above it. The first one (To be Godlike) oppresses the last
one (To Be Enduring) so that the whole thing makes a circle. The big unjustified overts
are from each goal against the one below it.

Super Scio © Page: 99 The Pilot



TO BE GODLIKE

TO BE FREE

TO BE RESPONSIBLE
TO BE CREATIVE

TO BE IMPORTANT
TO BE PERCEPTIVE
TO BE SUCCESSFUL
TO BE RIGHT

TO BE POPULAR

TO BE SKILLFUL

TO BE WISE

TO BE BEAUTIFUL
TO BE PRODUCTIVE
TO BE POWERFUL
TO BE HOLY

TO BE INTELLIGENT
TO BE STRONG

TO BE CRAFTY

TO BE INDEPENDENT
TO BE GOOD

TO BE ADVENTUROUS
TO BE ORDERLY

TO BE DIFFERENT
TO BE RESPECTED
TO BE HAPPY

TO BE ACQUISITIVE
TO BE SENSUAL

TO BE DOMINEERING
TO BE TOUGH

TO BE ENDURING

(maybe have 30 of 36 goals)

Other possible goals: causative, desirable, competent, lively, energetic, valuable,
ethical, aesthetic, famous, proud, wealthy.

For the rare case who is in the inverted ending section of the GPM, you might have to
runitas "TO NOT BE ...".

7. Processes that Can Be Run

| will talk more about how to audit in the next write-up. For now | will simply mention
that you usually run process commands repetitively, gradually working deeper until
something releases.
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On an area that is severely aberrated, it is not enough to run one process or find only
one key answer or only have a single new realization. You usually have to hit it from
many angles and take lots of stuff apart to really dissolve a big area of mental charge.
When you have something like one of these GPMs, it tends to fester and lots of lesser
things lock up on it. You just keep chipping away at these with various processes and
eventually the whole thing begins to crumble.

When | started cleaning up my goal to be intelligent, | simply used a hodge-podge of
processes based on anything that had ever been tried by Ron in this area and throwing
in other lower grades type processes where some part of the goal (usually the goal's
terminal - in this case an intelligent person) could be worked into the command.
Eventually, while slopping around this way, | realized what the previous goal was, what
lineplot item | was currently dramatizing, and a lot of other stuff and eventually the goal
was FNing on the meter and pretty much keyed out. Only then did | try to list out the
lineplot.

For general use, and based on hindsight, | have tried to put together a reasonable
rundown of processes that should be easier and faster than the exact steps | followed
originally. But | must remind you that this has not been tested by a thorough research
run on others.

To some degree, this is a streamlined set of lower grade processes aimed at a specific
area. Itis nowhere near as thorough as the expanded lower grades because we have
a narrow target and we don't want the runway to be too long.

It should be possible for a trained solo auditor to run these on himself. It remains to be
seen whether an untrained person could self audit them. | think it could be done if you
had enough determination and desire to get through it. The monitoring factor is how
specific are the commands Vs how much the person can confront. The very specific
commands in the "Self Analysis" book can be self audited by almost anybody in the
sloppiest manner and still produce results. Some of the vaguer lower grades
processes can't even be solo audited unless you're way, way up the scale. Here we
have the advantage that the target is very specific and (if you have found the right goal)
of maximum interest to the person.

In general, the process commands alternate between you, another person (meaning
single specific people), and others (meaning groups or society). This tends to unstick
self-centered viewpoints, gets you exterior to the actions of the terminal that you may
be stuck in, and cleans up flows which go more ways than one (there is inflow that you
receive, outflow that you emit, and the crossflow of your observing the interactions of
others). Here | have simply put these in an alternating series of commands as was
common in earlier auditing rather than trying to run each individual command
repetitively to a point of release. | think that would be too arduous and unnecessary in
this case. | tried it both ways and this seems to be the better choice.
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These processes are especially important when you get back to earlier GPMs. | found
that | could list the lineplot straight back into the goal to be holy (my immediately
previous GPM) and you might need to do that first to get back through the decayed
ending period of the goal, but | could not get any earlier by just running the lineplot.
The goal was too long ago and to far outside of my current life. You need to run these
general processes to get back enough recall and understanding of who and what you
were when you did have the goal before you can really erase the GPM.

7.1 Objective Process

(Objective processes are run on the environment).

One of the reasons the goal decays is that as you live it, you gradually put the
characteristic of the opterm into other people. If the goal is to be intelligent, then you
tend to make others stupid. These processes are intended to turn that around.

There are two processes, each one is run separately. Do the action over and over
again until something happens such as having a realization or suddenly feeling very
good etc.

a) Find a crowded place, spot individual people, and postulate the ability of the goal's
terminal into them. If, for example, the goal is to be intelligent, then you postulate
intelligence into people.

b) Find a crowded place, spot individual people, and within each one, spot some
remaining bit of the goal's ability (such as intelligence for example) that is still present
in them and validate and encourage it. This is done telepathically. It doesn't matter if
they really get the communication or if you just imagine it, what is important is your
intention towards them and your recognition that there is at least a tiny remaining spark
of the ability in everyone no matter how deeply it is buried (i.e. there is always some
remaining shred of intelligence even in the most stupid person).

7.2 Simple Recall

Recalling the positive or pleasurable side of something tends to cool down the upsets
and failures associated with the negative side. The earliest and most powerful
manifestations of living a goal before it decayed were highly positive (this may not be
easily visible in the current lifetime). We want to rekindle some of that strength before
we get involved with any of the negative factors.

Also, we want to include an awareness of other people doing the goal when we run
this. This not only gets the person off of a self-centered viewpoint, but it helps him look
at the goal from outside.

This is a single process with the commands run alternately. Fill in the blank with the
goal's ability. I.E. intelligent, holy, or whatever.
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a)
b)
c)

Recall being
Recall another being
Recall others being

7.3 ARC Recall

Affinity (liking), Reality (agreement), and Communication are a key basic in living life.
We call this the ARC triangle and when all these three factors are present, we find that
we also have Understanding. These can all be used to open up the persons memory a
bit more and pull him further out of the negative factors into which he may have sunk.

There are 4 processes. Each one is run separately and has its own set of 6 commands
that are run alternately.

Fill in the blank with the terminal (i.e. an intelligent person, a holy person, or whatever)
of the GPM.

7.2.1 - Recall Communication

a)
b)
c)
d)
e)
f)

Recall a time you were in good communication with a(n)

Recall atime a(n) ___ was in good communication with you.
Recall a time another was in good communication with a(n)
Recall atime a(n) ___ was in good communication with another.
Recall a time others were in good communication with a(n)
Recall atime a(n) ___ was in good communication with others.

7.2.2 - Recall Agreement

a)
b)
c)
d)
e)
f)

Recall a time you agreed with a(n)

Recall atime a(n) __ agreed with you.
Recall a time another agreed with a(n)
Recall atime a(n) __ agreed with another.
Recall a time others agreed with a(n)

Recall atime a(n) __ agreed with others.

7.2.3 - Recall Affinity

a)
b)
c)
d)
e)
f)

Recall a time you felt affinity for a(n)
Recall a time a(n) felt affinity for you.

Recall a time another felt affinity for a(n)

Recall a time a(n) felt affinity for another.
Recall a time others felt affinity for a(n)
Recall a time a(n) felt affinity for others.
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7.2.4 - Recall Understanding

a) Recall a time you understood a(n)

b) Recall atime a(n) ___ understood you.

c) Recall a time another understood a(n)

d) Recall atime a(n) ___ understood another.
e) Recall a time others understood a(n)

f) Recall atime a(n) __ understood others.

7.4 Communication Process

It is beneficial to unstick the communication flows by drilling them a bit and pushing
through any barriers. Here again we are interested in positive action rather than
looking at any negatives.

It is best to imagine actually talking to someone and saying lots of specific things. The
importance here is the volume of flow since that can push through barriers you may
have set up. You can imagine saying all sorts of outlandish things, just keep the flow
going. You can do a big outpouring of stuff on one command and when you run down,
switch to the next command.

a) Imagine saying specific things to a(n)

b) Imagine a(n) saying specific things to you.

c) Imagine another saying specific things to a(n)

d) Imagine a(n) saying specific things to another.
e) Imagine others saying specific things to a(n)

f) Imagine a(n) saying specific things to others.
7.5 Help Process

Part of the goal's decay consists of the accumulated weight of failures to help others.
But the anatomy of the trap is that the person takes each failure very seriously and
holds on to them and never balances them off against the times he helped successfully.
So you handle this by finding times he did help successfully.

When a person is heavily collapsed and the failures seem to far outweigh the
successes, you are looking at the end of a long cycle. He always decayed from a state
of power and you will find many successes if you go early enough. If you can spot
earlier lifetimes where the victories were numerous, then it becomes easy. If not, you
can still make it by spotting even the tiniest successes in this lifetime because they will
reaffirm the great pile of positive actions that lay earlier out of sight.

a) Recall a time you helped a(n)
b) Recall a time a(n) helped you.
c) Recall a time another helped a(n)
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d) Recall a time a(n) helped another.
e) Recall a time others helped a(n)
f) Recall a time a(n) helped others.

7.6 Protect Process

Failures to protect are similar to, but usually more violent than failures to help. Here
you will find the mass of love and loss, trust and betrayal, etc. If a child loses a parent,
no matter how weak and small he is, he tends to feel that he failed to protect the parent
from harm.

Again, you can't run the failures by simple recall. That will just sink the person under
the weight of his losses. Instead, you must stir up the tremendous positive side. Even
if recent lifetimes seem bleak, remember that we have all been around a long time and
everyone has had their good periods as well as bad ones.

As in the other processes, run the commands alternately to a big win.

a) Recall a time you protected a(n)

b) Recall atime a(n) ___ protected you.

c) Recall a time another protected a(n)

d) Recall atime a(n) ___ protected another.
e) Recall a time others protected a(n)

f) Recall atime a(n) ___ protected others.

7.7 Problems Process

Now we're ready to look at one of the mechanisms by which a person will get himself
screwed up. What happens is that he will have a problem and then he will solve it and
cast the solution in concrete and that will get him into further trouble and lead to more
problems. Eventually he has a huge stack of these things, and the older solutions don't
even apply to anything anymore but he's still holding them all in place.

This is very intimate to the decay of the GPM. The reliable items (the things he tries to
be) might even be looked at as a series of solutions to the opterms (the things
opposing him). Here we are not looking for items or opterms, but sometimes one might
come into view and should be carefully noted down.

The procedure is to spot a problem, and then spot one or more solutions (as many as
will come off easily) and then spot another problem and its solutions, etc. Generally
you will keep spotting earlier problems (but its OK if some are later) and solutions that
are still in place but no longer appropriate will show up and dissolve which in turn will
cause later problems (which came about because of the earlier solutions) to start falling
apart and then suddenly the whole mess will fall apart.
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This is complex enough that each direction of flow should be run as a separate
process. Each process will have two commands. For solo use, you would repeat the
solutions command as many times as seems indicated. If you run this on someone
else (as in a co-audit), then simply alternating the commands works well enough and
avoids the judgment point of determining if the PC has more solutions for that problem
(he will just come up with the same problem again if there are more).

Fill in the blank with the goal's terminal (an intelligent person, a holy person, or
whatever).

7.6.1

a) What problem might a(n) have with another or others.
b) What solutions might a(n) have to that problem.
7.6.2

a) What problem might another or others have with a(n)
b) What solutions might they have to that problem.

7.6.3

a) What problem might a(n) observer between others.
b) What solutions might a(n) have to their problem.
7.6.4

a) What problem might a(n) create for himself.

b) What solutions might a(n) have to that problem.

Note that there are several ways to set up these questions (see the Scientology grade
1 processes). | have picked what seemed to be the most powerful variation.

7.8 Overts / Withholds

Here we hit the really causative side. The person does things and then he hides them
and withdraws from action. Maybe he meant to do harm or maybe he was just getting
away with something, or perhaps he even had good intentions and it went wrong.

Often the person sinks to the point where he's holding himself back from doing anything
because it might bring about harm.

So we ask for what the person has done, because we are working up a gradient scale
of responsibility for doing things. We don't insist that the "done" be a harmful act
because any admission of having acted is a positive step. The harmful acts should and
will come up on these questions, but don't force it. And we alternate the "done"
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question with a withholding type question to unstick the continual withholding that most
people live with.

Again we will run each direction of flow as a separate process.

The overts are among the most significant things that accumulate as one lives the GPM
and raising one's confront on these may cause a significant amount of charge to
unravel. This should make it possible to get a bit more exterior to the GPM, so we will
add another flow at the end to help with this.

7.71

a) What might a(n) do to another.

b) What might a(n) hide from another.
7.7.2

a) What might another do to a(n) .
b) What might another hide from a(n)

7.7.3

a) What might a(n) do to others.

b) What might a(n) hide from others.
7.7.4

a) What might a(n) do to himself.

b) What might a(n) hide from himself.
7.7.5

a) What might you do to a(n) :
b) What might you hide from a(n)

Note that this last one is extremely important if your goal has already decayed
significantly.

7.9 Change

Change is an important button. If a person can't change, he can't get better.

Insistence upon and resistance to change are both significant sources of overts and a
common underlying cause in many upsets between people.

The identities that one uses in a GPM are fixed solutions to the problems of living and
therefore tend to resist change even when the change would be for the better.
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7.8.1

a) What might a(n) want to change in another.
b) What might a(n) prevent changing in another.
7.8.2

a) What might another want to change in a(n)
b) What might another prevent changing in a(n)

7.8.3

a) what might a(n) want to change in others.

b) what might a(n) prevent changing in others.
7.8.4

a) What might a(n) want to change in himself.
b) What might a(n) prevent changing in himself.
7.8.5

a) What might you want to change in a(n) .
b) What might you prevent changing in a(n) .

7.10 Upsets

Upsets generally occur between people because flows of affinity, reality,
communication, or understanding are enforced or inhibited. Spotting exactly what is
going on with these flows is the basic technique used in Scientology processing to
handle upsets (which we call ARC Breaks) between people. The full list of what can
happen to a flow to bring about an ARCX is: Curious, Desire, Enforce, Inhibit, No (e.g.
the absence of), and Refused.

When an ARC Break happens, the reaction is generally all out of proportion to what
actually occurred. When you get the person to spot that, lets say, he became upset
because his communication was refused, he cools down a bit. And if you then work
back to earlier similar upsets (because these things build up over time), you can really
bring major relief.

In this case, we are not trying to handle a specific upset, but instead are trying to
undercut the entire mass of upsets associated with a specific terminal.

To keep the runway from being too long, we will limit ourselves to the three most
common buttons, which are inhibit, enforce, and desire since these should pick up
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enough for our purposes here (we are only handling a single terminal instead of trying
to produce a full grade 3 release).

In this case, the different directions of flow are best handled by alternating commands
rather than separate processes. By working a precise button (such as inhibiting
communication) with a specific process, this should lead the person back to basic on a
particular kind of upset and take it apart.

As a side note, this is a new procedure that is not currently part of Scientology's grade
3 processing. A generalized version of this (with all 6 buttons) should really be added
to that grade. Furthermore, really early track ARCXs (prior to home universe) require
adding Not-Know to the list of buttons.

7.9.1 Inhibited Communication

a) What communication might a(n) ____ inhibit in another.

b) What communication might another inhibitina(n) __ .

c) What communication might a(n) ___inhibit in others.

d) What communication might a(n) ___inhibit himself from saying.
e) What communication might you inhibita(n) __ from saying.

7.9.2 Enforced Communication

a) What communication might a(n) ___ enforce on another.
b) What communication might another enforce ona(n) __ .
c) What communication might a(n) ___ enforce on others.
d) What communication might a(n) ___ force on himself.

e) What communication might you force on a(n)

7.9.3 Desired Communication

a) What communication might a(n) ___ desire from another.
b) What communication might another desire froma(n) ___ .
c) What communication might a(n) ___ desire from others.

d) What communication might a(n) __ make himself desire.

e) What communication might you desire from a(n)

7.9.4 Rejected agreement * on this one reject seems to fit better than inhibit

a) What agreement might a(n) ___ reject from another.
b) What agreement might another reject froma(n) __
c) What agreement might a(n) ___ reject from others.
d) What agreement might a(n) __ make himself reject.

e) What agreement might you reject from a(n)

7.9.5 Enforced agreement
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a) What agreement might a(n) __ enforce on another.
b) What agreement might another enforce ona(n) .
c) What agreement might a(n) ___ enforce on others.
d) What agreement might a(n) ___ force on himself.

e) What agreement might you forceona(n) .

7.9.6 Desired agreement

a) What agreement might a(n) ___ desire from another.
b) What agreement might another desire froma(n) .
c) What agreement might a(n) ___ desire from others.

d) What agreement might a(n) __ make himself desire.

e) What agreement might you desire from a(n)

7.9.7 Inhibited affinity

a) What affinity might a(n) ___inhibit in another.
b) What affinity might another inhibitin a(n) ___ .
c) What affinity might a(n) ___ inhibit in others.

d) What affinity might a(n) ___inhibit in himself.

e) What affinity might you inhibit in a(n) .

7.9.8 Enforced affinity

a) What affinity might a(n) ___ enforce on another.
b) What affinity might another enforce ona(n) __ .
c) What affinity mighta(n) __ enforce on others.

d) What affinity might a(n) ___ enforce on himself.

e) What affinity might you enforce on a(n) .

7.9.9 Desired affinity

a) What affinity might a(n) ___ desire from another.
b) What affinity might another desire froma(n) __ .
c) What affinity might a(n) ___ desire from others.

d) What affinity might a(n) __ make himself desire.

e) What affinity might you desire from a(n)

These 9 processes should be enough. If necessary, you can also run these buttons on
Understanding. They can also be run on Reality either in addition to or in place of
Agreement. Also, as mentioned earlier, more than 3 processes are possible on each
button. This pattern of processes on the ARC triangle can also be run on the
beingness/doingness/havingness triangle.
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7.11 Justifications

In this universe, the individual is struggling to survive and allows himself to commit his
worst overts on that basis. Then he buries them under a heavy layer of justifications.
Here you can get many answers on questions b and d for each answer to questions a
and c respectively.

a) What would a(n) ___ do to ensure his survival

b) What justifications would he have for that

c) What would a(n) ___ stop others from doing to ensure his own survival
d) What justifications would he have for that

7.12 Rightness and Wrongness

Now we want to clean up the "Service Facsimile" (the computation he uses to make
others wrong).

7111

This is a repetitive process. We run this first to take off charge.

a) How might a(n) make himself right.
b) How might a(n) make others wrong.
7.11.2

Now we need to list for the answer. It will often be a computation in the form of
"They're ....", but take whatever comes up. See the next write-up for more information
on listing techniques if you are not already trained in this.

The listing question is:
a) What would a(n) use to make others wrong.

Note that we do not limit the answers to this lifetime (as is usually done in grade 4).
The limiter is needed there to keep him from sliding into multiple GPMs (which each
have a different answer to this question). Here we get the same effect by referring to
the specific GPM terminal.

7.11.3

If the previous question did not result in a basic answer in the form of "They're ....", then
list the following:

a) From the viewpoint of a(n) , What is it about them that makes them so wrong.
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7.11.4
Taking the most basic answer from the above listing question(s), run the following:

a) How would (..answer..) make others wrong.
b) How would (..answer..) make a(n) right.
7.13 Viewpoints

Although this kind of processing is usually used on grade 0 in Scientology, it is actually
a very advanced process and makes a good finishing touch in our handling of the GPM
terminal. This should help you get exterior to it.

a) From where could you communicate to a(n)

b) From where could a(n) __ communicate to you.

c) From where could a(n) __ communicate to others.
d) From where could a(n) communicate to himself.

8. Advanced Processes on Opterms

By this point, the terminal should be fairly well cleaned up and a great deal of charge
should have already been removed on the opterms, so that they should now be easy to
run directly.

8.1 The Basic Opterm

There will be a basic opposition terminal which is the opposite of the terminal. For
intelligence it would be "a stupid person" or "stupid people".

We want the underlying characteristic rather than a specific opterm, so the listing
question would be as follows:

a) What kind of people would a(n) oppose.

This should yield the basic opterm. But there is a chance that you will come up with the
prior opterm (the terminal of the previous goal - for example "stupid holy people").

If necessary, you can also list:
a) What kind of people would a(n) be opposed by.

Again this should yield the basic opterm, but here you might get the future opterm (the
terminal of the next goal - for example "stupid strong men").

If neither list yields the basic one, then spot the common underlying characteristic of
both answers.
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8.2 Opterm Process

Run this on the basic opterm found above.

a) What action or attitude would (opterm) have towards (terminal).
b) What action or attitude would (terminal) have towards (opterm).
c) What action or attitude would (terminal) have towards others.
d) What action or attitude would others have towards (terminal).
e) What action or attitude would (opterm) have towards others.

f) What action or attitude would others have towards (opterm).

g) What action or attitude would (opterm) withhold from (terminal).
h) What action or attitude would (terminal) withhold from (opterm).

(this is based on the process Routine 3D whole track O/W by LRH).

8.3 Finding the Next Goal

As you run the earlier GPMs prior to the current one, you will already have handled the
next one later in time (because you are working backwards) and will know what it is.

But for the new GPM that you are living right now, you might not know what the next
one is going to be. It might be obvious from the processing that has already been done
on the goal, or it might be obvious from the general pattern suggested by Incident 1
(discussed earlier). But we can't guarantee that, because the goals were only
suggested and your own postulate of each goal might vary slightly from the pattern.

There is also the question of how deep are you into the current GPM. Up near the top,
you might not yet have any contact with the next one in the series and so you might
need to skip any handling of it because there is nothing there to run. If you are already
going out the bottom of the current goal, then there might be serious overts and charge
on the next one that is coming up.

The following listing question can be used to find the next goal that is coming up in the
future:

a) What Goal would successfully oppose the goal "...(current goal)...".
You can also get this by listing for the future opterm as follows:

b) What kind of a person would successfully oppose a(n).....

or even with

c) What kind of a person would be dangerous to a(n).....

Once you have a goal, you can get the terminal of that goal by listing "who or what
would want ...(goal)...".
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Once you have a terminal (in the case the future opterm will be the terminal of the next
goal), you can get the goal by listing "what goal would a(n).... have".

You can work around with a number of these questions and satisfy yourself that the
answers fit together and make sense. When you're finished, you should know what the
next goal and its terminal (which is the future opterm of the current goal) are, or you
can be satisfied that there is no future opterm in view yet.

On earlier GPMs, you already know the answers to these questions, so you just check
them over to be sure that you've got everything right.

8.4 Running the Future Opterm

Now use the same process from 8.2 above but use the future opterm instead of the
direct opterm.

This might not have a lot of charge when you're handling your present time GPM. But if
you're near the end of the full cycle of decay, there will be horrible unjustified overts
against the next GPM coming up and you might even turn on a Rock Slam meter
reaction on this process.

If it seems necessary, you can run more processes on overts committed against the
future opterm.

Also, if an RS does turn on, or (running without a meter) if you get very hateful and evil
towards the future opterm, then spot and blow the earlier false purpose. Also, if
needed, spot the original scene in incident one that set you up for this whole mess.

Once you are running earlier GPMs, you will already have run this area because the
future goal will already have been processed. But you should check if there is any more
charge on committing overts against the future opterm. If so, you could run an O/W

process such as "what would (terminal) do to (future opterm)", "what would (terminal)
withhold from (future opterm).

8.5 Finding the Previous Goal

Now we want the goal that came before the one we're handling. The earlier one is
solved by the current one.

List for the goal as follows:
a) What Goal would be successfully opposed by the goal "...(current goal)...".
You can also get this by listing for the prior opterm as follows:

b) What kind of a person would be successfully opposed by a(n).....
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You can also use "solved by" in place of "successfully opposed by".

This works like step 8.3 above except that now you're looking backwards.

8.6 Running the Prior Opterm

Now use the same process from 8.2 above but use the prior opterm instead of the
direct opterm.

This may suddenly reveal a horrible mass of unjustified overts that you committed while
you were doing the previous goal. If so, then get as much off as you can because this
is what will really restore abilities and open up your recall of the earlier goal.

On earlier GPMs, this area can be very hot, so you might need to run an additional
process:

a) What overt might ..(prior opterm).. commit against ..(terminal)..
b) How would he justify that.

Also, if an RS does turn on, then spot and blow the earlier false purpose. Also, if
needed, spot the original scene in incident one that set you up for this whole mess.

8.7 What to Do Next

By this point, the current GPM should probably be falling apart in your hands and you
should have some awareness of the earlier GPM that you abandoned.

Now you should be able to do the lineplot easily (see above).

When you do the lineplot, run it all the way back into the decayed ending section of the
previous goal (found in 8.5 above) and try to get back to the point where you made the
postulate to not do that goal.

After running the lineplot, you can optionally go through it again and try to date and
identify the lifetimes that go with the items. You should already have an idea of these
from doing the lineplot, but it helps open up your recall to get the dates.

As a final step, date when you postulated the goal. Then search for and write down
any other postulates you made concerning the goal.

After this you can either run the rock or just start running the next earlier GPM (which
you should have identified above).
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9. Processing the Rock

The rock is the basic object that symbolizes the entire GPM.

The person uses the rock as a substitute for himself. He will often be carrying a
decayed version of the rock around with him (for example, an intelligent person might
be wearing glasses).

The thetan will have a mockup of the rock hidden in some mocked up space outside of
the physical universe and will be relaying all of his communications to the physical
body through it. He intentionally forgets and hides this out of fear that somebody will
read his mind and zap it and destroy him. To some degree he uses this as a sort of
high level spiritual body and its lifespan is the entire duration of the GPM.

You are not going to get rid of the rock early in processing. He has too much bound up
in it and thinks that he will lose his memory and identity if its gone. And we have been
through this cycle of goals many times, so that there will be earlier similar rocks which
makes it tend to persist even after the current GPM is run out.

Here we will simply try and take some charge off of it and clean it up. This should only
be attempted after fully processing the GPM and its lineplot.

On earlier GPMs, he is no longer using the rock that he had setup for them, but it is still
important to process because he has a tendency to compulsively create anything that is
similar to any rock that he once used. This tends to make the physical universe very
solid and unmanageable.

There is a lot of early theory about the rock in the 20th and 21st Advanced Clinical
Course lectures. These ACCs did not go well. The rumors are that the students came
out looking like rocks. The problem was that the anatomy of the GPM had not yet been
worked out and these things can't be run successfully without handling the GPM first.

It remains to be determined whether these rocks are consistent from person to person
on the same goal.

9.1 Finding the Rock

You can either list it from the goal or the terminal. The question would be:
a) What Object would represent

For example, on the goal to be holy, you could either fill in the blank with "a holy man"
or "the goal to be holy".

Use the rock found to fill in the blank in the rest of the processes below.

Super Scio © Page: 116 The Pilot



9.2 Pleasing People

In the ACCs, Ron found that the person was using the rock as a people pleaser. He
would put it up in place of himself so as to attract admiration, etc. Of course there
would be people who wouldn't admire it and that would make it stick.

9.2.1

a) what sort of a would please people.
b) tell me a person that would please

9.2.2

a) spot a time another admired your
b) spot a time another invalidated your
c) spot a time you admired another's
d) spot a time you invalidated another's

9.2.3
a) mock up crowds of people applauding and admiring the rock.

Keep doing this until you feel very good.

9.3 Help on The Rock

Supposedly the rock helps you to survive.

a) Howcoulda ___ help you

b) How couldyou helpa

c) Howcoulda ___ help another
d) How could another help a

e) Howcoulda ___ help itself

9.4 Protecting the Rock

The rock can get lost or damaged and is a constant source of concern and fear.

a) Howcoulda ___ protect you

b) How could you protecta

c) Howcoulda __ protect another
d) How could another protect a

e) Howcoulda ___ protect itself
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9.5 Stopped Motion

The rock tends to stop motion and therefor accumulates mass.

a) What motion of yours has a stopped
b) What motion of another's has a stopped
c) What motion of others has a stopped.

9.6 Resistance

a) What beingness would resist a
b) What beingness would resist

9.7 Objective Exteriorization from the Rock

For this you want to use an actual physical object. You may already have a copy of the
current rock (glasses or a cross or whatever it is that represents your current goal).
You will almost certainly not have one for the immediately preceding GPM (because
you probably abandoned it with great determination), so you can either get one or
make one out of clay or something. The important thing is to have some physical mass
to work with.

Place the object on a table within easy reach. Part of the drill is to actually reach out
and grab it and then withdraw your hand from it. You want to be moving your hand
back and forth by at least a foot.

a) Grab the object and keep it from going away.

b) Let go of it.

c) Grab the object and hold it absolutely still.

d) Letgo of it.

e) Grab the object and (by mental projection) make it more solid.
f) Letgo ofit.

9.8 Wasting the Rock

9.8.1

a) Mock up away towaste

9.8.2

a) Mock up a way for another to waste ___
9.8.3

a) Mock up a way for others to waste
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9.9 Havingness Mockups

This is based on the GITA (give and take) processing of the Philadelphia Doctorate
course and the Remedy of Havingness used by Ron in the late 1950s.

Here you mockup great quantities of the rock in a sphere surrounding you. Keep
making the copies more & more decrepit and decayed and changing their colors and
getting more and more of them until you can get them to start flowing into the body in
an avalanche.

Keep mocking up more and getting them to flow in until you feel satisfied and are
willing to throw some away.

Then mock up more and have them flow outward in explosions and fly away into the
distance.

When that seems to cool down, go back to the first step but this time mock up nicer
copies and get them coming in in an avalanche until you get enough of them.

Keep alternating the inflow and outflow with better and better copies until you can
handle wonderful beautiful (golden or whatever) copies and handle them easily.

9.10 Viewpoint Processing

a) From where could you communicate to a

b) From where could a communicate to you

c) From where could another communicate to a

d) From where could a communicate to another
e) From where could a communicate to itself.
9.12 Memory

The thetan often uses objects as a repository for memory. In the special case of the
rock, he dumps entire lifetimes of memory in there so that he can forget them without
losing them completely.

a) What memories coulda _____ store for you

b) What memories could a _____ store for another
c) What memories could a _____ store for others
d) What might you allowa ____ to forget.
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9.13 Thought

The thetan also has a foolish tendency to let objects do his thinking for him.

a) What thoughts might a have on your behalf
b) What thoughts could you have in the absence of
9.14 Obsessive Create

a) From where could you mockup a
b) From where could a mock you up.

Run these alternately until command b suddenly seems ridiculous and something
comes apart. Then do a few more of command A to stabilize the result. It seems
absurd, but to some degree you're probably having the rock mock you up rather than
vise versa.

Then run:

a) From where could another mockup a
b) From where could a mock another up.
9.15 OT Process

Hold the object in your hands.
Close your eyes.

a) Spot 3 points in the object.
b) Spot 3 points in the room.

Do this alternately. Your perception does not have to be good or very real. Just keep
spotting.

If you should suddenly feel like there is another copy of the rock off in some strange
space somewhere, then add it to the process and spot 3 points in it as well (then you
would be alternating between the object in your hands, the room, and this other distant
object).

Early on in running this, the object in your hands will become much more real and solid
than the rest of the room. Continue until either this effect stops (the object and the
room are perceived uniformly), or you exteriorize from the rock with certainty.

10. Afterword

An interesting point is that the godlike being up at the top of the pattern kicks back
against the enduring people. You can see this in the early books of the Bible where
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God is always saying that the Children of Israel are a stubborn people and he keeps
pushing at them to bend them to His will.

This oppression of enduring people means that when you were godlike, you could not
endure and therefore ensures that the goal will decay. Also, you are continually
bothered by the free beings who are out of your control and eventually you commit
terrible overts against them. This is how the cycle starts.

Note that the people you might think are enduring or free in this example do not
necessarily have those goals as their own GPMs. If you're being godlike and someone
really gives you trouble, there is a tendency to assume that they are free beings
(because the implant suggests it) when really it might be someone who is working on,
lets say, the goal to be popular or even another person working on the goal to be
godlike (but they look like they're free from your viewpoint).

There are earlier universes before this one (see the "Cosmic History"). Each of the last
few universes had its own series of actual GPMs which formed the anatomy of the
game in that universe.

The underlying goal of this universe is to survive. And it includes the twisted false idea
that only one can survive, so you have to be superior to others.

The previous universe was the Magic Universe. The underlying goal there was To
Enjoy. It was a hedonistic universe. The twisted false idea was that you gained
pleasure at the expense of others. In other words, it was good to screw but bad to be
screwed. This idea is still around even though it is blatantly false. All sorts of
undesirable impulses ranging from sexual craziness to wanting to make others into
slaves stem from this earlier universe.

When you came to this universe, you accepted the current goals series and it became
the primary motivating factor. But just because you're living these GPMs doesn't mean
that you completely abandoned the magic universe goals series. You continued to live
them as well but they faded down to being a secondary factor and you tend to move
through the items slowly and with little emphasis. Also, these earlier goals are very
decayed because they have already been lived so many times and gotten worse on
each cycle through the series.

| don't yet have a good handle on the magic universe goals series. It is obscured by
the current series of actual GPMs. You need to know about these because you will see
an occasional loose end sticking out that comes from there (the PC is living the goal "to
be responsible" but he has a terrible urge to get drunk tonight, etc.). Don't go chasing
off after the occasional stray bit of an earlier GPM that doesn't fit logically into the
actual GPM you are running.

The individual's own causative behavior (as opposed to what he is forced into by
others) stems from the following sources:
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a) The current actual GPM.

b) The other GPMs he is still living in from earlier universes.

c) His own prior postulates which he believes he has to live up to.
d) Free Will.

Never make the mistake of thinking that all behavior stems from aberration. The
person can become interested in something. He can decide things without any prior
cause. The difference here is that he can think about these things and change his mind
if he wants to.
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Auditing Tips and Techniques

It would take a large book to hold all the data that we now have on the subject of
auditing. It is truly a lifetime study, and those few who have become real professional
auditors (and there are some, both inside and outside of the Church) are to be highly
commended.

Here | will take a brief stab at writing down some of the factors that | consider to be
important. This is my own interpretation.

1. The Underlying Basis of Auditing

The existence of aberration stems from our need to create and experience everything.
But, for a god like being, this is much like viewing an occasional horror movie to keep

the more desirable conditions from becoming too monotonous. There is nothing here

that requires a persistence or perpetuation of aberration. You should be able to shrug
these things off effortlessly.

The persistence of aberration, on the other hand, is a grave mistake and is due to a
basic conflict between the wrong information we were fed (see "jewel of knowledge" in
#2 "Cosmic History"), and the true nature of our existence. The factors in conflict are
as follows:

At the beginning of our existence, we were mislead into believing that thinking,
perceiving, experiencing, or creating certain things could be permanently harmful to us.
From this, we began to flinch or withdraw from various things. And those things were
then used (by each of us against the others) to further discourage looking, and being,
and thinking, and doing until we have all sunk into a morass of mental blindness and
incapacity.

But, if we are indeed balancing nothingness with an infinity of creation (as | proposed in
"Cosmic History"), then we will never get rid of anything unless we are capable of
creating it again in the future, because we would be unwilling to lose anything on a
permanent basis. This would mean that you will never uncreate anything unless you
look at it so completely that you could mock it up again.

And thus things persists because we mistakenly believe that we should not look at
them and must not create them. On this basis, if something can be brought fully into
view, it should at least desensitize. And if the person can be made to mock up a
perfect duplicate, and therefore see that he is capable of recreating it at will, then he
should be able to completely vanish the object or condition if he so chooses.

And if we further realize that the willingness to create something is monitored by the
willingness to be responsible for the existence of the thing and the effects it creates, we
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see that responsibility is a key underlying button. And since controlling something is
the act of being responsible for the effects that it is currently creating, we furthermore
see that control of something is a gradient towards full responsibility. And to control
something, you certainly need to know about it. This gives us the Knowingness /
Control / Responsibility triangle (KRC) that is used in Scientology.

Coming at this from another angle, it should be obvious that fully viewing something
and being able to duplicate it is monitored by one's ability to communicate with it. And
this is also monitored by the perception of the reality of it. And furthermore, a complete
duplication would require the ability to, shall we say, synchronize or move in sympathy
with it, which could be described as having an affinity or liking for it.

This last button of needing to have affinity might be the big problem because we have
been shown that you're not supposed to like things that are bad, and you're not
supposed to like two things that are in conflict with each other, and (most deadly), if you
like something and then change your mind, it's considered a betrayal. To getrid of a
bad condition, you might have to (just very briefly) choose to like it and that often
comes in conflict with all three of the above.

The factors of Affinity, Reality, and Communication are what is known as the ARC
triangle in Scientology.

And so we see that to bring about the vanishment of a condition, we restore the ability
to create that condition and we can work towards this by gradient scales of increased
looking, communicating, knowing, controlling, taking responsibility, etc. This is the
exact opposite of how things are handled in the society at large where undesirable
conditions are buried and suppressed and kept out of view. This, per my opening
remarks, would ensure that we will continue to compulsively create them out of our
control.

Those of you who are trained as auditors will see that | have taken a different path than
LRH did in specifying the theoretical basis of auditing, but we do come to the same
conclusions.

HOW MUCH OF THE MIND IS ACCESSIBLE

Every intelligent researcher in the field has recognized that there are portions of the
mind that the individual is unaware of. Even the most meat body oriented theories
have to allow for a vast realm of unobserved activity and the statement that you are
only using 5% of your brain or mind is quite commonly accepted.

One of the early Dianetic principles was the idea that if anybody had some inherent
mental ability (such as total recall, lightning fast computations, etc.), then the ability
must be an inherent property of each and every mind and must in most cases be buried
and blocked in this unaware section of the mind. The brilliance of this observation was
partially tarnished by the inadequate one lifetime view and the mistaken idea of
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blaming everything on recent engrams. None the less, it expanded the concept of what
must be hidden in that unseen area below the level of consciousness.

The breakthroughs of 1952 opened up an immensely larger sphere in which the
individual should be capable of operating but where he was even less aware and
disabled. The manifestation of any OT ability, ever, by anyone, would on this basis
indicate that everyone is capable of these things but has them buried far out of reach.
And these things do happen, just look at Rhine's research or the endless history of
observed poltergeist manifestations. As an interesting side note, any such
manifestation also invalidates the absoluteness of physics and places it in the position
of being a special case in much the same way as modern physics (both Einstein and
quantum) placed Newtonian physics into a limited (but exceedingly common and
useful) special case.

We could label this hidden portion of the mind many ways. We could call it the
subconscious, but that has many undesirable connotations for our purposes here, as
does the term "unconscious". Even the label "Reactive Mind" has many implications
which might be correct for some portions of this hidden area but which are not
necessarily true for all of it.

The only sweeping statement we can make with certainty is that this portion of the mind
is subaware or below the individual's level of awareness. Since there is no indication
that the whole thing is homogenous, we should realize that we are always dealing with
relative truth rather than absolutes. An accurate anatomy of, for example, engrams,
only maps one portion of this hidden area and leaves much else to be discovered. One
of Ron's main weaknesses was his tendency to grab a single factor, whether it was
overts or implants or entities or whatever, and decide that he finally had the solution to
it all.

Our primary task in auditing is to move things from this hidden realm into
consciousness.

A useful (but not entirely accurate) analogy is to draw a box and place a horizontal line
across the middle of it, and label the upper section as aware and the lower section as
hidden. We might even shade in the lower area to represent the blackness that comes
from lack of awareness. Our job would be to keep moving that line down until
everything in the box was within the person's awareness.

But the boundary between the aware and hidden portions of the individual's mind is not
a simple line. It would be best thought of as a gray area in which he is almost aware.
This band may be thin or thick and the wider it is, the more things he has that are
accessible to simple processing. If the line is too thin, there might only be a handful of
things that he can look at to raise his awareness and great skill and understanding are
required to get any kind of results in working with him. If the gray area is exceedingly
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wide, almost any technique ever dreamed up by anybody will produce positive results
because there is so much that is accessible.

As the individual moves things from this gray area into full awareness, the gray area
does not shrink, instead it moves downward to encompass more things that were
previously unreachable. The individual has a certain tolerance for unknown,
frightening, or confusing things and he will allow more of the deeply buried stuff come
up to the surface as you clean up the things that are currently accessible. It makes it
look like an unending job because there's always something more, but this is a wrong
view brought about because the hidden area is orders of magnitude larger than the
conscious area. Never worry about how much more he is finding because this may
actually be a positive indication that he is able to tolerate a wider gray area. Instead,
pay attention to whether he is resolving things and becoming more able and more
aware.

The things that are in your full awareness are not the source of your difficulties. And
the things hidden down in the mud are just too deeply buried for you to figure them out
until you have worked deep enough to bring them up into the gray area. Therefore, the
only things that you can make progress on are the ones in this gray band. Those
things, shall we say, that are half obscured but somewhat in view. For this reason,
there will be aberrations that you're not going to get anywhere near handling. It doesn't
matter how slight or silly something seems, the cause of it could be ten fathoms deep.
So never get evangelistic about some disability, it can be heartbreaking. Instead, you
always work on what is accessible and keep going deeper.

But it is very useful to widen this gray area. It makes more things accessible. It gives
you more angles of approach (and we don't know the right way to address everything).
It allows more room for error. And it lets you get deeper and undercut things and
therefore leads to faster progress in general.

Simple things like being well fed and rested will expand the gray band because you are
more willing to look deeper. Things like courage and confidence, knowledge and
determination all play a role in this. And the more you succeed, the more you are
willing to grapple with so that eventually you're digging this thing out with a steam
shovel instead of handling tiny specs of dirt.

2. Types of Auditing

Let me first warn you that the CofS currently considers self-auditing to be dangerous. |
disagree because this is where the mind's protection is the most effective. However,
the gray band of accessibility can become extremely narrow so that most self-auditing
is unproductive of results.

The different types of auditing have a significant effect on how wide the accessibility
band is. If you're being audited by a safe and knowledgeable person, you are much
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more willing to dive more deeply into the hidden portions of the mind than you would be
if you were auditing by yourself.

Also, making mistakes Vs having successes is a major factor in accessibility. Early on,
when you know the least and are most likely to goof things up, you're better off with
somebody who knows what they are doing. On the other hand, a bad auditor who
screws things up might actually make the PC less accessible in session than he is
when he is alone, hence there has occasionally been a problem with people self-
auditing (and not doing very well at it) in between professional sessions that should
have fixing them up but instead were making a mess of things.

Here is my list of the types of auditing, starting with the one that gives the greatest
accessibility (if done right) and working down.

2.1 Professional Auditing

Here, an auditor, who should be extremely skillful and knowledgeable, audits the PC
(preclear - from habit we even call OTs PCs). The PC is not expected to know very
much. The PC is also expected to pay a lot, possibly with some justification since it is
very hard to make a good auditor and the PC is doing very little for himself. Its the
unnecessary and screwed up actions that cause people to really scream about the
prices (who in their right mind would want to pay thousands of dollars for an
unnecessary sec check for example). There is rarely any complaint if the right thing is
run to a good result.

| personally believe that this is a cop-out on the PCs part and a way to offload
responsibility onto the auditor. Although this will give the widest band of accessibility at
any given moment, it does not encourage the band to grow wider to the same degree
that learning the subject will. Therefor | think professional auditing is best suited to
repair actions and startup actions (to get someone moving) and should not be used as
the main thrust.

Furthermore, the PC has little idea of what is going on and he can be led into trouble by
bad auditing or incorrect C/Sing (Case Supervision, which specifies what is to be
audited). This is the only situation (outside of using drugs etc. to force yourself over
your head) where somebody might get worse instead of better because he is usually
reaching much deeper than normal because he expects the auditor to keep him safe.

2.2 Co-Auditing

Here the person studies the materials and is paired up with another person who is
doing the same. They take turns auditing each other.

In this case, the co-auditors can get away with the sloppiest techniques and still
produce fantastic results on each other because the person being audited is well aware
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of the procedures and purposes and is taking responsibility. The only really critical
factors are ARC and a desire to help. The mere presence of somebody else who is
willing to listen and give assistance gives a tremendous boost to this factor of
accessibility.

| believe that this is the way to go for most people until they reach a point where they
can make good progress on solo auditing.

The ideal situation would be to have a professional auditor available to give assistance
in case of trouble.

2.3 Solo Auditing

Here the person goes at it by himself, but with the full formal procedure of auditing. He
uses an E-meter and writes things down in a professional manner.

In the CofS, solo auditing is always done with a Case Supervisor who reads the
sessions and issues instructions. This ensures that there is still an external
communication line and that someone else is there to provide missing knowledge or an
external point of observation.

Although the band of accessibility will be narrower than in a co-audit, this has the big
advantage that the person, as his own auditor, has an internal communication instead
of having to relay everything in words and it also raises the person's responsibility even
further.

The same formal procedures will work without a case supervisor if the person has
enough understanding of the subject. The sessions should still be written down,
because this helps get everything exterior to the person. The band of accessibility will
be found to be narrower because there is nobody else there to bail you out if you get
into trouble, but if it is already extremely wide, because of a great deal of study and
determination, then it can still be adequate to the task.

2.4 Self Auditing

In the final analysis, the only way out is to become a fully self-clearing individual. If
you're floating around in a bodiless condition without a book or an E-meter and there's
no one around who knows enough to give you a hand, you should still be capable of
taking anything apart and setting yourself free.

But you can't self audit in the absence of understanding and without any workable
techniques. People have been known to just spin around endlessly just figure figuring
and getting nowhere. If people could do this right on an instinctive basis, we would
already have gotten out of here. The problem is that we swallowed a whole lot of
wrong data early in our existence and it predisposes us to becoming aberrated. So the
person's instinct is often wrong and leads him into a downward spiral.
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Furthermore, the band of accessibility is at its narrowest in this case because the
individual has no help. If you are extremely advanced and very knowledgeable, then it
doesn't matter so much because the band is incredibly wide anyway, but if you are just
beginning and know little and have little perseverance or determination, then the band
might be so tiny that little progress can be made.

There is also the research question of developing techniques which are conducive to
successful self auditing. Unfortunately, the CofS has leaned away from this. There are
some exceptions, like the book "Self Analysis", but generally this is an untapped area.

My own experience was that | was able to successfully self audit the route 1
procedures in "Creation of Human Ability" based on reading the book shortly after |
joined the subject. Although this didn't fully turn on real OT abilities, it was a lot of fun
and | believe that it set me up for the big OT key out that | had the following year.

According to the Philadelphia Doctorate Course tapes, the OT drills are self auditable if
you know the materials well enough, and they can be done immediately on a certain
percentage of new people when they walk in the door (these were what was then
referred to as Step 1 cases, people who could run step one without preparation). But
this research line was pretty much abandoned.

On the other hand, the Dianetic techniques in DMSMH absolutely cannot be self
audited. Something like Dianetic repeater technique is almost dangerous even in
professional hands, nothing to say of having people go try it by themselves. But that is
mostly because it is a poor technique on any basis. The modern Dianetic techniques
are smoother and easier, and possibly could be self audited by a very advance case,
but such a case would probably be a Dianetic clear already and the technique would
actually be in his way and inappropriate to use.

But there is a self auditable technique for running engrams. It consists of alternately
spotting something in the incident and something in the room. This can actually let you
recover the unconscious period of an operation and bring up the words being spoken
and everything. You just need to persist with it long enough. We still have the problem
of accessibility. Some cases are just not up to running engrams. But if they are, this
trick will work almost as well as the modern Dianetic R3R procedure, with the difference
being that it is slower but does not require an auditor or an E-meter.

It is almost criminal not to have a technique like this and teach it to people as soon as
they are up to running engrams. What if the person should die? This is one of the few
ways that they could run out the death experience successfully.

Furthermore, this one works for Dianetic clears without the liabilities of running R3R
(which can get the NOTs aspects of the case all stirred up if too much of it is done after
clear).
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The technique would be to "Spot an incident underlying (condition)" and then
alternately spot something in the incident and something in the room until something
happens. Then spot another incident underlying ... etc. until the condition is handled.
In general, you should not ask for an "Earlier Similar" incident when doing this on a
clear because the "engram chain" mechanism is not fully operative after someone goes
clear. A looser question allows for an earlier similar to be run if one is there but doesn't
force it. This is actually more of a high powered recall process rather than true Dianetic
picture running.

3. Methodology

3.1ITSA

First and foremost is simply looking and seeing "What Is". Since this results in saying
"ltisa...", we call this ITSA in Scientology. The opposite, which is saying "What is it?"
is referred to as WHATSIT.

By actual observation in the auditing of preclears, if the PC continues to ITSA he will
make forward progress and if he concentrates on WHATSIT he will jam up and grind to
a halt. This doesn't mean that you can't wonder what something is. But it does mean
that if you concentrate your attention on all the things you don't know, you will bog
down. The trick is that there must always be more ITSA than WHATSIT if you wish to
get anywhere.

If you have something you are wondering about or trying to figure out or if you are
trying to run a processing question, then you already have one WHATSIT there to work
on. At that point, you're just slowing yourself down if you start thinking of what else you
don't know. Instead, you should concentrate on things that you can identify or see or
know about.

If you don't know what time it is, and need to know, you don't handle it by also thinking
about how you don't know the date and don't remember where you left your watch.
That's all WHATSIT and if you keep it up for too long, you'll just bog down and decide
that the whole matter is hopeless. Instead, you look around and try to spot a clock ("It
is a clock and it says that it is 5 minutes after six" - this is ITSA). And if you can't spot
any, then you spot things that you do know about the time. Maybe you remember that
the sun was going down, etc.

Never be afraid to consider something that you don't know, but always balance it with
lots of ITSA. That is the fastest way to make progress.

If you're trying to figure something out, it often helps to go over the things you do know
which have a bearing on the problem.
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This also tells us that you are much better off expanding outward from areas that you
do know something about rather than plunging into completely unknown regions.

3.2 Repetitive Spotting

To pound in a nail, you hit it over and over again with a hammer. Often it is hard to start
and then things pick up. You don't try to do it all in one blow. You also don't hit it once
and then keep the hammer on the nail and try to push real hard to get it to sink in the
rest of the way.

The biggest gain in perception is when you first look at something. Just continuing to
stare at it after that only produces a small perception change in proportion to the
amount of time spent. If you want to see something more clearly, keep looking at it and
something else alternately, or shift around between different spots on a large object
rather than staring at it. This will improve perception and can be tried easily.

You can also do this on a physical basis, actually reaching out and touching something
and then withdrawing from it and then reaching again etc.

Among other things, we are drilling the ability to reach out with and withdraw one's
attention. When an area is aberrated, one either gets one's attention stuck on it or one
flinches from it and can't look at all. Either way, putting your attention onto and off of it
in a controlled manner can restore the ability to think about and handle something.

Furthermore, drilling the precise control of your attention is like any other exercise, it
gets better with practice and you build up muscles.

Processes are best done with alternating commands (this naturally shifts your attention
back and forth) or with some inherent change of attention (spot another object or
remember another time when ...) or with great care to end the action precisely before
doing it again.

Sometimes you can get somewhere with fixed concentration, but its usually the long
way around, and there is a tendency to build up a resistance when you push too long
and hard against something. In eastern practices, they often drill by holding their
attention on a single point instead of alternating and these drills are notorious for taking
years of arduous work before they achieve a result. Tibetan monks have been known
to wall themselves up in caves for years to complete one of these drills. The speed
difference is at least a hundred to one. Just see how long it takes you to push a nail in
someday without swinging a hammer and you'll see what | mean.

There is also the matter of narrowing one's attention down to the point where one has a
chance to push through something. There are things that are just too much for the PC
at this stage in his existence and you handle that by addressing one piece at a time
rather than trying to handle everything at once. You can probably get him to confront
losing his pen if he doesn't at the same time think about how the boss is going to yell at
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him. And then maybe you could get his confront up on people yelling as long as they
were not his boss and then you could get him to confront his boss as long as he wasn't
yelling. Finally you can take up the subject of his boss yelling at him for losing the pen
and succeed where otherwise you would have failed.

The idea behind processes is generally to address a specific thing and not get into all
the other stuff that's wrong with him at the same time. You do one thing with the
attitude that you'll worry about the other things later. This is where you can fail if the
PC has his attention stuck on some other horrible thing in his life (a problem or
something) because he keeps pulling that into the middle of the process you are trying
to run.

And so you have to watch out for things that have the PC's attention stuck. If it is stuck
to the point where he can't put it aside briefly to do something else, then there is
nothing else that you can run, because you are going to be running that fixed point of
attention whether you like it or not.

There are some processes, such as simply looking around the room and spotting things
that you like, which will run a point of fixed attention without addressing it directly. But
realize that you really are running that fixed point by having him practice putting his
attention somewhere else under his own control. You can also run this process in the
absence of fixed attention and it will be a nice process for improving one's perceptions
of the room. But it runs like a different process in that case because you are not doing
the same thing with it.

And here again we have the factor of accessibility. The process that will really cure
what his attention is stuck on might not be in the accessible band. And so you do a lick
and a promise and try to get his attention off of it temporarily and then build up his
muscles by handling what is accessible until he reaches the point where he really can
go after that thing which has him swamped.

3.3 Drills

You can exercise abilities and perceptions by drilling them. This is a form of repetitive
spotting (or repetitive doing) that is oriented towards repeating the action. It is
addressed towards the current environment rather than the past and works to increase
ability directly rather than being concerned with why the person is not able.

At Scientology lower levels, they use drills on the physical environment and work
through the body. For example, you might have the person look around the room (with
the body's eyes) and spot something he likes. You would do this repetitively until the
person brightens up.

On the upper levels, the techniques are often done outside the body. You could, for
example, close your eyes, get the idea that you're hovering over the city, and spot
something that you like.
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Both methods are valid and valuable. If we forget about the silly status button as to
whether or not somebody is at a certain case level, it becomes apparent that both
methods could apply at any level. It is often best to do a physical drill on the room
using the body first and then go on to do the OT version of the same drill. The OT
versions of these things are beneficial even if the perceptions are vague and unreal.
They get better as you advance.

Making gains by means of drills alone is unfortunately very limited. A certain amount
can expand abilities and build up horsepower, but then you begin to run into the
various mental barriers that you have set up and the limits of the physical rules that you
are in compulsive agreement with.

My own idea on this would be to have a short level of drills in between each major level
that is address to auditing something out. This should include some physical drills
(also called "objective" processes in Scientology) and some OT drills. In other words,
let the person do some of these all the way up the line rather than putting them at some
special super OT level. And do them with the knowledge that they will be vague and
sketchy at first and will get better as one advances.

Unless you're drilling precision, you should push the speed just a bit because quantity
of commands done is a bit senior to the quality with which they are done and because a
faster pace tends to raise one's tone level (see 1st ACC lectures). This doesn't mean
that you slop around and don't really do the command or try to get through everything
in a mad rush, it simply means that a brisk pace is preferable if the PC is up to it. But
precision is often worth working on (this is the keynote of martial arts or practicing the
piano, etc.). A good technique when you're doing drills solo is to do a few commands
very precisely and then do a large number quickly and then do a few more with great
attention to the quality and precision etc.

3.4 Processes

Repetitive processes generally aim at pushing through something, deeper and deeper,
until you can spot a basic answer or confront a basic incident that causes an area to
fall apart.

Of course drills can also be considered processes, but here I'm referring to questions
which get you to confront things. As discussed under repetitive spotting, the questions
are often alternating so as to bring about a natural shifting of attention on and off of an
area because this gives you the maximum push into looking at the area.

An example would be running "What is the Problem", "What communications have you
left incomplete about that problem". The two commands are done alternately, and they
get the person to shift his attention back and forth so that he doesn't bog down on one
question or the other. For self auditing to clean up a specific problem, you might be
best off using "Describe the problem" instead of "What is the problem" because this
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encourages more ITSA and this process will work best on a specific problem by
alternating ITSA on the problem itself and on the incomplete communications. The
problem will change as you continue the process, and you may even shift to a more
basic problem.

3.5 Assessing

A very useful technique is to go down a prepared list of things and see which reacts.
There are many variations of this. Itis used, among other things, for assessing a
correction list of possible things that can go wrong to see if you can find what is wrong.

This really should be done with an E-meter so that you can see what reacts. This gives
you an easy way to figure out what to take up. Trained auditors will know how to do
this. Solo auditors using a meter can get away with this on a very sloppy basis
because they know what is going on with themselves. Doing this on someone else
should only be done by highly trained professionals or very knowledgeable co-auditors
on each other because it can be quite evaluative for the PC and can get him all
screwed up if the auditor jams the wrong things down the PCs throat and misses the
right ones.

Note that because the list is generalized and the topic (such as fixing what has gone
wrong) may have more than one correct answer, this is not generally used to find the
one and only answer, but instead is used to get areas to follow up on. The most
significant one might not even be accessible when you begin running this so that lesser
areas have to be handled first.

On a self-audit basis, you can still check over the things on a prepared list to see if you
can spot items that seem indicated to you. Somebody might actually read through that
list of actual GPM goals (see the previous write-up on actual GPMs) and just know it
when they come to the right one.

You might also look down a list of possible errors (e.g. a correction list) and spot right
away what has gone wrong.

If you're not sure of finding the right one but you're still fairly clear headed, you can try
out a couple of possibilities and see if one or more of them work. This is possible as
long as you still have enough free attention to tolerate a few wrong answers and a bit of
WHATSIT before you get your hands on something that is right.

The difficulty comes up when you have really gotten yourself bogged down and its all
too foggy and confused and over-charged and maybe you've already got a lot of things
wrong so that the answer is not obvious. In this case, all you can do is to keep fixing
individual things that are wrong until the area cools down and you can see clearly
again and that is very hard without an E-meter. This is really the area where we could
use a team of crack professionals supporting co-audit clubs and self-clearing groups
etc.
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There are many assessment lists in Scientology. Modern Scientology is especially
good at putting together correction lists to use in assessing and fixing what has gone
wrong in the case of trouble. These correction lists were developed by accumulating a
great deal of history on things that did go wrong and how they were fixed. Later | will
talk about a few of the more critical errors, but this will not substitute for a thorough
study of case repair.

You can also put together an assessment list if you know enough about an area. If, for
example, you know how to fix cars, you can make a list of things that could be wrong
which you can go over when a car comes in to be fixed. In developing such a list, you
must be very careful to put together a general list of what could be wrong (or whatever)
without looking for the exact right thing that is wrong. This question, of what is wrong,
does not generally go to a single perfect answer because there are usually many things
wrong and there is often an accumulation of errors before something actually fails.

Never confuse assessment techniques with the listing techniques given in the next
section. Assessment lists are useful lists of things to consider.

3.6 Listing and Nulling (L&N)

This is an extremely powerful but potentially dangerous technique. | do not recommend
it to beginners, but you should have some understanding of it.

You begin with a question that goes to exactly one right answer (which is why it doesn't
work on the question "what is wrong with me" etc.).

Then you list down answers to the question. The action of listing itself will improve
your confront in the area and will tend to take off charge. If the area has too much
charge on it, you may not spot the answer (referred to as "The Item") when you list it,
but instead you might have to list some more answers first. You have to spot the
moment when all the charge has come off and you're ready to spot the item.

Then you go down the list of answers nulling out the ones that are no longer valid (this
is the Nulling step) until you find The Iltem which is the one and only exact answer to
the question for you at this time.

You then have to recognize that it is the answer. In an auditing session, the auditor will
indicate that "..." is the item. In solo, you indicate it to yourself.

This is a very dicey procedure if done in the presence of heavy charge, and that should
be left to professionals.

But listing on a lightly charged item is very easy. You just spot a couple answers and
know which one it is (generally listing on NOTs works this way because its not your
charge). Generally you can just list to the right item without doing an item nulling step.
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If there is heavy charge, what you can do is to take most of the charge off with a
repetitive process first. Often you can even cognite what the item is without doing any
listing at all. In self auditing, only begin a listing technique when the answer is almost
on the tip of your tongue. This is slower but much safer.

Among the things that can go wrong are the list is being overlisted (you have kept on
too long and it seems to be getting heavier and more solid) or the list is still incomplete
(there is still more charge and more answers you need to get off and it seems like there
is still more than one possible answer). Sometimes when you go past the correct
answer on Nulling the list, it seems like every answer is correct, so find the one that
triggered that happening. Often (but not always), it turns out to be the first one on the
list. See the "Laws of Listing and Nulling" in the tech volumes and don't list anything
that is heavily charged until you really know what you're doing.

The worst error is indicating the wrong item. If it feels bad, it is not it. The right item
always cheers you up no matter how sick the answer might seem because finding the
right answer will start straightening things out and bring about a feeling of relief at a
minimum. If things seem bleak or hopeless after finding an item, it is guaranteed that it
is wrong. If this happens, immediately indicate to yourself that the item is wrong (that
will cool down most of the side effect of a wrong item). A wrong item can make you
sick. The same can happen if you have the right item and then invalidate it.
Whichever way it is, if you suddenly feel horrible, then reverse the indication.

Don't get too worried about wrong items or listing errors. | have run many thousands of
lists on myself and gotten hundreds of items wrong without any serious ill effect. Even
when the listing was done on me by someone else, the occasional wrong item didn't
usually have much effect except that a few time | got very mad and upset. Only twice
did | ever have a really bad reaction and in both cases it was listing done on me by
another in an area that was extremely highly charged.

In one of the two cases | became extremely sick, and in the other | suffered very briefly
from hysterical blindness, unable to see anything but blackness with my eyes open (but
this happened instantly and made the error obvious and my vision snapped back on -
on simply reversing the indication).

As a little aside, people are always indicating wrong things to each other in life. You
should learn to spot these things and reject them and you'll find that life is a lot more
pleasant. Even if something is actually right, if you're not ready to have the item, then it
wouldn't do you any good so you might as well toss it. If you keep evolving, you'll get
back to it eventually and generally you'll find that even the things that seemed right
logically (but didn't feel correct) were slightly off base.

Its simple and easy to spot things (such as things that are wrong etc.) and do
something about them without getting into a frantic search for the right answer. If you
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pound away at searching for the one true answer (especially with a question that has
many valid answers), you tend to get into a continual WHATSIT that will bog you down.

If you keep spotting truth and not worrying about the stuff that is not yet accessible, you
will have an expanding sphere of rightness and understanding and gradually the dark
areas will clear up and resolve.

3.7 Taking over Automaticities

An old basic idea in Scientology is that you have the PC do consciously what he is
already doing automatically.

If we are adding to the richness of creation, then he can let himself stop doing
something as soon as he has full control of doing it consciously whenever he wants.
Then he doesn't lose it if he stops.

But if you suppress something that's happening automatically, he can't let go of it, so it
keeps going in a hidden manner and what you end up with is both the automaticity and
its suppression being continually mocked up. This may result in something that looks
like nothing is happening, but its solid and very busy under the surface (its the no
motion of forces in balance instead of a simple absence of motion) and it chews up a lot
of his horsepower keeping these things in suspension.

A good technique is to have the PC alternately increase and decrease the action. If a
muscle is tense, alternately make it tenser and looser etc. If a person is stuttering,
have him alternately stutter worse and better in alternate sentences.

This leads to more exotic techniques based on assumptions about what the person is
doing unconsciously. Obviously, he's automatically making the wall solid, so you have
him make it more solid, etc.

3.8 Mockup Processing

Since the underlying basic is creating things, the ultimate process would simply be to
create things consciously and under your own control. If you can mock something up
causatively, then you don't have to mock it up compulsively.

This is the basic technique of the Philadelphia Doctorate Course and Ron has said a
great deal about it.

If you're worried about car crashes, then do mockups of car crashes until the mockup is
under your control. Then you'll stop worrying and also have enough confront on the
situation that you'll have a good chance of avoiding a crash instead of pulling one in.

You really should listen to the PDC tapes, but I'll give you a few key points here. First
of all, mock up many copies, not just one. Change their color and alter them in various
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ways to get them under your control. Move them around and locate them in different
places. Work in all directions, not just in front of you (there is an automatic tendency to
push pictures behind your back to keep them hidden, so working mockups behind you
is especially good). Subsequent research by Ron in the late 1950s (16th ACC etc.)
showed that you must do something with the mockup, such as making it more solid or
changing it around, to ensure that it is your own creation rather than just pulling up old
pictures.

The final problem with mockup processing (see 1st Melbourne ACC) was that it
sometimes stirred up charge on Create/Destroy. It was abandoned for that reason
despite the fact that it worked in a large percentage of cases. In the 1960s, it was
discovered that Create/Destroy were key implant buttons and this problem was
basically solved, but mockup processing never went back into intensive use.

The keynote of using this technique safely is to never push the PC into having to do it,
because sometimes there is charge on the Create button. But use it yourself anytime
you feel good about it, because it is one of the fastest and most powerful techniques,
and even in the early days, Ron explicitly stated that it could be self audited
successfully.

If there is charge on create, you can probably blow it by spotting the top of the first
penalty universe. The first item is "To Create Is Native State". Then the penalty
universe shows you how that leads to death and destruction. You can pull out of the
whole thing by spotting being blanketed and pushed into the penalty universe and then
by spotting pushing others into it. The context of this is given in the "Cosmic History"
and a more detailed write-up will appear later in this series.

3.9 How to Run Processes

The most important thing in running a process is to continue to do it until it's done.

The act of running a process will bring other things into view. There is a strong
tendency to chase after the new things discovered instead of finishing what you're
doing, and that is a mistake. If you do find something worth following up, write it down
for later and continue what you're doing.

There is a real problem in knowing when to stop. Always end on a win or some sort of
gain or improvement. But don't push on endlessly trying to force some big gain and
invalidating the actual win because it seemed too small. The invalidation itself
interferes with further progress. lts like teaching a little kid something. You have to
encourage the tiniest half screwed up forward step so that he can keep getting better.

We are generally working towards getting key-outs, which means that you don't take
apart the entirety of trillions of years of, let us say, having a car (or spaceship or
whatever) break down while trying to drive to work. Instead, you spot a few things and
suddenly the accumulated weight of that thing falls away and you feel better and have
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a win. That is the point to stop. If you carry on, you just begin to stir up the tons of
earlier stuff connected to the area you're handling and that stuff may be too early and
too far out of current experience to be addressed right now. So you take the win you're
given and go on to something else. Eventually you come back around and an earlier
and broader sphere is now accessible and you can go to a more powerful win.
Eventually you should be able to spot the original postulates, decisions, actions, and
false data that started you on the downward path.

A process can be underrun, meaning that it hasn't been run long enough, or it can be
overrun, meaning that it has been run too long.

Leaving a process incomplete (e.g. underrun) can sometimes leave you feeling irritable
or even hopeless because you've stirred up something, expecting to handle it, and then
abandoned it instead. Self auditors commonly leave processes underrun, get
discouraged, and then abandon the whole mess.

Overrunning a process tends to make things more solid and often gives you a heavy or
tired feeling. The process also gets more difficult to run and things that were easy to
confront when the process was going well can start seeming hard to handle. If you
begin feeling that stuff is coming back that was gone, its almost certainly an overrun. In
my experience, overrun is the most common mistake when people are auditing each
other. They want a single process to do everything when the real truth is that you
usually need many processes, each producing a small forward step fairly quickly.

Even a self auditor needs to keep a record of processes run so that he can check back
over the last few if he begins to feel irritable or hopeless (underrun) or heavy and solid
(overrun).

For underrun, you finish the incomplete process.

For overrun, you spot the moment that you went release on the process and
rehabilitate that. You can spot the win or new awareness that occurred. You can spot
the invalidation of continuing and the subtle action of dragging things back in (which
had been momentarily better) that occurred when you kept on running the process.
You can even count how many times you went release because a long overrun can
have multiple release points. There are more sophisticated methods taught in
professional auditor training, but you shouldn't need these unless you're handling an
untrained and unaware PC.

3.10 Rudiments

If a person has an upset, problem, or a withhold that they are worrying about, then it
will not be possible to make any progress on anything else because these things cause
one's attention to stick. These are called the rudiments because they need to be taken
care of first before handling other things.
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Trained auditors, even solo auditors, learn sophisticated techniques to handle these
using an E-meter. | will not try to cover all of that material here.

But untrained people still need something to get through these things. And even a
professional should have methods for self auditing these if necessary; you can't always
count on having a meter and being able to set up a formal session (especially if you get
run over by a truck).

A. UPSETS

An upset is best described as an ARC Break (ARCX). On a self audit basis, you would
first just look the incident over very carefully, confronting what happened and spotting
things about it. The emphasis is on saying what is (ITSA) and not worrying about the
confused and unresolved parts of it (which will be handled next). This is to soften the
incident up a bit. Needless to say, you do this away from the source of the ARC break
if at all possible.

If you're extremely upset, furious or hysterical or whatever, then also do alternate
spotting of the room and the incident until things cool down a bit.

When you're ready, consider the points Affinity, Reality, Communication, and
Understanding and determine which was the most significant in the upset. You can do
this step again if there is more than one. This is an assessment, as discussed earlier.
Done without a meter, you simply take your best shot and if the following step doesn't
bring some relief, you try again.

Then check if the item found above was enforced or inhibited. If neither one of these
indicates strongly, then use a broader assessment consisting of a) Not-Known, b)
Curious, c) Desired, d) Enforced, e) Inhibited, f) No .., g) Refused. Note that standard
tech does not include the Not-Know button in their ARCX assessments, but it follows
from general theory and shows up more as you get higher on the scale.

When you spot that, lets say, an enforced reality or an inhibited communication was the
primary source of the upset, there should be a feeling of relief. If not, then you've got it
wrong and should redo the above.

The relief on spotting this can be partial or total. If its complete, then you're done. If
not, then carry on as follows:

First of all, spot the primary direction of flow. |.E., did you inhibit someone else's
communication or did someone else inhibit yours. It can even be another inhibiting
others communication or someone (you or somebody else) inhibiting their own
communication (or affinity or reality or whatever the button was).

Then spot exactly what communication (for example) was inhibited and state it clearly.
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Spot what you did in the incident.
Spot what you decided in the incident.
Spot what you postulated in the incident.

Note that professionals don't use this extra set of questions specifically, but they do get
the PC to ITSA about the incident. In self auditing, you generally need more precise
questions, and the above are aimed at getting more ITSA.

If something still seems unsolvable or hopeless about the incident, then look for an
earlier similar upset and repeat the above.

And watch out for overrun. If it gets better and then suddenly seems more solid, you've
passed the release point and should rehabilitate it instead of continuing.

B. PROBLEMS

If you have a simple problem, its sometimes enough to simply spot things about it
(ITSA). Professional auditors generally use a technique that only consists of getting
ITSA and then finding an earlier similar problem etc. This is workable in a professional
session (where the auditor is trained to keep the PC ITSAing) but may be inadequate
for self-auditing.

For better handling, it helps to know that a problem will generally have two sides in
conflict and to know, at least theoretically, that you're doing something to attract or
encourage the opposition. One approach would be to try to identify the two sides in
conflict and then alternately spot something about each side.

Another technique, which is good on a self audit basis, it to run the problems and
incomplete communications process as | discussed in section 3.4 above. Although this
is also used as a general process when running the problems grade, it can be run on a
specific problem and used to be used that way in repair sessions (see the old circa
1966 instructions for running the Green Form which is a general purpose case repair
action). Although the org stopped using it this way a long time ago, it did work and has
the advantage of being usable without much training. Note that using it on a specific
problem usually produces a release on that specific problem and it later can be used
again on another problem. But if you do get a major release on the entire subject of
problems, then pat yourself on the back and put this technique aside. When problems
eventually key in again (which they will if the release came from a single process), then
shift to another problems technique (such as mocking up problems of comparable
magnitude).

C. OVERTS AND WITHHOLDS

If you're really worried about getting caught for something you've done, you probably
have what Scientology calls a "Missed Withhold".
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The key thing that really gets your attention stuck is that somebody did something that
made you wonder if they knew, but you're not sure. This uncertainty really hangs you.
The handling is to spot who nearly found out and exactly what they did that made you

think that they might know.

Of course you shouldn't be doing bad stuff and living a life of secrecy, but that can
usually be handled on a gradual and general basis. People usually commit overts to
solve problems or because they are out of communication or have misunderstood
something (which is almost the same thing) or for vengeance (handle the ARCX) and
there is a whole grade full of processes to clean up the area.

Its the missed withhold (rather than the fact of having committed an overt or having a
withhold) that gets the person so stuck that you don't have the opportunity of running
any processes to bring about a general improvement.

If you do have your attention stuck, full handling would be to write down exactly what
you did (including all the gruesome, embarrassing, or shameful details), get exactly
when you did it, double check that you've gotten all of it, then spot who nearly found out
and what they did to indicate that, and spot if anyone else missed it etc. If you don't get
full relief, then look for an earlier similar and handle as above.

I'm not asking you to send in these pieces of paper to anyone or even to tell anybody.
You can burn it afterwards if you want. The idea is to get your confront up on your own
actions and raise your responsibility level. At least don't lie to yourself.

If an overt or withhold does seem to be sticking your attention and you really can't find
anyone missing it, then its probably just a matter of confront (you might even
repetitively spot what part of that overt you would be willing to be responsible for) and
the weight of earlier similar actions (find and handle them).

D. OTHER RUDIMENTS

There are other rudiments, such as invalidation, that can occasionally get in the way.
They are nowhere near as common as the 3 given above, but they do happen.
Furthermore, anything that can interfere with auditing to that degree is obviously a
potential grade of release that should be run eventually. But more research is needed
here. It took years to collect all the underlying key points on each of the above and a
similar effort has not been made in other areas.

For now, the general technique (on something such as invalidation) is to get as much
ITSA as possible and then go earlier similar.
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4. Assists

It is very important to know some techniques that will dig you out if you get in trouble.
There are volumes of material on this in Scientology. Here | am only scratching the
surface.

In general, when you use an assist to handle pain, there will be a moment when the
pain becomes very sharp just before it vanishes. This happens because you are
removing the mental barrier which you are using to keep the pain suppressed and
under control. You need to remove that barrier and view the pain fully to get rid of it.

If there is a physical injury (bleeding etc.) always do first aid first. And if its really bad,
get to a hospital. You CAN do fantastic things and heal at incredible rates, but mental
techniques are usually too slow for real emergencies. But if you do this stuff in the
emergency room while the doctors are working on you, you might get out of intensive
care in hours instead of weeks and avoid long term damage.

Also note that anything you do to suppress pain will interfere with handling it mentally.
There are things you can do that actually reduce pain (by killing germs or reducing
swelling) and these should be used. But don't suppress it with things that only act as
pain killers except for emergencies, and then only use them momentarily (like an
anesthetic to get through an operation) rather than taking something steadily which will
dull your mind and block your abilities.

4.1 Contact Assist (For Pain After an Injury)

This is the fastest and easiest one to do if you just banged into something. There is
already a good write-up on this by Ron, but it is so useful that | will give you a brief
summary here.

Ideally, you do this where the injury occurred using the objects involved in the injury.
Cool off any hot surfaces and blunt or otherwise cover any sharp ones (such as a knife
you might have cut yourself with). Then slowly repeat the action which caused the
injury. Do this a number of times until the pain turns on strongly for a moment and then
starts to fade.

If necessary, you can try to approximate the objects involved in the accident. You can
even try to duplicate the circumstances in a different location if you have to, but the
original location is better.

4.2 Advanced Touch Assist (For Pain)

This is one of the key assists used in Scientology and there is a great deal of material
on how to do it.
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The method currently used in Scientology is to have the injured person "feel my finger",
and this is the command to use on an unaware and untrained person because its hard
to teach someone an advanced technique while they're in pain and distracted.

But the older more effective command was to have the person close his eyes and "look
at my finger". The org still uses this on OTs, but in the old days it worked on new
people as long as the auditor was good enough to gently coax them into doing it and as
long as they were not so raw that the idea was too hard for them to grasp. This version
works at least twice as fast as the other one.

As you touch the person, you alternate right and left sides and you try to follow the
nerve channels and work near and far from the injury. And you pay special attention to
working over each finger and toe and also the spine. The org has plenty more on this,
but these are the basics.

You can do this on yourself, touching alternate sides and, with your eyes closed,
looking at the spots which you touch. If the injury is to the hand or you're distracted by
the feelings coming from the finger you are doing the touching with or you need to
reach hard to get at areas, then you can use the back of a pen or pencil to touch
yourself with.

Now for the advanced version. This is not currently used in Scientology. | developed it
by taking some early research of Ron's (see the November lectures of 1952) on the
subject of how the thetan handled the body =~ and combining it with the touch assist.
What he did was to have a person move their arm or walk across the room and try to
follow the energy flow through the nerve channels of the body as they did it.

The advanced technique is to mentally follow the nerve channel from the brain down to
the spot that your touching on your body. Flow some energy along it if possible and
push through any ridges or standing waves. If you're in good shape, you should also
be aware of reaching into the brain to pickup the nerve channel in the first place.
Alternate sides and follow the usual pattern for a touch assist. Except, if the trouble is
with the head, stomach, or spine, then also alternate head and stomach (because they
are at opposite ends of a heavy nerve channel) as suggested by Ron for a different
process in 1957.

This can work as much as ten times faster than the standard touch assist and often
works on those occasional somatics (the Scientology word for pain, which derives from
psychosomatic) which don't run very well on the ordinary version.

Note that even an extreme physical injury (such as an exposed nerve in a decaying
tooth) is far less painful than it seems because 90 percent or more of what you are
feeling is the mental accumulation of past pains rather than the actual moment to
moment hurt. You will find that there is a faint physical component which does not blow
without actual healing (you wouldn't want to be numb after all), but it is a shadow of the
agony that we usually experience.
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4.3 Redirecting the Somatic Machinery

The OT handling for any pain, sensation, emotion, or even drug effects is to drill
placing the feeling or whatever into the walls, floor, ceiling, or large nearby objects.
You can also vary this a bit by occasionally putting the feeling in clouds over distant
cities etc.

A shallow version of this is still used occasionally in Scientology. A more
comprehensive version was used in 1953 (see the 1st ACC tapes etc.). But even that
falls short of what can be done with this technique.

You have machinery and split off pieces of yourself stashed away in various hidden
areas, mostly outside of or sideways (in a fourth dimensional direction) of the physical
universe. This will be discussed further in another write-up, but the basic idea is that
you can only feel what you yourself mockup.

Much of your machinery is intimately connected to the body, and when you stub your
toe, the physical action is detected by the machinery which then mocks up the pain for
you to experience.

You can also get mentally restimulated and trigger this machinery and experience pain
or whatever without any physical impact or damage. This is "psychosomatic”, but it is
the same pain and the same mechanism which is creating the sensation. The only
difference is the trigger. Note that psychosomatic is quite different from hypochondria
where the person is worrying about something that isn't there.

This assist can work on both psychosomatic pains and on actual pains coming from a
physical source because it addresses the mechanism by which you create the pains so
that you can feel them.

If you have a pain, and drill intensively on putting that pain into the walls and feeling it
in that location, you will find that you will gradually start feeling it over there instead of
in the body and you will dislodge the machinery and redirect it into the locations that
you are designating. This restores your control over the machinery. It also gives you
the ability to create the pain at will, and if you can create it causatively, then you can
also dispense with it if you are not in the mood to feel it right now. Note that this does
not leave you numb. It leaves you aware and in control and restores choice about what
you're feeling.

If, on the other hand, you try to suppress the pain, especially with drugs, you are
reducing your own ability to create and feel it, and therefore, you keep it there more
solidly. This may seem surprising and hard to believe because right now you probably
don't want the sensation, but deep down in your subconscious (so to speak) you know
better and you wouldn't let yourself loose any sensation no matter how terrible unless
you know you can get it back at will.
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Unfortunately, this drill is not easy, but it can be done. When you first try it, you might
only be able to get a vague imagined idea that maybe there could be a faint bit of the
pain in the wall, but the ability grows as you practice it.

Don't grind too hard at a particular spot on the wall. Move from spot to spot fairly
briskly, alternating or simply working around the room. lIts best to work this in all six
directions around you rather than just using the wall in front of you. So use the floor
and ceiling and the wall behind your back etc. And then pick some large objects for
variety.

If necessary, after this is going well (you're getting a significant amount but not all of
the pain or whatever into the walls), you can work near and far from the body, coming
closer and then pulling away and then finally putting the pain in the body, but not in the
place where the actual pain is. Then you can alternate putting the pain in the body and
in the wall. Finally, you can put the pain where its supposed to be and where it isn't
supposed to be alternately and have the total sensation move back and forth and this
should give you full control over it.

You can do the same thing with emotions such as anger. This gives you control over
the emotions.

The same goes for sensations such as sexual sensations. This leads to being able to
mockup sensations without needing a body.

This is also the missing step which is needed to really free somebody from drugs. Any
mental or physical handling, such as the various drug rundowns or the purif that are
currently used in Scientology to help someone get off drugs are only aimed at handling
the reasons and the effects. They do not restore the persons ability to create whatever
kinky sensation it was that kept them addicted. You handle this by having the person
mock up that sensation in the walls and eventually in the body until they can do it at will
without taking the drug. Then they will never need the drug again (assuming of course
that you also have handled the reasons why they started taking the drug etc.).

Note that all drug effects come from the person's own machinery. Putting chemicals into
the body can get his machinery to do all sorts of strange things, but it is still him who is
doing it to himself.

The biggest limitation is that this assist (and also the contact and touch assists) are
purely objective techniques, and they do not address the subjective reasons, decisions,
etc. which are also present when somebody gets in trouble. A momentary pain can
generally be handled this way, but a chronic one will require alternating these assists
with more subjective techniques such as running incidents, finding overts, etc. See the
assist book which includes many subjective techniques.
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4.4 Copying the Somatic

This is a more difficult technique, but it is capable of addressing the actual physical
structure and is especially good for promoting healing. It is not really an assist for pain
because it will turn on buried pains while it is running them out and only brings relief at
the end.

This has its origins in the 3rd ACC, and was the key assist used in that course, but |
have expanded and improved it considerably.

In running this, the somatics come off in layers. You will blow one somatic only to find
another in its place. You must validate yourself for blowing the somatic and then
handle the next one in line which is actually an earlier somatic. If, for example, you run
this on a decayed tooth, you will find yourself handling each different pain that you got
in the area and they will come up in reverse order until you get the first pain you had in
that spot in your current body. When that one goes, you will feel better and the body
will be much more capable of healing itself. You should take a break at this point, and
be careful not to run another command. You can drop it at this point, or check it over
later when you're ready to dive in again. If you do push on, you will find yourself
running through an earlier series of somatics that you had in that area on an earlier
body.

If you do this on an injured area, or area that has been injured, you will turn on any
suppressed pain and need to run through the series of somatics to turn it off again.

The process is done as follows:

Begin by mocking up a copy of the somatic and also the injured area slightly to one
side of the area. Mock up another one on the opposite side. Then push the two copies
into the injured area simultaneously (like squeezing an accordion).

As you make copies, you need to alter them slightly to exert your control over them and
to ensure that you don't just put the mockups on automatic (which wouldn't do you
much good). So, each time you make copies, you do something to them. The best
things to do are a) make it more solid, b) make it uglier and more decrepit (and maybe
alternate with making it nicer), c) change its color. This is not very formal and you don't
have to follow a rote procedure on altering the copies, but be sure to do something.

As you make each set of copies, vary the axis on which you're doing it. At a minimum,
you can alternate right/left, above/below, and in front/back. If you can get to it, you can
even run 4th dimensional directions.

When you first start, just make one pair of copies and push them in. Then start
increasing the number of copies you're mocking up. You stretch them out in a series,
one after the other. Try to get it up to at least 5 copies fairly quickly. In other words,
you get 5 copies of it on the right side and another 5 on the left side and then push
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them all into the area somewhat like squeezing an accordion. If you're up to it, get
more than 5. The process goes fairly fast if you can run copies straight out to infinity.
Always push copies in from both sides simultaneously.

The somatic should change fairly quickly. Generally there will be a microsecond where
its gone. Realize that it has blown and you've got an earlier somatic. At this moment,
shift to the opposite side of the body. If there is a somatic in the corresponding spot,
then copy that, otherwise, just mockup copies of the area. If you feel good on that side
after a few commands, then go back to the other side and copy what is there, if
however a somatic appears (where there was none), then change the copies to
duplicate it and run it out.

In other words, you keep changing sides and copying what is now there. You will find a
continually progressing change in the somatic. Try to copy the physical structure as
well. You will find that at first you get very oversimplified mockups which will gradually
become more complex as you begin duplicating the real structure in the area. This
drill will raise your perception of the area fairly quickly.

Sometimes you will find a vacuum in the area. Try copying this just like anything else,
but if it seems to be hanging without change, then get into the center of it and outflow

copies. If you do that, the vacuum will usually change into a sharp pain which you can
then run with normal copies (in this case don't shift sides but handle it immediately).

Sometimes you will find black masses or energy fields in the area. Copy these just like
anything else.

| know this is difficult and complex and it can turn up all sorts of pains you didn't think
you had. But at a minimum, it gets the body working to heal itself, and at maximum,
you might regain the ability to mockup (and unmock) bodies at will.

4.5 Handling Loss

At this time we do not have very many techniques for handling loss. This is a grave
deficiency and more research is needed.

Loss goes back much earlier in our existence than did pains and engrams.

One thing you can do is to run out the incident of loss (by alternately spotting
something in the incident and then something in the room or by any other incident
running technique) with special attention to the moment when you first discovered the
loss.

You can look for earlier similar losses and run those, but this is not as useful as it is
with handling engrams. With engrams, the actual pain of early incidents is long gone,
so the earlier ones are easier to look at. But with loss, the item lost long ago is still
gone.
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For loss, the incidents are easier to confront in the future. One technique would be to
spot how far in the future the loss would have to be for you to find it acceptable. In
other words, it might be horrible to have your wife die now, but you could tolerate it if
she were to die in a hundred or a thousand years. So you find when it would be
tolerable and make up an incident of the loss occurring then and how it might happen
etc. and get your confront up on that. Then you should be able to confront it happening
a little closer to present time, so you repeat the step, gradually bringing the loss in
closer until you can confront the real loss which did occur.

In handling a heavy loss, you want the tears to flow rather than suppressing them under
a heavy barrier, so don't make people stop crying and consider it a good indicator if
they begin to cry after holding it all bottled up.

Realize that if someone starts crying heavily about something that seems insignificant,
they are usually crying about something else (or you have really mis-evaluated the
importance). In that case, you might like to find what the real underlying loss is, but it
might not be accessible. So learn to tolerate what might seem to be foolish causes for
upset and handle them with care because there might be some earth shattering thing
hidden just out of sight. Kids cry easily at trivial things and its usually because they just
died and have lost everything and everyone they cared about in their last lifetime and
have even lost their memories and awareness of what happened.

The ultimate mastery of loss consists of being able to recreate anything at will (so that
there is no loss of things) and to re-contact anybody no matter where they now are (e.g.
total communication so that there is no loss of beings such as friends and loved ones)
and mastery of time (which is the same as the ability to recreate universes at different
times in their existence) so that you can replay anything and have it come out
differently (so that there is no loss of doing).

Note that many of our aberrations are the fixed solutions that we are holding in place to
handle loss. A powerful process | came up with one day was "In this lifetime, what do
you use to keep others from leaving". My answer was that | get sick. Other things we
do as solutions to loss are forgetting and becoming ARC broken.

On the subject of assists for loss, one (from the first ACC) is to simply mockup the lost
person (or whatever) and mentally reach and withdraw from the mockup.

Another thing you can do is to do mockups of destroying the person (or thing) various
different ways at greater and then lesser distances. |.E. blowing them up, tossing them
in the sun, etc. until you can confront what actually happened to them.

You can also run the PROTECT button because usually you will feel that you failed to
protect the person (or whatever). For this you generalize the relationship (use "a wife"
or "a lover" rather than the specific girl who left or died, etc.) and then run "How could
you protect " alternating with "How could a ____ protect you". Note that we run
the positive aspect rather than the recent failure.
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There are other kinds of loss. One can lose a group or a country or even one's faith or
hopes and dreams. For a Scientologist, becoming disillusioned can be a terrible loss
even if one hangs on and remains in the organization. The same will be found in other
religions if somebody loses faith after orienting their life around it. This needs to be
handled as an incident of loss and misemotion just as if one's house had burned down
or a friend had died.

4.6 Handling Implants

In Scientology, we use the term "implant" to refer to heavy incidents where various
commands etc. were implanted into the person to control them. This is heavy
brainwashing and conditioning especially as it was used in more advanced civilizations.

In recent universes, this has usually been done by force (such as the electronics used
by space traveling civilizations), but as we go earlier (when the person was above
being hurt physically), we find it done by means of aesthetics, emotional waves,
symbols, etc. and (earliest) simply by means of trickery and false information.

The implants usually have commands stated as thought intentions (not really English
words) but sometimes simply consist of pictures which show you things. Usually there
is some sort of pattern, such as opposing items or a declining scale.

Because the implants often used repeating patterns within patterns (maybe a series of
items that were repeated on each of a series of goals), some of Ron's early research
used sheets of paper containing an item pattern with holes cut in it so that it could be
laid over pages that only had the goals typed on them to make it easy to compose
complex patterns with a small number of pages. Since these sheets with holes can be
called platens (a metal plate with holes cut into it, used, for example, on old typewriters
to hold the roller in place while giving the typehead access to the paper), any written
out implant pattern eventually came to be called a platen even though the holes were
dispensed with long ago.

If you have the platen for an implant, you would run it out using an e-meter by
repetitively spotting an item as long as it continued to react on the meter and then
going on to the next item and doing the same. It is rarely good enough simply to read
the platen. For self auditing without a meter, you need to shift your attention on and off
the item (not just glare at it) because you don't have the natural shift that comes about
when you have to keep looking back and forth between the item and the e-meter. One
technique might be to alternate back and forth between opposing pairs of items. You
have to keep repeating one item or pair until it discharges or otherwise releases before
going on to the next.

These platens are not so hot or dangerous as the CofS believes. Nonetheless, you
might occasionally get yourself restimulated or upset or even sick while slopping
around carelessly with implant platens. If worse comes to worse, the restimulation will
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fade out after awhile (hopefully in a few days). But its good to have some tricks for
cooling these things down immediately.

One trick that often works if you get in trouble in the middle of running any incident or
implant is to spot the beginning. On an implant, this means spotting the first item
again, or spotting events leading up to the first item.

The general way to cool down an implant in restimulation is to spot something earlier
which undercuts the implant and which does not itself have a lot of kick to it. This will
generally pull you right out of the implant and get you feeling better. Usually you only
have to spot the thing a few times, so it works very quickly.

Ron himself came up with the idea of spotting what he called incident 1 to cool down
and undercut incident 2 on OTIII. Incident 1 is at the "beginning of time" just before you
come into this universe (which means its actually very late in your existence) and it has
a charioteer and cherub etc. and should be fairly easy to spot in a vague sort of way.
That is good enough to cool down any of the implants used in this universe. He didn't
even have the real anatomy and details of the incident (see my write-up on actual
GPMs) but just about any piece of the incident is enough to snap you out of any later
implants.

But if you start trying to research the magic universe which existed before this one,
Incident 1 will not serve because it is later. There is a similar (but different) incident at
the start of the magic universe which can be used instead. | don't have the details, but
it seems to include a sort of Arabian ship floating in the water and various terminals,
including a sorcerer (or wizard) holding a glowing crystal ball, which come floating over
the water towards you from the ship. If you can find that image of the sorcerer, just
spotting it will pull you out of implants done subsequently.

When you get way back on the track, you need to spot the top of the penalty universes,
which is the item "To create is native state" (see my write-up on the penalty universes
of the home universe era).

Going even earlier, there is being part of a crowd rushing into agreement, going
through the inverted golden pyramid, and getting the item "To agree is native state" at
the beginning of the agreements universe.

Or, (earliest), spot entering the jewel of knowledge. But that one's hard because there
were so many false jewels which are later on the track (including a mockup of the jewel
that is used in the penalty universes after the native state item).

For a beginner, the more recent ones are probably easier to spot. Use whatever works.

Note that spotting these things does not run out the later implants. They simply are
powerful enough to snap your attention out of a later implant, and can do it at a deep
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enough level (e.g. not just the surface but way down into the "subconscious") to push
the implant out of restimulation.

The problem with implant items is that they tend to be a bit "sticky" and encourage you
to compulsively create them if they get into restimulation. And they often have enough
somatics (pains and sensations) associated with them that they can make you feel
unpleasant. But the things described above are actually stickier and will push the
implant item out of the way. And since these are entry point (beginning of universe)
experiences, they don't have a lot of somatics or misery sitting there. They do tend to
make you create this universe compulsively, but you're doing that anyway, so its just
increasing your awareness of what you're already doing. Eventually, as you get control
over one of these and cease to be compulsive about the creation, you can shift to an
earlier one and begin working with that.

| don't think you can do the whole route by simply running entry points (like the above)
alone, but it sure makes it easy to fool around with implants etc.

4.7 Handling Entities

If an entity of some sort gets stirred up or shows up or grabs your attention in some
way, the first thing to realize is that they generally have very little ability to affect you. It
is you, not them, who mocks up your bank, your somatics, your emotions, and your
existence. All they can generally do is stir things up and remind you of things that are
disturbing.

First and foremost, hold your position in space and face up to these guys.
The most useful techniques are:

a) Point to the being you divided from (discussed at greater length in the write-up on
"Divide and Conquer").

b) Have them spot the various entry points discussed in section 4.5 above.

c) NOTs techniques. Especially, simply asking "Who Are You" and coaxing them into
answering "Me".

In the rare case that a full being (rather than a fragment) who is between lives shows
up, technique b is usually best and they may require a bit more information. If
necessary, you can teach them how to use one of these techniques themselves, having
them blow off one of their BTs or teaching them how to run out incidents by alternate
spotting etc. This is especially useful if you run into somebody who is being some sort
of angel or demon and working on some kind of mission, because it helps them out and
gets them on your side and they may start helping others with this stuff. Remember that
even the ones who are being demons are only doing so because the game has gone
rather badly in this universe. If you show them a real way out, they are often more
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willing than others to begin helping people because they have no mistaken illusions
about how the current oppressive mess is really good for people.

Only once did | run into a demon who was so bound and determined to bother me that
he wouldn't get into communication or run a command. So | mocked myself up as real
big and dangerous and scared the hell out of him. He left immediately, and a palpable
feeling of terror which had been washing over me snapped off as if | had turned a light
switch. They work so hard at scaring people that they themselves can be scared very
easily. They can dish it out but they can't take it.

4.8 Chronic Conditions

Although an assist can help with the pain and upset of a chronic condition, don't expect
them to cure one. You're using a tea spoon when you really need a steam shovel. You
can (and probably should) run a full battery of assists on the condition, but these
processes don't pay enough attention to the underlying whys.

Your best shot on a chronic condition is to handle the pains, sensations, emotions, and
attitudes connected with it. Early on you would use Dianetics for this. On a more
advanced case, you can simply run each one using the following commands
(alternately):

a) Recall being made to feel
b) Recall making another feel

For good results on this, the person should be up to spotting whole track incidents on
recall processes (but each process doesn't have to go whole track, he just has to be
able to reach whole track whenever it is needed).

On a person who is in bad shape, you take the first mild win on each process and then
go on to another one (taking breaks as needed between processes).

You may need to run dozens or hundreds of faint variations of the somatics in a
particular area. On chronic headaches for example, you might take a "pain in the
head" the first time, but you will need to carry on with more and more specific pains in
precise spots in the head with specific pains (sharp, dull, etc.) as well as other
sensations in the area (don't forget feelings of energy etc.). You begin with what the
PC puts on the list, but after those are handled you get him to add more to the list, and
you can ask him for precise spots or specific feelings or energies etc. if it seems
needed. You may have to run a very great deal on a chronic condition. If the area is
numb, the run is even longer because you will have to take off layers of not-isness
before he can even find the somatics.
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You also should do assists. They raise his confront and build horsepower in the area.
One way would be to start each session with an assist for pain (if needed), run some
recalls (or engrams), and end off with one of the more OT assists.

This will do more for someone on the upper OT levels than a NOTs handling would, but
you may also need to do some NOTs handling in the area occasionally. If the PC is up
to it, you could also do some handling of split pieces of himself ("point to") that are
connected with the condition or mocking it up. But simple recall is the most beneficial
because you are going after the reasons why he is mocking it up (there may be many).

The body's ability to heal is amazing when the mind is aiding it instead of inhibiting it.
But meat bodies do not generally grow back missing arms or major organs (although
there are rare cases of people growing back things like teeth or girl's regrowing their
virginity etc.). If you're up against a major physical disability, then your target is the
relief of pain and suffering rather than a full cure.

Sometimes you can work a miracle. The thetan is capable of mocking up an entire
body out of thin air. So never make the postulate that something can't be handled,
you'll only be limiting your own abilities. But don't stake your reputation on it or lead
some poor guy on with false promises. Miracles are very rare.

Psychosomatic and mentally perpetuated conditions, on the other hand, should be
approached with confidence. And you have at least a chance against degenerative
conditions because they are usually degenerating because the mind has withdrawn
from the area and the situation can be reversed if the mind gets back in control.

But any chronic condition is asking for a long run, and you can fail if the person isn't
running deeply enough. If the condition can be ignored (the PC has learned to live with
it), you will be much better off running grades and OT levels and raising horsepower
rather than concentrating on the body.

4.9 More Assists

There are numerous assists given in the 1950s material. Many of them are just general
ideas or ways of approaching something without formal procedures. Some of them
have been formalized in the assist book. Others are still a matter of judgment based on
having a good understanding of the mechanics of the mind. In that case you are pretty
much shooting from the hip based on knowingness and understanding.

Two useful processes that | came up with are as follows:
A) Give Me Some Reasons For Wishing This On Someone Else

This is a subtle way to reach overts and overt intentions that are not quite in view or
easily recalled. It has the added benefit of pulling off justifiers and postulates.
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B) Run mockups of pushing the pain or condition into crowds of people to force them
out of their bodies.

This might or might not run and if it does run it might not be basic. But it is one of the
early reasons and can potentially open up early track and undercut a lot of things. If
you have an advanced case who has an unshakable somatic or condition, he may very
likely be doing this to himself from a hidden remote viewpoint to force himself to get out
of the body and out of the human condition.

On the early track, the being's solution to sinking downscale is to make postulates and
set up mechanisms which will force him back upscale even if they are unpleasant. This
is generally more basic than the over/motivator sequence.

You could also ask him "what might you be trying to teach yourself with this pain or
condition?".

4.10 Some Assist Processes
- Jun 96
This is my list of assist processes that | like to use.

These are not in any particular order but they have been grouped into objective,
subjective, and advanced categories. This is not a complete list. These are all by Ron
except as discussed above. Many but not all of these are in the assist book (and it has
others as well). Some can only be found in the old tapes.

1. OBJECTIVE ASSISTS
1.1 Touch assist

1.2 Contact assist

1.3 Show me on my body

1.4 Keep it from going away / hold it still (alternate left/right or head/stomach) (16th &
17th ACC)

1.5 Throw actual kicks and/or punches at the injured area on an imaginary opponent
(2nd ACC) (also see fight the wall in PAB 106)

1.6 Duplicative body parts: feel my <body part>, feel your <body part>

1.7 Clay table healing: do the area & condition in clay carefully labeling everything
with lots of detail & itsa
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1.8 Locational & objective havingness processes (look at that, find something you like,
connectedness, etc.)

1.9 Look around here & tell me something your <body part> could have (PAB 88)
1.10 Find something you can have/condition can't have

1.11 Outdoors around people - condition in other people (route 2)

2. SUBJECTIVE ASSISTS

2.1 Dating (R3T in SHSBC tapes) or date/locate

2.2 Hello & OK

2.3 Alternately spot location of incident & where you are now

2.4 What part of <body part> could you be responsible for

2.5 What part of that condition could you admit causing (SMC etc.)
2.6 Who had <condition> (R&D 2 etc.)

2.7 What problem would that condition be a solution to

2.8 Give me another purpose for <condition>

2.9 Recall a time when you saw that in somebody else (ability maj 4) (use together
with 2.10 below)

2.10 Recall a time when you decided this was a good thing

2.11 Can you recall a time when somebody else had that condition

2.12 Can you recall a time when you decided to have that condition

2.13 From where could you communicate to a <body part> (1st MACC)

2.14 Failed help: how could you fail to help a ..., how could a ... fail to help you
2.15 Positive help: how could you help a ..., how could a ... help you

2.16 Invent a problem your <body part> could be to you (PAB 69)

2.17 Invent a problem of comparable magnitude to <condition>

2.18 Tell me a lie about your <body part>
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2.19 Overts

2.20 Mockup a way to waste pain

2.21 Be the (area) / be yourself

2.22 Spot something that could be a lie about (condition)

2.23 Incident running (recalls or Dianetics or alternate spotting)
2.24 Spot the efforts at the time of the incident.

2.25 Give me some reasons for wishing this on someone else
3. ADVANCED ASSISTS

3.1 Admiration Processing (1 ACC)

3.2 Adjust anchor points (8th & 9th ACC, CofHA)

3.3 Handle flows, ridges, tractor beams etc. in the area & also at the time of the
incident (T88 etc.)

3.4 Handle hollow spots in the area (suppressed explosions - have PC get in the
center & outflow) (HCL)

3.5 Spot efforts at the time of the incident (R&D 8, 9, HCL, etc.)
3.6 Mockup copies of the area & throw them away or push into body (PDC, LPC, etc.)

3.7 Remedy of Havingness style mockups - make more & more discreditable versions
of area until it snaps into body, then improve it on a gradient (9th ACC ?, etc.)

3.8 Double terminalling
3.9 Turn black masses in the are white (T88 & PDC)

3.10 Mockup horrible things being done to the area (1st ACC - handling motivator
hungry condition)

3.11 Mockups of beams hitting/pushing/pulling the area
3.12 Mockups of putting the condition into crowds of people

3.13 Perimeter processing (1ACC) (mockup explosions, vacuums, & nothing hitting a
protective shell - a few minutes on each alternating).

3.14 Exterior version of hold it still/keep from going away (1ACC)
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3.15 Blow up mockups of the injured area & of the body (gradiently)
3.16 Alternately put pain & waves of relief into the walls

3.17"Ownership processing: get the idea that ... are/is mocking up that condition. Run
alternately with YOU and a general terminal for each of the 8 dynamics (your
body, another, others, groups, society, lifeforms, MEST universe, spirits/entities,
God) and also with any appropriate terminal such as doctors or even auditors.

3.18"Push copies of the somatic into the area
3.19°Reach and withdraw from mockups of the area

3.20 Mockups of putting the condition into crowds of people to force them out of their
bodies

4. ASSISTS FOR SECONDARIES

4.1 2 way Help on (terminal lost)

4.2 2 way Protect (run like help) on (terminal lost)

4.3 Reach & withdraw from mockups of the terminal

4.4 Blow up mockups of the terminal

4.5 O/W on the terminal

4.6 Put grief etc. into walls

4.7 Incident running (by recalls or Dianetics or alternate spotting)

4.8 Mocked up incidents of the loss happening far enough into the future for it to be
tolerable.

5. DRUGS
Besides the usual drug rundown handlings

5.1 Put mockups of the sensations coming from the drug into the walls & (gradiently)
into the body working near then far.
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5. Grades of Release

5.1 The Grades as Basic

As | have said before, the lower level grades of release are also the ultimate OT levels.
The theory behind the grades processes does not require the presence of earlier
engrams or secondaries (incidents of loss) and can stand alone without the existence
of prior aberrations.

Because these are basic, they can be addressed on anybody at any level and, as long
as the person's attention is not fixated on something else, they can be run to a point of
release. But all we get is a temporary release (which may last for years or lifetimes)
rather than erasure because of the problem of accessibility.

It took me a long time to come around to realizing this. | kept looking for a bigger basic
that would undercut these grades. But everything | found (including the penalty
universes and the reality wars) was preceded by earlier problems and upsets and
failures to communicate. And before the penalty universes, the implants are lighter
rather than heavier, usually just consisting of aesthetically presented false data which
encouraged aberration.

The only thing | ran that did not have some underlying feeling of already being slightly
out of communication was the original jewel of knowledge. That experience was simply
interesting and aesthetic and talks you into a few subtly aberrating ideas such as the
idea that communication could be harmful or it might not be good to know too much
because it might spoil the game. And we were shown the lie that if you could really
forget something, it would stop bothering you.

So we were talked into starting in on this path, but we were not forced into it. There is
no force or pressure in the original jewel of knowledge.

Our earliest mistakes were cutting communications, blocking knowingness, choosing
not to connect with (or reach) certain things, and choosing to forget things. And these
were all done willfully with no prior reason except for the convincing arguments of the
jewel of knowledge. And we did not do these things with everything. You did not start
out by cutting communication with everyone. You initially just cut communication with
one person and kept talking to everybody else. You only forgot a few things and
decided to not-know a few things rather than obscuring everything at once. And that is
how we all differ because we applied these things very selectively initially and we each
made different choices.

And then we built the next layer of aberration on top of these, and that layer was the
more complex aberrations of problems, overts, upsets, making yourself right, etc.
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5.2 The Sequence of Grades, Corrected

Ron originally put out the grades 0 to 4 in 1965. Initially these were set up with the
idea that each entire grade ran to a single floating needle and could be done with a
single process. For the purposes of training, a number of other processes were also
lumped together with each level because they required comparable auditor skill. As a
result, help processing was included with level 1 problems and recall processes were
include with level 0 communications. It was soon realized that recall processes needed
to be run as a separate grade and this was included with grade zero as a sort of
freebie.

Then the theory of expanded grades came out and as many processes as possible
were added to each grade. This made deeper and more stable releases.

But we still have multiple grades (such as running help processing as part of the
problems grade) lumped together. This is not a fatal flaw, but it can give trouble.

Each of the grades should be run to the point where a big release happens and then it
should be dropped for the moment rather than trying to push too deep on one line while
other areas are being bypassed.

If, for example, you combine help processing with problems processing, you will:

a) Fail to get the big release on help and shift over to running problems  when you
should be finishing the help release first.

b) Get the big release on help and then overrun it trying to finish all the help processes
so that you can run some problems

c) Get the big release on help and then mistakenly think it is a problems release and
miss the entire problems grade

d) Get lucky and make both release points even though you don't know what you're
doing

We also have missing lower level grades. The very fact that we sometimes need to run
an invalidation or evaluation rudiment indicates that there are grade releases available
on these. | can't say for sure what all the processes would be at this time, but it is an
area to be addressed and a subject for further research.

We also have a case where some much more advanced processes have been included
with grade 0. These are the "From where could you communicatetoa " style
processes. These were originally developed in the late 1950s as high level OT
processes. These are actually a gradient towards power processing and probably
belong somewhere between grade 4 and grade 5 on the current grade chart.
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Here | will lay out a tentative series of grades. To avoid confusion, | will label them
Step 1, Step 2, etc. because the words grade, level, stage, and section have all been
used already in Scientology.

A. FIRST GROUP: POSTULATED ABERRATIONS

These are the earliest and have no underlying prior reason (except for the
predispositions in the jewel of knowledge) and at basic are handled by postulate and by
pushing through instead of finding reasons why.

Step 1: Confront and Knowingness Release

The person doesn't look and doesn't know because he decided not to. The org often
gets this one accidentally because the TRs (given in the communications or HAS
course) can produce it. But processing can also be done here. It would use
"willingness" type processes like grade 0 does. For example, "What would you be
willing to find out about yourself* would be a key process. The "Look around and spot
something you like" style processes also belong here.

Step 2: Doingness Release

This is reach and withdraw type processing. At basic, the PC chooses not to reach by
his own decision, the reasons why can be bypassed because they don't really stop him,
he stops himself. At beginning levels, these are the objective processes, and the org
currently delivers them on the Survival Rundown. But in more advance running, this
also includes many of the OT drills.

Step 3: Recall Release

This is currently trained on level 0, but delivered (correctly) as a separate grade in
auditing. The book self analysis also fits here and shows us how to get the release on
a self audited basis.

Step 4: Communications Release

Here is the real grade 0. The "from where .." processes shouldn't be run as part of it.
They are nice processes but belong higher on the chart. The org gets away with
running them here because they put such an emphasis on endless arduous setup
auditing before starting grade zero. In truth, the real grade zero processes can usually
be run immediately and you can probably even get a self audited release with some
kind of book similar to self analysis. But if you did it in a quick and easy way like this,
you would get in trouble on the current processing lineup because of having more
advanced routines mixed in with the easy grade zero ones.

B. SECOND GROUP: BASIC ABERRATIONS OF THOUGHT
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Here we have the things which build up on top of the original aberrations. These can
be pushed through sometimes, but you often need to pay attention to underlying
reasons (such as problems coming from incomplete communications) or mechanisms
(such as solutions becoming new problems).

This is generally where the person is most aware of being aberrated. If he notices an
aberration of communication (and he often doesn't), he has some hope of pushing
through it, but if he notices a problem, it often doesn't work to try and push through it
(because he must dig out something earlier) so he tends to sit there with a pile of
problems that he is aware of but can't handle.

In this list, | have put problems processing before help (currently the org runs help first
as part of grade 1) on the basis that problems are earlier (they can rest on incomplete
communications, whereas help doesn't even show up on the track until things are going
badly) and because help involves a bit more responsibility.

Step 5: Problems Release

The org trains this on level 1 along with objectives (which are covered in step 2 above)
and help processing (which should be a separate grade). They have a good lineup of
processes in this area, but they put much to much in the way of the PC before they get
around to running it. These are actually easier to run than the problems rudiment
(which they start doing right away). Although | have this down in step 5, this is
intended to be a fast lineup without endless preparation or other higher level processes
mixed in, so that you should be able to get here pretty fast.

Step 6: Help Release

Now is the time to do the help processes that they currently teach on level 1 and mix in
with problems processing.

Step 7: Overts (Guilt Release)

This is grade 2 as taught and delivered by the org. If we are doing multiple passes
through the grades, this is the longest one and a subset of the processes could be
used in the first pass. It also includes some "confront" processes which might belong in
Step 1 above (but maybe only on a second pass through the grades?).

Step 8: Change Release

The "Change" processes (which handles resistance to change, etc.) are currently
taught and audited as part of level 3. They are really a separate grade and should be
run that way. There is an early aberration on how it is a betrayal of others if you
change your mind etc. and it would be possible to add more processes here which
address that.

Super Scio © Page: 162 The Pilot



Step 9: Evaluations Release

This is a new level. It is easier to confront than real upsets, but is one of the underlying
causes. Early on, people jammed ideas down each others throats (often to be
"helpful") and eventually they started getting upset at the enforced communication and
reality. This is new ground that needs to be researched, but it would include things like
"what evaluation have you enforced on another" and running off the reasons for
evaluating ("give me some reasons for evaluating for somebody"). This level should
also include some handling on false data ("what false data have you pushed on
another" etc.).

Step 10: Release from Upsets (ARCXs)

This is grade 3 as delivered by the org. But when we remove the change processes,
there is not very much left. They never did enough on the subject of taking apart the
aberrations of enforced and inhibited affinity, reality, and communication. The write-up |
did on actual GPMs includes some new processes on this which | aimed at the GPM
terminal and which could be generalized into non-specific grade 3 processes that
should be run here.

Step 11: Invalidation Release

| put this after ARCXs because it is a very high gradient. Whereas evaluation is only
"pushy", invalidation is a direct attack and often exceeds the force of most ARCXs.
People's service facs (see below) and other heavier factors also often come into play in
this area and this a gradient towards running those levels.

Step 12: Responsibility Release
The org mixes this in with grade 4, but it should be it's own separate level.
C. THIRD GROUP: ABERRATIONS OF EMOTION AND LOSS

Unlike the earlier groups, these areas cannot become aberrated until the person has
sunk low enough to lose things and feel emotion. ARC Breaks can happen on purely
enforcing or inhibiting ARC, but hate, vengeance, and jealousy only occur after the fact
of loss. The same is true of all the problems in survival and self righteousness and
making yourself right (grade 4). The earliest problems in survival are connected with
loss (not pain or engrams) because you had the problem of making your mockups
survive long before you yourself could be smashed or wiped out.

Also, it is only at this stage in our evolution that we began to have real problems with
havingness. That also rests on earlier losses.
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Games processing also comes into play here. It is possible to have games without
loss, but loss is often a factor. Certainly playing chess or poker requires loosing things
during the course of the game even if there is no subsequent loss or penalty.

Unfortunately, there has been no where near enough research on these areas and
more needs to be found. | will do the best | can here, but be prepared for future
revisions.

Step 13: Games Processing

Since the earliest losses are only during the course of a game and are accepted by
choice (and are of short duration), this is the easiest entry point. There are some good
early processes such as "please pass the object" in "Creation of Human Ability", but
more are probably needed.

Step 14: Wasting

You have to be able to waste things to play a game successfully. This is another area
that touches on loss and also on the subject of exchange (see below). The processing
here should include the money process ("mock up a way to waste money"), and similar
processes such as "mock up a way to waste work" (which will undercut many of the
societies aberrations), and "mockup a way to waste energy" etc.

Step 15: Exchange

This is a key aberration which underlies our later societies. Exchange is basically a trap
and is one of the nasty predispositions that gets us in trouble because it pushes our
buttons on fair play and uses them to make us trap ourselves. It is one of the reasons
you are in compulsive agreement with the MEST universe law of conservation of
energy, which is really a way of blocking your own efforts. Getting rid of the charge on
exchange doesn't mean that you start stealing from people (that's a dramatization of
being trapped by exchange and rebelling against it without confronting it), it simply
means that you don't care and are not blocked by some crazy idea of all the equations
having to be in balance. Some research is needed here. You might start by running off
overts (cheating others etc.) and then reasons and finally getting around to the basics
which is that its only a game and you shouldn't have to play unless you're in the mood.
This has to include the willingness to give things away for free.

Step 16: Protect

This is a new level, but it is run basically the same as Help (step 6 above) with "protect”
substituted for "help" in the commands. This is the earliest button on loss. The SOP8D
safe places type processes (see the 5th ACC and also the bright think rundown which
was used briefly and then canceled) might also fit in here.
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Step 17: Service Facsimiles (Making others wrong).

This is the grade 4 process. The org uses it sooner, but it is really a handling for
failures in survival and on that basis it belongs late in the sequence. Also, in the
standard grades lineup, it requires listing and nulling techniques because it is too
heavily charged and done at this point it should probably be addressable directly with
simple processes or could even be handled on a self audited basis.

Step 18: Loss

Here we need some specific processes to key out loss. One would be the "in this
lifetime, what do you use to keep others from leaving" that | mentioned earlier. There
should be a lot of others, but research is needed here. See the stuff on loss in the
assist section above.

Step 19: The evil emotions (hatred, jealousy, and vengeance)

Here we are into some really hot areas. These things show up in mysticism as major
roadblocks that need to be conquered, but they have no processes for them. Neither
does the org except for using the general incident running and cleaning up ARCXs as
an undercut (which does work to some degree). Here you want to raise the person up
to the point where he doesn't need to take vengeance and doesn't get jealous if his wife
sleeps with someone else or he gets beat out of a promotion and so that he no longer
has a need to hate green skinned people or whatever. Its not that you would encourage
your enemies or turn the other cheek, its simply that you would play things as a game
(if you felt like it) instead of being swamped by a blind drive to smash others. These
emotions bring about a blindness which is terribly self destructive. Maybe we would
even need 3 levels here instead of one. | can hardly guess at the processing needed,
but it would include a willingness for others to have and a freedom from consequences.

One key to this area is that its not the action but the tremendous significance placed on
it that invokes the blind reaction. It's not that the guy's wife spent an hour exercising
with his best friend, no matter how intimate those exercises were, it's that he places an
incredible significance on the fact and imagines all sorts of think going on in the other
peoples heads and postulates all sorts of consequences that shatter his life. The old
processes on "This Means ..." (see the anatomy of the spirit of man congress tapes
etc.) might be useful here. Mocking up unpleasant thoughts in other peoples heads
might also help. Also inventing consequences.

| never had a lot of charge in this area myself, but | see other people going just crazy
on it. If someone's shooting at me, | damn well want them to stop, but | could care less
if they made amends for the damage as long as they mend their ways and don't do it
again. I'm not sure when or how | blew the charge on this, but | can find early incidents
where I'm swamped with jealousy and vengeful impulses, so it must have been handled
at sometime.
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Step 20: Suppressives

People do suppress each other. This is the final stage of the game when you're the
only one and its Kill or be killed. An individual suppressive situation needs to be
handled when it comes up (and its nowhere near as common as the org thinks), but
that's not a general handling. Since we've already handled most of the factors involved
in suppression, this is a good point to finish it off so that the person neither can be
suppressed (in other words start roller-coastering) by anyone else nor will he have the
urge to do others in when he is sinking (because that never really helps him). Again we
could use some research here. The suppressed person rundown gives us a starting
point. So does the rundown for handling "an engram matching present time dangers".
We can also get things from the general anatomy of suppressive behavior, such as
loosing sight of individual targets and blurring them into generalities.

D. FOURTH GROUP: THE UPPER GRADES

Middle period Scientology only had 3 upper grades. These were Power (grade 5),
Power plus (grade 5A), and grade 6. These have mostly disappeared because they
are not supposed to be run on a clear, and most people get run on Dianetics instead
and reach Dianetic clear when they do.

| think that this is a mistake. Power processing sometimes produced a case state that
was higher than the current OT7 and its a shame to bypass it. It probably can be done
on a clear, but you would probably get in trouble trying to introduce it into the middle of
the orgs current OT processing because they've got the person all stirred up and in the
middle of stuff for the entire run from OT2 (or the old clearing course) up to OT7
because they are restimulating things without complete handling until he makes it
through solo NOTs. With the correct data and techniques (see earlier in this write-up),
that probably ceases to be a problem, but even then you would have to be careful not
to jam these levels into the middle of something that is only halfway handled and
drawing the guy's attention.

In an ideal lineup, | think you would run these things before you went into a major
Dianetic processing level. That doesn't mean that you can't do some Dianetic handling
or other incident running (a bit of that is nice as an introduction to the subject) but that
the thorough go for broke intensive Dianetic rundowns should be done after power
processing etc. The whole idea of power was to key out engrams wholesale and that
would set the guy up to run Dianetics as a fast and effective level. He might even run
Dianetics solo with that kind of preparation.

Step 21: Location

One of the basic aberrations is being located in a single location. Here is where we
should run the "From where could you communicate to ..." style processes. Then do a

similar rundown on "from where could you (agree / disagree - alternately) with ....".
Then run "from where could you perceive a ...". If possible, you should get to the point
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where you don't need to be here to perceive and operate here. That would be going
exterior to the physical universe.

Step 22: Causation

Now in the same style, run "from where could you mockup ...". You should work up to
things like somatics, sensations, emotions, bodies, games, and machinery, and then
finish off with "from where could you mockup a bank". This might produce a clear.

Step 23: Sources

Here would be the place to run spotting sources (power process 4 which is the first one
normally run). But with the above preparation, it would probably be runnable as a
simple spotting process instead of an exotic listing technique. They used to run this on
people who had received a total of ten or twenty hours of auditing in their whole lives
and of course it ended up as a hot out-gradient process with all sorts of special rules
and worries connected with it.

But this needs to be an expanded level instead of a single process.

One interesting thing | noticed in various freezone write-ups on this process is that the
people who wrote them generally thought that the process ended with the cognition that
"I'm source" or something like that. Well that's nice and its probably what you get most
of the time (and you have to take what you can get without invalidating or continuing),
but | went clear and keyed out OT on this process and something more happened.
When | was run on it, | thought that the command was a covert way of getting me to
spot the time and place where | had first mocked up a reactive mind and from where |
was still mocking the bank up even now. And that is what | spotted, and that's why | got
the spectacular result instead of the mundane one.

So lets run more processes here, aimed at reaching that higher state. This might
include "spot a source that you/another/others are mocking up". "spot a time when you
mocked up a bank", etc.

Another good process to run here would be (run alternately):

a) What have you created
b) What has another created
c) What have others created

Step 24: Power

Here would be the rest of grade 5. Again, it probably needs to be expanded and have
more processes aimed at the result.

Super Scio © Page: 167 The Pilot



This would be an appropriate place to put some more processes on the subject of not-
isness.

A) Recall not-ising something
Recall another not-ising something
Recall others not-ising something

B) Write down some things that mustn't be allowed to appear.
If one doesn't blow by inspection, then mockup copies of it and throw them
away/shove them into the body.

C) Spot times when you decided it was safer not to look, then mockup looking at what
you avoided seeing.

D) Handle overts of getting others not to look
Handle overts of getting others to not-is things

E) Write down some things it would be better for people not to know about. For each
one, run alternately, what should/shouldn't be known about it.

Step 25: Power Plus

Here would be the grade 5A processes. Again, more are needed.
Some possible ones are as follows:

Agreements (run alternately)

a) What agreements have you made
b) What agreements have you disagreed with.
(then run the same on flows 2 and 3)

25.2 Enforced Agreements

a) What agreements have you enforced on another
b) What agreements have you inhibited
(also run on flows 2 and 3)

25.3 Create

a) What effect would you be willing to create
b) What effect would you be willing for another to create
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25.4 Enforced Create

a) What do you have to mockup
b) Give me some reasons for mocking that up
(also run on flows 2 and 3)

25.5 Win/Lose

a) Give me a reason for winning
b) Give me a reason for losing
(also run on flows 2 and 3)

Step 26: Perception

This might be a good place to run some processes on perception. Maybe "What would
you be willing to let others see" etc. Another action might be to do the rudiments on
each of the 5 senses.

Step 27: Protest

This is a hot button. It not only causes things to read that are not there, it causes the
PC to mockup things that aren't really wrong with him. What you resist, you become. If
you insist that somebody is stupid and they protest heavily, it can get them resisting
being stupid and trying to prove that they're not and that can lead to dramatizing
stupidity.

Currently we only use this as one of the prepcheck buttons or a repair question. We
could use some general processing here. Possibly something like "what have you
protested”, "what did you mockup to communicate that" run alternately.

Step 28: The Force on Words

Part of the reactive A=A is to equate words with the force or mockups that the word
represents. GPM end words and root words are actually locks on real impacts
associated with words. Here we want to blow the mechanism by which the person
mocks up the force when the word is said.

This is slightly experimental.

Take a fiction book filled with violence etc., find a violent section of it, and start reading
it.

Repeat the following with each paragraph (if the paragraph is really long, break it in
half, if its excessively short, then combine two paragraphs):

As you read, mockup an impact for each verb, based on the literal meaning of the verb
(not the story content that you are reading).

Super Scio © Page: 169 The Pilot



Read the paragraph again, this time, mockup a picture of impact without force for each
verb.

Read the paragraph again, this time only reading the words and mocking up nothing.
Read the paragraph again, and mockup a mass for each noun.

Read the paragraph again, and mockup a picture, without mass, for each noun.
Read the paragraph again, this time mocking up nothing.

Then go on to the next paragraph.

Step 29: Dramatization

It would be a shame to miss out on the "what am | dramatizing" process from grade 6.
But up this high, and run on someone who is probably already clear, the answers might
not be in terms of simple implant GPM root and end words. You would have to let the
answer be whatever it was going to be. The handling, per 3rd ACC style tech, would

be to causatively dramatize it (or mockup dramatizing it) and then and then not
dramatize it (or mockup not dramatizing it) alternately it until it blows. Then get the next
thing, etc.

Step 30: Force

It would be nice to get the person's confront up on force before doing extensive
Dianetics processing. Perhaps, "what force would you be willing to confront”, or even
some of the courage processing from the 3rd ACC (discussed in another write-up).

Another good process might be "Spot some impacts you could be curious about
receiving".

Step 31: Goals

Before directly addressing goals, it would be nice to key them out. The second and
third ACCs give us some techniques here, such as "spot some goals you don't have".

Step 32: The Actual GPM

This would be a good point to find the actual GPM goal as discussed in the write-up on
actual GPMs. Unlike implanted goals, this actual goal does not have to be handled or
opposed after it is found. It is comfortable and satisfying to know what it is even if it
hasn't been fully discharged. On a first pass through the grade chart, it might not be
appropriate to do a full handling or line plot, but the goal should at least be found.

Note that all of the above grades are keyouts. You could do them lightly or deeply, and
take multiple passes as needed. Only the final one (handling the current actual GPM)
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might conceivably be taken to erasure early on. | think that at the top, these will erase
in reverse order, working from step 32 down to step 1.

5.3 Blowing the Bank

If you start a thorough grades rundown, the odds are that somewhere along the way,
the entire bank will blow temporarily.

Its a mistake to think that its all gone. But the PC has so much new open areas
available to him that you can't continue with grade processing until he has expanded
further and run into the next layer of trouble. This is the time to do OT and erasure
style techniques (see below) until such a time as he runs into his own case again.
When he does, then carry on with the next grade in sequence, and if you finish the
entire series, then start over, running more processes and going deeper.

Taking the analogy discussed earlier, of clear and black areas of the mind with a gray
band of accessibility, when the person "blows the bank", much of the gray and black
clear up and a great deal more stuff will be in the gray band of accessibility. He never
looses this gain, he just gets bigger, so that he fills the newly cleared area, and then
sees himself to be aberrated again because he has run into what is left.

Oddly enough, as you keep blowing more and more layers of the bank, the problems
etc. tend to remain mundane but the whys get more and more exotic. For example, at
low levels, one might flinch at car fumes because they restimulate an engram. Higher,
one might flinch because they are impacting the environment he is trying to protect.
Even higher, he might flinch because they offend his aesthetic sensibility. Even higher,
he might flinch because its someone else's mockup filling up his space.

The real truth of the matter is that he is still creating his first and most basic problems
(from the earliest track period) using the mundane stuff that currently surrounds him.
When you do a light handling and blow some current thing, to some degree it keys out
the entire thing all the way down at rock bottom, but the bottom has not been viewed or
erased and eventually he'll get it back into the mundane world (but it will come in on
some other channel because he has handled the specific current thing that was run on
the first keyout).

There are a number of big states of regained awareness that blow the bank temporarily
and make significant inroads into the black and gray areas. These include but are not
limited to:

a) Regaining control over mocking up the force in mental pictures and over mocking up
the pictures themselves. This is the usual state of clear as attained on Dianetics.

b) Freedom from (no longer obeys or mocks up) implanted items and commands. This
is the state of clear as is usually attained on the clearing course, and which is
normally attained by Dianetic clears when they do OT 2.
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c) Freedom from all compulsive assignment of reactive or associative significance to
things. This is the state of clear (sometimes called theta clear) that occurred
occasionally on power processing.

d) Freedom from compulsive creation of a time track. This is the state of clear OT
usually achieved on L10 and occasionally achieved on deep running of grade 2.

e) Freedom from (no longer obeys or mocks up) thoughts or mockups provided by
entities. Does not confuse his own thoughts with theirs. Can blow them by
inspection. This is the state of cause over life, usually attained on Solo NOTs and
occasionally attained by a thorough run on OT3.

f) Freedom from location. Exterior to the MEST universe. Capable of free thought
outside of the game and can consider things independently of his own survival. |
got this on continuing past the solo NOTs EP.

g) Freedom from arbitraries. This happened on running the penalty universes. The
tone scale and all sorts of other stuff blew.

h) Freedom from the limitations to three dimensions. Able to visualize four
dimensional mockups easily and capable of spotting four dimensional directions etc.
This finally happened for me when | spotted and ran the reality wars.

There are more, but these are the ones that blew the bank for me. If you skip one (I got
state c first, then a, then d, then b), the lesser state is still exceptionally good when you
make it and clears up some more stuff (but its not as big as the higher one which you
got earlier). In other words, this is not a totally mechanical progression where each
state covers everything below it.

5.4 Upper Levels

Its almost a joke to identify these as upper levels because the very top would consist of
grade processes taken to erasure instead of going for a key out.

These are really aimed at the "force band" which lies between the human condition and
the basic area of the track.

Here we have a problem as to what sequence to run things in, especially in the area of
switching off between upper levels and grade processing.

The modern Scientology bridge lines up a small percentage of this stuff into a series of
OT levels, but, aside from sales and status buttons, the structure is much too rigid, is
too narrow in scope, and sometimes bypasses charge by forcing the person's attention
in one direction when it needs to go in another.

Super Scio © Page: 172 The Pilot



First and foremost, if a PC is interested in and capable of running something (and you'd
be surprised how many things can be run even with little preparation), there is no sense
in denying him because of some arbitrary order. But it might be a mistake to try and do
a long thorough rundown at the wrong point. A beginner might do well with a bit of
Dianetics or some problems processing or even a few OT drills run lightly, but trying to
go for a full completion might get you into a long grinding run because there's too many
other things being missed and it runs too slow. So you do a short light run and then get
him onto the grades or the steps above.

You can always do a little bit of something as an assist as long as it is not over the PCs
head.

A student who is studying this stuff intensively and has a good bag of skills can pretty
much run anything on himself in any order and get away with it.

Once a person begins doing OT drills successfully, he can always work on a few of
them in between each grade as a horsepower booster.

The processes here are characterized by either raising horsepower or erasing things
as opposed to the keyouts which occur on the grades or steps given above. Although
they can be worked lightly at any time (if the PC is up to doing the action), intensive
runs should be left for those points where the bank has blown and should be carried on
until he bumps into the next layer of case and is ready to run more grades processing.

5.4.1 Dianetics and Incident Running

The one gray area is Dianetics and other incident running. This does not go well right
after the bank has blown because he must pull things back in to run them. On the other
hand, when he has too much charge and bank kicking around, it is also not the best
technique because it is too slow. It is best done when he's flying but hasn't quite blown
the bank, or when he's just starting to bump into the bank again after running advanced
levels during a bankless period. This makes it a matter of judgment (the exception is
assists, because he already has the incident on his plate and its a short run that's not
liable to get him putting things back that are gone). It might be best to do it as a step
33 in the above sequence of steps, but there might also be other times when it is
appropriate.

For beginners doing light co-audits, such as the current Dianetic book course, the 1966
technique, modernized, might be the best bet.

Normal R3R in the final NED variation is the most powerful technique until the person
blows the bank on a willingness to confront force (Dianetic clear). You could even use
it briefly on a clearing course clear until he has the force cognition. But once he has
this, R3R becomes too slow and formal and is just asking to have him mock up stuff
that is gone and pull in pictures from entities etc. and get into various kinds of trouble.
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Its not that you can't run incidents, its that you can't grind them to death once he's
regained his confront of force.

Above this point, you can either use alternate spotting, or run a souped-up recall
technique that includes spotting and scanning the incident but does not grind away at
the person with unnecessary formal commands. These are best done solo to avoid the
problem of the auditor pushing the person into mocking up stuff that isn't there.

Despite these caveats, it is very important for the person to run incidents because that
is what restores his awareness of his previous existence.

A NOTE ON XDN:

The biggest mistake made in modern Scientology was the technique known as
Expanded Dianetics (XDN) which was intensively used in the 1970s and then was
pretty much abandoned. This is the only Scientology rundown that actually developed
a reputation for making people worse. The biggest flaw was the use of listing
techniques to find incidents that were not ready to be run, or even worse to make
mistakes in listing which caused the person to mock up incidents, or pull in the bank, or
grab incidents from entities etc. The second deadly flaw was aiming this technology at
evil purposes. An evil purpose is always late on the chain (the being is basically good)
and its like running the end of a story without finding the beginning. If you actually get
a real one, its probably the final items of an actual GPM and there will be thousands of
heavy incidents earlier during the decay of the GPM which are unrun and bypassed by
this foolish approach. Even worse, the common errors in listing would hang the person
with evil purposes he didn't have and really spin him in.

Audited NOTs was originally developed to cure the problem of people picking up
entities' pictures and using them as their own incidents in response to screwed up XDN
listing and incident running techniques. This is the real reason that the org thinks that
NOTs must be run extensively by an auditor before the PC can do it solo (despite the
fact that the person has already done the much more difficult OT3 techniques solo).
The cases that had too much XDN were so caved in that it took careful work on the part
of an auditor to dig them out.

The problem of making listing mistakes in finding evil purposes and sticking the person
with ones that aren't there can be handled by correcting the lists.

Unfortunately, the problem of having stirred up a real evil purpose is not so easily
handled. The false purpose rundown helps somewhat because it undercuts the evil
purpose and looks for what happened earlier. But its no more than a lick and a
promise if he got into the wildly RSing (Rock Slamming) closing section of an actual
GPM. This is the one RS that still occurs on an advanced case (Clears don't normally
RS, most RSes come from entities on an advanced case). Your best bet in digging out
a screwed up XDN case is to use NOTs and list corrections and FPRD tech etc. to cool
them down, and then (when their up to getting it) go for the Actual GPMs which will
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undercut these late in the game evil purposes by exposing the high purposes which
decayed into the misbegotten and viscous fighting that one sinks to in this universe.

By the way, the XDN tapes and materials are worth studying. If you discard the
dangerous L&N approach and drop the madness of searching for evil purposes, there
are still some useful insights and advances which should really be incorporated into
normal Dianetics.

5.4.2 OT Dirills

This is a huge topic. There are the drills used in the various versions of OT 1, and the
old OT levels 5 through 7, and the processes in the various early books (such as
Creation of Human Ability) and the tons of stuff on the early tapes.

I've also come up with a great deal more of these. They will be included in another
write-up.

5.4.3 Implant Platens

Again we have a huge array of materials. There are the platens of the clearing course
and OT2 which can easily be found on the internet. | have come up with a good deal
more, which will be included in another write-up.

There are also the penalty universes, which will be covered in their own write-up.

5.4.4 Handling Theta

There is also handling entities as is done on OT3 and NOTSs, plus more advance
handling of machine entities and split pieces of yourself as discussed in the write-up
titled "Divide and Conquer".

There is also the handling of theta machinery and other structural things. | haven't
done a lot in this area yet. Besides blowing entities out of these things, there is the
subject of actually dealing with the structure, spotting underlying postulates, and
otherwise regaining control of things that are running on automatic. Ron covered a bit
of this in the 3rd ACC tapes, but there is a lot of research that is still needed in this
area.

Another target is the true anatomy of Matter/Energy/Space/Time and the mechanics of
reality. Again we have some of it, but more research is needed.

At a minimum we always have mockup processing, ITSA, and alternate spotting
techniques for prying away at unknown areas.
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Summary

| know there is a lot here. It really is a lifetime study. Don't let the sheer size of it stop
you. Any forward progress on this line will remain with you in the course of your future
lifetimes (if you even need to have future lifetimes instead of simply wishing bodies in
and out of existence or learning to operate comfortably in a bodiless state).

If you've read this far with good comprehension, then you are at least an advanced
student rather than a PC or patient, so if something really catches your interest, then go
ahead and study it and run it and don't worry too much about formal procedure. The
Tech is meant to help. Never let it get in the way of forward progress.

6. Repair and Booster Rundowns

There is a great deal of tech on this within Scientology. | can't repeat all of it here, and
most of it is well done so why should | alter it. You will find the materials in the later
tech volumes. This is where modern Scientology is at its best and where the
professional auditors really shine. It came about partially because there were so many
mistakes that they got very good at fixing people up after a screw up.

The mistakes, by the way, included quickie grades, endless unnecessary sec checks,
endless drug rundowns, endless R3R Dianetics after clear, XDN (expanded Dianetics),
and various goofs at the detail level such as "barking" style TRs, running unreading
items (because the auditor and the tech knew better than the PC and the meter), and
refusing to handle the PC's originations. These particular faults have all been
corrected (when a bulletin comes out to fix something, it should be obvious to you that
it was being done backwards up until that point). There were many more and there is
no sense in listing them all here. But it was the "repair" technology which kept people
from deserting in droves and cleaned up the messes made.

Here | only have a few comments plus a brief summary for those of you who are not
trained as auditors. Also | did come up with a new rundown that might be needed
occasionally.

6.1 Life Repair

The org usually runs extensive life repair before beginning on grades. The processing
is generally very light, to take charge off of things the person is concerned about. The
auditing requires a very high skill level.

The auditing itself is mostly aimed at simply talking with the PC and steering him into
coming up with things that he decided, did, or postulated in areas that have charge on
them.
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This can produce a nice result, but it is usually unnecessary and is going at things the
long way around. Unless the person is really stuck in something, he will run faster and
deeper on grades processing.

My own experience on doing numerous intro and demonstration sessions on new
people in the early days was that almost anyone who came in of their own free will (not
pushed) and was searching for truth (rather than crying for help) was immediately
capable of running grades level processes. If they can do a TRs course successfully
(which is powerful processing), they can certainly run a simple grades process.

Most of the people who weren't up to running grades processes were people who had
previously been messed up by auditing or by screwed up ethics handling or otherwise
banged around by the subject. They probably could have run grades processes when
they walked in originally and probably could again if they went off and cooled down for
awhile.

One of the indicators that we have is the "tone arm" (TA) of the E-meter, which reads
low when the person is overwhelmed. If the TA is truly low, the person is not up to
confronting things and really does need some repair processing. | emphasize "truly
low" here because one of the old mistakes was to ignore things like sweaty hands (and
possibly low body weight) which might give a very slightly low reading, but you could
always see the difference in a real low TA and a false reading because of the "haunted"
look of the PC and the tight, unresponsive, needle behavior on the meter.

In handling new people, | never saw more than one low TA reading in a hundred. In
handling staff members and people who had gotten quickie grades or been otherwise
mishandled, they were extremely common.

This lead the org into going crazy about doing life repair, endless setup rundowns, etc.
But they were really solving a problem in the subject itself rather than doing things that
are inherently necessary.

| would say that the bulk of new people can bypass the life repair step and get into the
meat of the subject immediately. There will only be a small percentage (people heavily
overwhelmed etc.) who do need a life repair step, unless, of course, you start trying to
process skeptics or people who aren't really reaching for the subject. It's not that you
need belief for this stuff to work, but you do need somebody who is willing to dive in
and muck around with the mind and try to do the commands. So in the cases where
that isn't present, or where the person has been heavily overwhelmed, you do need life
repair, and that is best left to professionals.

6.2 Auditing Repair

There is tons of material on this and its well beyond the scope of this document.
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There are extensive needs for this if a professional auditor is running somebody who
knows nothing about the subject because its very easy for things to go wrong even if
the tech is correct, and when there have been flaws in the tech, the pro can really jam
them down some poor PC's throat and so the repair actions become quite essential.

For people who are studying the subject and trying things and need to dig themselves
out occasionally, the simple techniques gives in the earlier section on assists should
generally be good enough to get them back on the rails.

An ideal scene would be to have people mostly working through this stuff on their own
and in co-audit groups and occasionally getting a clean up session from a professional.
That would be the most efficient use of the technology and handles the problem of the
long training needed to make a good professional auditor.

6.3 The Purif

I'm listing this with the repair techniques because it's done to get a road block out of the
way rather than to produce case gain.

You will need something like this if the person has been too heavily swamped with
drugs, whether they are of the medical or the street variety.

This was originally developed to handle people who had taken LSD and still had
residual traces of it locked up in their system. The idea was to sweat the stuff out of
the body.

The idea that poisons get locked up in the tissues is also proposed by homeopathy and
there are a number of good books on the subject.

| have prejudices in favor of vitamins, homeopathy, home remedies, and other
alternative medicines as alternatives to the usual drug oriented treatment that is
pushed by the AMA and the drug companies. Unfortunately, a lot of the research
money comes from businesses that make money from drugs and so there is a prejudice
in their favor within the medical community. You can find doctors who are not slanted
this way, but they are the exception rather than the rule.

| am not an expert in this field, but from what | have read of biochemistry texts, its
obvious that they are not yet capable of modeling the chemical reactions of the human
body as a whole. This means that they are only looking at the direct and immediate
chemical reactions and they don't really know what other chemical actions might take
place. Hence, the continual worry about side effects. This makes me leery of any
powerful medical drugs except in emergencies.

I'm also not in a position to judge whether the purif is any better than other exercise and
vitamin programs. Ron does have one key thing which is to keep doing something as
long as it produces change and not to back off because something starts to happen.
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An old Scientology datum is what turns it on turns it off. In other words, you keep going
and push through the reactions. This would improve any such program, so its hard to
say if the program itself is better or whether its simply being carried through more
effectively.

Unfortunately, with the usual fanaticism, they push everybody to do this thing. Its a
body oriented program and has little to do with the mind or the search for truth. Its as
bad as the yogis who practice sitting instead of contemplating truth or doing mental
exercises. There are people who need this, but for most, its a distraction and a road
block. There may be a need for an exercise or vitamin program in your life, but it has
little to do with your spiritual growth. | suppose the org could also give driving lessons
and teach cinematography, and might even do well at these things, but it would be off
their main purpose and is certainly not needed as a prerequisite to grades or OT levels.

6.4 Drug Rundown

This is simply a specialized version of incident running aimed at handling the pains,
sensations, emotions, or attitudes connected with taking drugs, or that existed prior to
taking drugs which caused the person to start taking them.

For a person with an extensive drug history, this probably should be done fairly early in
the sequence of levels.

But the rundown can be fairly lengthy on a beginner because they tend to do incident
running slowly and its easy to associate the bulk of his ills in this lifetime with taking
drugs, whether as a cause or a cure or whatever. Grades will raise his awareness and
ability much faster and eventually lead to his being able to barrel through incidents
fairly quickly. So the drug rundown should be left until later if it is not needed urgently.

The big missing step is mocking up the drug sensations and putting them in the walls
etc. as was discussed earlier. This action needs to be done after the drug rundown or
else you will have problems with people reverting.

Since they don't do this last step, the org has a always had an occasional problem with
someone reverting to drugs. Since this can be extremely embarrassing, especially if
the person is supposedly an OT, there are times when the org has gone positively
fanatical on doing and re-doing endless drug rundowns.

6.5 Sec Checks

I've already commented on these. The current misuse is an atrocity.

But you probably need to do a thorough one at least once. That can be a horsepower
booster. It should be done as a case action at an appropriate point, maybe somewhere
fairly far along in the grades.
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But given the current lack of safety, | would strongly recommend that the auditor burn
the worksheets rather than put them in the folder after the session.

6.6 Setups

The org gets really carried away with running setup actions before letting a person get
on with it. They have so many prerequisites for letting somebody start their OT levels
that its a wonder that anybody ever gets on them.

There is an old and very wise saying which goes "If it ain't broke, don't fix it".

Ron actually put out a similar one which was in force for a brief period. This was an
admonition against "Inspection Before the Fact", and it formed the core of the "Fast
Flow" policies. But was applied with such blindness and lack of judgment that fast flow
was quickly canceled and the subject swung the other way and ended up more
pedantic and prerequisite ridden than the university system. Here | would make a plea
for good sense and judgment rather than fanatically making every square, round, and
triangular peg go through the same hole.

| don't blame an org for wanting to dust somebody off a bit and get the case flying
before launching into a series of major actions. But if he's flying already, then don't get
in his way. And if he really takes off halfway through the setup program, then drop it
and get him moving on the grades or OT levels or whatever because that will move him
much faster and get him much happier with the results. If you don't get him moving up
the line when you can, you are just asking for random chance (or motivators that have
been waiting in the wings) to derail him again.

6.7 Ext/Int

This is the Exteriorization/Interiorization rundown.

When a person first exteriorizes from the body, they are not likely to remain that way
very long, and when something causes them to interiorize and go back in, it can have a
bit of an impact and be upsetting.

In the 1950s, when they were trying hard to exteriorize people (and often succeeding),
it was discovered that after getting somebody out a few times, it got harder instead of
getting easier. Finally, this was solved by abandoning all of the exteriorization
processes instead of finding out what was going wrong and fixing it.

The real solution was eventually discovered in the ext/int rundown. At first it consisted
of simply running out the chain of incidents of interiorizing. Later it was improved by
assessing for the specific charge ("Went In", "Pushed In", etc.).
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Unfortunately it never occurred to Ron that the high horsepower exteriorization
techniques of the 1950s (which used to be used even on new people with good results)
could now be reinstated.

6.8 Other Rundowns

There are more in the tech volumes. Sometimes one of these will really fit the bill.
Other times, they are just a distraction and a way of burning up lots of expensive hours
of auditing.

There are also the L's (L12, L11, and L10) which are pushed very heavily by Flag,
possibly because they are extremely expensive. They aim at producing the Clear OT
state, which actually is a very good thing to achieve. But you can probably make that
one simply by doing a good job on running grade 2 processes after clear.

There is also the happiness rundown (the HRD), which is really a sort of beginner's
grade 2 based on the way to happiness booklet. Real grade 2 processes are better
because they don't evaluate for the person as to what is or isn't an overt. A better idea
might be to use a few ideas from the HRD to beef up grade 2 a bit more.

A really neat idea might be to have the person roll their own way to happiness. You
could run "What would improve survival of the body" / "What would detract from the
survival of the body" as alternating questions. Then do the same on each of the other
dynamics.

A serious flaw in the HRD is that it does not address problems or ARCXs connected
with the precept that they are trying to audit. They look exclusively for misunderstoods,
overts, or valence shifting mechanisms. So they are going to mess up in a certain
number of cases. A key question would be "is there a problem you are trying to solve
by violating (precept)?". Another one would be "do you have an ARCX connected with
(precept)?".

6.9 A New Rundown

This is a new one that | came up with (mainly because | needed to run it) which handles
a specific roadblock that you might hit.

WORLD CLOSED IN RUNDOWN
Oct 27, 1990.
This could also be called the collapsed space rundown.

Having space collapse in on one is a phenomena similar to Interiorization but an order
of magnitude heavier. It runs more basic than interiorization and is a source of ext/int
type maladies. One of the reasons for trouble in handling ext/int is that after it has been
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flattened on a PC, this underlying phenomena can cause the symptoms to turn up
again. Then the PC's ext/int handling gets invalidated, or he mis-assignees the
phenomena to BTs (which can be a source, but his own case is senior), and he misses
the real charge. It's true that BTs can have out-int, and it does need to be handled, but
it doesn't usually give the PC out-int phenomena once he's gotten up a bit of causation
by doing a thorough OT3 or some NOTSs.

Early on, one is capable of creating and owning space. Then one's space collapses.
Then comes interiorizing into things which will generate space for you.

Early in 1952, in the Hubbard College Summary Lectures, Ron mentions "world closed
in" incidents, times when something happened and all the color and life went out of
everything. | used to think that this was simply the experience of interiorizing. It is not.
You could be already interiorized, and yet operating fairly well and have some feeling
of owning things and doing alright and then have some terrible loss or whatever and
suddenly life has lost all of its luster. Or you could be well exteriorized and even
operating without a body, and something goes very wrong (maybe you accidentally
drop a planet full of nice folks into a sun or something) and suddenly your space is
collapsed without interiorizing into anything. Note that this can happen to a free being
who is well above the level of needing a body, and therefore runs much earlier and
higher on the scale than ext/int.

This rundown becomes urgently needed when you start running OT drills such as those
in SOP8C etc. These get your space and anchor points way out there. | was doing
quite well with these kinds of processes when some unrelated trouble caused some
inval and threat of loss. My anchor points snapped in and it was just like the ext/int
phenomena. But there was no interiorization per se, and it wouldn't resolve on ext/int
buttons (either on myself or on BTs etc.). Furthermore, it was almost impossible to
audit anything else while this was in restim. After much fooling around with various
techniques to get charge off of what had occurred, | managed to see enough to figure
out this theory and design the following rundown. It worked like dynamite.

The incident consists of one's space collapsing. First you are big, your anchor points
are way out there, etc. Then bang, it all falls in on you and you're tiny, withdrawn, etc.

This can be run exactly like ext/int or end of endless int by using the following list of
buttons instead of the int buttons. For advanced cases, the following methods of
running would be appropriate:

1. As an assist (if this happens to you in pt):

Assess the list of buttons. Then run 3 way (or 4 way or 5 way) recalls on the best
reading, and then on the next best reading until you suddenly feel great relief. Don't
continue past the EP even if other buttons were reading as well. (for 5 way recalls, add
the flow "another to himself").
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2. Handling entities with collapsed space.

Actually this is wrong with all entities (BTs etc.), but for some it will be the key button
that wakes them up and digs them out. You can do this just like handling out-int on a
BT. Just assess (or spot) the button, assess (or spot) the right flow, and run recalls
(generally simply recalling it and then recalling the earliest will produce a blow).

3. Full Rundown.

Assess for the best reading, run it as follows, then the next best etc. until the entire list
of buttons just FNs.

3.1 Run 5 way recalls

3.2. Run 5 way secondaries as follows: For each flow, first check whether you already
went release on the (button) occurring due to a loss (it often releases on recalls).

a) Recall a time when (button) happened due to a loss.

b) Spot any postulate you might have made at that time. Run question b one or
more times after each incident recalled on question a. If you can't spot any
postulates, then alternately spot something in the incident and something in
the room until you can spot a postulate you made at that time.

3.3 Run 5 way engrams as follows: check for release as in 2 above.
a) Recall a moment of pain and unconsciousness when (button).

b) spot any postulate you might have made at that time. (if you can't find any,
then handle as in secondaries above).

3.4. Check for any entities who have (button) and handle.

Note that a clear shouldn't run Dianetic pictures on the secondary and engram steps.
Above clear, those usually are supplied by BTs and machinery etc. Just remember
what happened to you and spot your postulates (which generally have considerable
importance even to a clear). Its even OK to do a bit of ITSA on the incident (spotting
time, place, form, and event), just don't start trying to pull in pictures.

Assessment Buttons:

1. World Closed In

2. Space Collapsed

3. (your) Energy Collapsed
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4. Anchor Points Collapsed

5. Anchor Points Snapped in

6. Everything fell in

7. Space Was Unmocked

8. (your) Energy Was Unmocked

9. (your) Frame of Reference Collapsed
10.Caved-In

11.Pulled Back

12.Withdrew from everything.

13.Made it all unreal

Note that its always you who collapses your own space. Others may do things to you
that get you to do this, but its only you who can snap in your own anchor points no
matter how many BTs or nasty folks are working you over.

7. Wrong Ildeas in Standard Tech

Here | am going to talk about the technology of auditing rather than the high level flaws
that | have been pointing out all along.

First of all, the bulk of the auditing technology is correct. It has gone through a long
evolution and many of the flagrant misconceptions of earlier years have long since
been corrected. But there are still some wrong ideas.

The most basic mistake is to consider that the standardness, correctness, and
exactness of the procedure is senior to the PC's gains, maintaining communication with
the PC, and granting beingness to the PC.

Our primary target is to produce the best result possible for the PC, this is senior to
everything. To achieve this, it is more important to remain in comm with the PC than it
is to do the procedure right, because communication is the most important basic we
have and nothing can occur in its absence. Furthermore, if the PC's abilities and
awareness are to be raised, we must make more of the PC rather than making less of
him. Therefore, we must always grant and encourage his own beingness and reinforce
his own positive efforts even when these don't fit perfectly into the rote procedure that
we are trying to inflict on him. These things are known, and they can be found in the
auditor's code. What is not known is the correct relative importance. These things are
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senior to everything else in the technology including the CS series, the class VIII
materials, and all formal procedures of auditing.

When he was writing about art, Ron realized that absolute technical perfection was a
dead end. For maximum aesthetics, you get as close as you can to perfection without
losing the communication line. If only he had realized that this applies to auditing
technology as well.

If you deliver absolutely perfect standard technology, the PC will not make gains. This
is robotic and you might as well program up a computer to audit the guy. On the other
hand, if the auditor just slops around and makes a mess, there wouldn't be any gains
either. The quality of the auditing and quantity of results is dependent on how close
you can come to standard while maintaining communication, granting beingness, and
keeping other basics in. This may mean occasionally violating standard procedure.
The real skill comes in minimizing the violations rather than in adhering perfectly to
standard while the session and the PC go to hell.

If you beat the auditor over the head every time he violates standard procedure with a
good result for the PC, then you will kill his ability to be with the PC and use his
knowingness and understanding to do what is really needed by the PC even though it
isn't in the textbook. The CS must validate these successful violations rather than
attacking the auditor.

The standards are there for a reason, and that is the fact that they usually work and
trouble results from violating them. On that basis, there will be many instances where
violations of standards result in failures and poor results. This is where you correct the
incapable auditor and teach him the right way to do things. Don't wreck his judgment
by fixing a theoretical mistake that might not be a mistake in the specific case. Instead,
fix the real mistakes which are obvious in their failure to help the PC.

The above assumes that the standards are always correct. Even in that case, you must
allow for deviations because there are no absolutes. But there can also be actual flaws
in the standards, or better ways of doing things. In the past we have seen endless
corrections of mistakes in the standards themselves. So if you find that the auditors
are getting results with some consistent violation of standard procedure, then maybe
you had better revise the standard procedure.

There have been a number of points which have shifted around over the years. Often
there were results either way and there were arguments in favor of either approach.

One of these was whether or not a real FN could occur above 3.0 on the meter. At one
time this was an absolute (never call one above 3.0) and some cases were messed up.
At other times, anything was accepted without any judgment and some cases were
found where processes were left incomplete. Maybe the auditor has to actually look at
the PC and be in good enough communication to tell whether or not the PC has gotten
release from something. If you're good, you should be able to see this even without a
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meter. And if the auditor is already well trained and the PC seems happy, maybe the
CS should take the auditors judgment as being better than the mechanical phenomena
of the E-meter.

Another is the exact definition of what is a read on the meter. In the old days, any
change of needle characteristic was taken up. In modern times, they limit themselves to
falls and instant FNs, rocket reads, and (in special cases) rock slams. In the first case,
we sometimes took up something that was inaccessible (a rise generally indicates a
non-confront and if you take one up sometimes it is unrunable). In the second case, we
might occasionally miss something that does need to be run. In practice, it might make
a difference what you are trying to do. In repair actions, you might take up a read that
you would not use in normal processing because it might be your only entry point into
some terrible auditing error that was done earlier and you might have no choice but to
fight your way through something that is barely runable to get the matter straightened
out.

There is also the case of rare and unusual meter reactions. One of these is the sharp
instant rise which looks like a fast long fall in reverse. These are very rare. They
should be taken up. What you have is a dramatic flinch and non-confront, but the
person is right on the edge of looking at it. Its one of these "oh my god that can't be"
type reactions. Simply calling it a few times will often turn it into a spectacular fall as
the person takes a real look at the item being checked.

One problem is spectacularly large reads. Really huge FNs, theta bops, and rock
slams can be confused with each other and can also be confused with giant rocket
reads that dive off of the dial. These reads can be 2 or 3 divisions wide on the TA and
if they are really fast the needle can slam against the pin with audible force as it shifts
on and off the dial. Your immediate action should be to turn the sensitivity down to 1 so
that you have some hope of identifying the read. You may also have to swing the TA
up or down to catch the end of the read and you may have to recheck the item with the
TA already sitting at the position where you are guessing that the read will shove it too.
We could really use a meter with a sensitivity setting way below 1 for identifying these
giant reads.

The super duper ultra sensitive meters are needed for repair actions where there is so
much blocking the PCs view that you need all the help you can get. When a PC is
really flying, especially on advanced levels, the reads should be spectacular and you
need a less sensitive meter. This silly business of needing a more sensitive meter to
run NOTs means that they are running the wrong process. Ifit is the right action, it will
read well. If it doesn't, then either its unnecessary, or out-gradient (something else
needs to be run first), or the procedure itself is flawed in some manner. The NOTs
material can read well on the meter sometimes. Done at the right time, these can be
very beneficial. But run by fanatics who are trying to blame all case on NOTs factors,
you get this strange quick of needing more and more sensitive meters to find things that
are not reading as expected.
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By the way, it would be nice to have a super cheep but ultra sophisticated meter for use
by solo auditors so that the ordinary population could run do-it-yourself solo processes
etc. A simple and cheep whetstone bridge could be plugged into the serial port of a PC
(Personal Computer). A sophisticated program could do signal analysis and put up a
graphical display. It could probably do ten times as much as the current meters
because of the flexibility and power of doing things in software. | would guess that such
a thing could be marketed for under a hundred dollars.

An extremely misleading datum is "The PC Doesn't Know What Is Wrong With Him".
This was coined on the assumption that if he really knew what was wrong with him, it
wouldn't be wrong.

This is pretty much the case for somebody walking in off of the street. Anything they
could figure out or handle with the data they currently know and their current level of
confront has already been handled and if it is still wrong, then they don't have the
correct answer to it.

But this changes as soon as you give them more data or raise their level of confront.

Try listening to the PC for a change. When he's halfway on something, he often does
know what's what and has a partial view of the truth. If he saw it all, it would be gone,
but when he has a partial view, he is often right but not quite free of it. If you left him
alone, he would actually get through it eventually on his own but it might take some
time. If, however, you keep insisting that he doesn't know when he really does, your
going to mess him up and create a big ARCX as well.

An extreme example was the mess up on people who had gone clear on Dianetics
before the Dianetic clear bulletin came out. They would usually know that they were
being run on wrong actions and they often felt that they were clear but wouldn't dare
claim to be. In this case, they knew better than the auditors and C/Ses and nobody
would acknowledge their rightness.

A good button for ARCX correction lists (the L1) and repair lists (the green form) would
be "Were you right and nobody would accept it?". This is a key point because we are
trying to rekindle the fundamental rightness that lies under all the aberrations and when
the PC has it but you shoot it down, you are pushing him right back into the bank and
killing his real hopes of freedom. This can cause the kind of ARCX where the PC wants
to burn down the org because it is acting suppressively towards his case.

Of course you don't want to lose control of the session or go chasing after every idle
thought or get derailed by the PCs attempts to avoid looking at something. But you
should be able to tell the difference between a PC who is non-confronting and one who
is perceiving truth. And you should be able to finish a cycle of action while noting down
things the PC suggests for later handling, and keep the PC reassured, and really
address those things as soon as the current process is done.

Super Scio © Page: 187 The Pilot



And don't make a fight out of not taking the PCs orders. You can bend a little and still
not lose control of the session. Sometimes the PC is right. Validate it. Getting the PC
to the point where his ITSA of his own case is actually correct is the most important
gain he will ever make because it is the one which will let him find his own way out.

Another sore point is the datum that "All Auditors Talk Too Much". A policy from the late
1960s states this explicitly.

The interesting thing about this one is that it is true and yet the policy was written in
such a manner as to be totally destructive of auditing.

The policy presents this as something to be corrected. The end result was that
auditors stopped talking and auditing ceased to occur. This was to some degree
remedied in later years (by a revision to TR4 handling of originations), but still remains
a trouble spot.

The correct datum is that any auditor who is really auditing the PC will talk too much.
Maintaining two way communication is senior. If the auditor talks too little, there will be
no auditing taking place. If the auditor tries to talk precisely the right amount, he will
occasionally undershoot and betray some of his PCs by losing the comm line.
Therefore, he will talk too much if he really intends to get results instead of trying to
make some CS happy or meet some arbitrary standard. Again, however, it is a matter of
coming as close as possible. The highly skilled auditor will only talk a hairsbreadth too
much rather than blabbering away at the PC and occasionally saying the wrong thing
and getting into a mess.

One fatal flaw has been the use of endless setups, preparation, and repair before
letting the PC get moving on new grades and OT levels.

This has mostly come about as a solution to the mistakes of having defined clear
incorrectly, blaming all case on NOTs, considering things to be absolutes rather than a
gradient of increasing confront and awareness, and the many grades and processes
which are missing from the current lineup. This makes C/Ses scared to let somebody
start something because it might not handle what is wrong and the PC might fall on his
head.

The grades and levels work quickly to increase ability and awareness. Unnecessary
repair and setup actions (and the infamous unnecessary sec checks) grind along slowly
and waste everyone’s time and money.

The only criteria that should be considered before embarking on one of these major
steps is whether or not the PC is flying (e.g. running well, high toned, FNs and cognites
easily, etc.).

In some cases an out-list or out-int will be a roadblock and you have to solve it. In
other cases, it doesn't matter. Look at the PC and see if he has the free attention
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necessary to run something new or whether his attention is fixated. That's all you care
about.

There are many things wrong with the PC. You need to raise his confront in lots of
areas. No single area is the right reason behind all his aberrations, and that means
that you can't get evangelistic and try to cure everything with one approach. Move the
PC forward as quickly as possible, getting a big win on each of many different major
areas. When you get too thorough in one area, it begins to bypass the charge of the
other areas that you are not handling and eventually it will blow up in your face.

Don't promise perfect stability or absolute solutions. Promise instead that you will
move him along as fast as possible to increase his horsepower and abilities.

As far as NOTs goes, it is a lesser case factor and mainly causes trouble when it is
assigned as the reason behind the PCs problems, overts, and upsets. Its simply the
WRONG WHY. Indicating the correct "why" behind something never really harms the
PC, even if it is a bit out-gradient and hard to confront. But taking something that does
have charge on it (and there is generally some charge on NOTs) but is not the correct
why for something and jamming it down the PCs throat is a sure way to mess up the
PC.

The point at which to begin NOTs is when the PC starts noticing entities and gets
interested in handling them. It shouldn't be kept a secret from him. It should be
identified as something which will show up eventually and we have the tech to handle it
when it does. Meanwhile, it can safely be ignored. Just don't let the PC start blaming
his case on them, because that will kill him.

The correct gradient into doing NOTs is to do OT drills first. That is what gets his
perception and horsepower up to the point where he can just dust himself off and get
these entities out of his way. You get the PC up to the point where he is trying to
project energy and perceive at a distance and things like that and he's noticing that
there is stuff in his way that's muddying things up and reducing his horsepower. That is
the real effect of entities. They do not aberrate the person significantly (the PC was
already aberrated before incident 2, else why was he walking around in a body and
letting himself get bashed around by a nasty ruler), but they do get in the person's way,
especially in regards to OT abilities.

In comparison with the vague fumblings that usually occur in metaphysics, Scientology
is a precise technical subject. But we err in equating it to a mechanical technology
such as engineering. This misleads you into thinking that its all mechanics, and its not.

In building bridges, you simply do the tech mechanically and a bridge results.

But Scientology tech is more like the tech of painting or playing the piano. These
things have a very high theta component and if you only apply the techniques
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mechanically, you do not get the desired product. The tech is only a prerequisite to
real understanding and ability, it is not the final result.

Scientology is, first and foremost, a philosophy rather than an engineering discipline.
You need to study and apply it as a philosophy. And because it is an applied
philosophy, you also need to master the mechanical aspects of the tech, but don't get
lost in them or think that they are the end product.

The basic problem is one of attitude. The effort seems to be to defend the technology
and make it right when what you really need to do as an auditor is to build up the
rightness of the PC and what you need to do as a CS is to build up the rightness of
your auditors.

If you validate beingness, knowingness, and responsibility, then you will get more
beingness, knowingness, and responsibility. On the other hand, if you validate rote
procedure, then you will get more rote procedure (and will in turn need even more rote
procedures because the old ones wouldn't be enough in the face of a deterioration of
beingness, knowingness, and responsibility).

Despite all of this, there are some really good auditors, supervisors, and C/Ses working
for the CofS. The shame of it is that they are the exception rather than the rule and
they are subject to invalidation for the exact things which set them above the crowd.
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Implant Universes

WARNING:

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

1. Introduction

March 29, 1990, Rev. 16 Dec 92

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

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

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

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

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

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

When an individual cannot be harmed or trapped by force or emotion, then all that
remains is trickery, wrong data, and considerations that will lead him into trouble. And
when such individuals come into conflict, and have the power to create universes, they
will create universes specifically tailored to trick, degrade, and aberrate each other,
hence the existence of implant universes.
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An implant universe is a universe intentionally designed and used to install aberrations.
They primarily existed early on the track at a time when the creation of universes was
far easier than it is now.

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

2. The Nature of Universes

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

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

Universes are created by postulate, perpetuated by alterisness, and made real to
others by agreement. The universes we are interested in running out at this level were
postulated, alter- ised, and agreed upon. There is a great deal of relevant material in
the Axioms, Phoenix Lectures, Philadelphia Doctorate Course, and other early
Scientology materials. It will also greatly speed processing and understanding to first
run spacation (PDC) with attention to mocking up simple little universes and observing
the behavior of space and time.

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

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

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

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

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

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

There was actually quite a bit of competition involved in putting together these
entertainment universes. A sort of Theta level academy awards so to speak.
Sometimes heavy penalties such as a period of service or subjecting oneself to an
unpleasant universe were gambled on bets as to whose mockup would be more
popular.
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There was also a flavor of "canned" universe that had some degree of choice in a
manner similar to that of a video game or computer adventure game. |.E., there might
be a number of canned scenes and you would go to different ones depending on key
decisions that you would make, or there would be a set of canned targets that would
come at you in random sequence and you would score points as you eliminated them.
Here you have a series of mini- tracks all linked together with a postulated program.
Anything you can make a computer or VCR do can be set up the same way in a series
of conditional theta postulates. For example, you can make the postulate that if
someone opens the door, then a green mouse will run out. This is really no more
difficult than postulating that a green mouse will run out right now.

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

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

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

3. The Mechanics of Universes

A Universe could be created by exactly and specifically postulating every individual
element in it. However, this is quite a bit of work. There are some common shortcuts
that are easy to use. These show up frequently in the construction of simple
universes.
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It is almost as easy to postulate an infinity as it is to postulate an individual item. This
is because an infinity of something is a single intention rather than many detailed
different things. Lets say that you wanted to mock up a beach that someone could
walk down. The way to spend eons at this is to mock up each individual grain of sand
as itself and different from its neighbors. Instead, you mock up one grain of sand in
detail and then copy it. You say this goes on and on. If you want and if there's
nothing else in the space yet, you could just say that the beach goes on forever. This
is an infinity. No matter how far along the beach someone walked, there would always
be more beach. Note that the beach would always be the same unless you went along
and changed some parts of it.

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

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

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

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

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

In this universe, the postulate is infinite space. The space just goes on and on no
matter how far you go.
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Another popular trick is to curve one of these infinities back on itself. For this, you
take the infinite beach and select a point on it and then take a different point far away
and make them be the same point. This is not very feasible if the beach already has
junk on it and differences etc. But if you do it when the beach is pure and simple,
you're only alter-ising the simple original postulate and it goes fairly easily. So this is a
common second postulate before you get carried away with making alterations. Once
you've done this, the beach will have a finite length and loop back upon itself as you
walk it. But the beach is not curved, it is still flat and straight. It is the space itself that
is curved.

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

However, a story telling universe, or its viscous cousin the implant universe, also has a
canned time track. In this case, not only the space but also the time is postulated.

For example, day one is sunny, day two is cloudy, and its blackness from day three
onward. The infinite postulates can be used with time just as well as with space.

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

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

Now we can explain Incident |. This is an implant universe that is a universe shifting
incident. The incident is at start of track in its own weird universe. That's why you

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

4. The Decline of Theta

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

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

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

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

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

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

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

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

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

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

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

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

Every aberrative mechanism addressed in Scientology can be found being laid in in
one or more of these universes. This not only includes aberrations such as

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

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

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

5. The Later Track

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

Although everyone was pretty much in this magic universe, we weren't quite as stuck in
it as we are here. It was still possible (with difficulty) to shift universes.
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These old implant universes were still lying around. Sometimes you find a wizard
calling a demon (or genie or whatever) to carry someone off to "hell" so to speak.
Here you have the demon blanketing the individual and forcing him into one of these
implant universes. The demon gets a bad kickback out of this and, although the
wizard knows better than to connect with the implant universe himself, he's got a big
overt and becomes very motivator hungry (and sooner or later someone else dumps
himin).

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

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

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

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

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

For example, take the Tiger implant universe (one of the penalty universes that laid in
the dynamics). The actual experience of being the Tiger and going around eating
things (and hearing occasional TO EAT IS ... items coming as intentions (not words)
from the space around you) is in the original implant universe. Here you are the tiger
and look at other things through his eyes. But if your sitting in a chair in the incident
and being hit with force and seeing pictures of a tiger walking around and hearing items
in words, it is probably from some of the electronic implants used in this universe.

Very recently, in Incident 2, at one point there is a big Tiger face in the sky who says
some of the items, and at another point, you're shown a tiger walking around in Kenya
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going through some of the experiences (and you're told that this is where the tiger
universe really is). These are all later restimulations of the original implant universe.

6. Factors Involved in Running Implant Universes

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

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

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

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

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

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

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

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

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

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

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

6.1 The Upper Dynamics
29 July, 1990, Rev. 16 Dec 1992

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

First, there was the recognition that Survive was not the ultimate goal but simply a mid-
point in the Create-Survive- Destroy cycle. Of course, one can do better than simply
surviving on the 8 dynamics. One can BE these 8 dynamics (see the Technique 80
lectures) or even create in each of these areas. But, although a being can operate
along these lines, they do not seem to form a complete picture of surviving well as a
thetan. Although a thetan can't help but survive in the sense of persisting, he can
certainly survive well or poorly in his own estimation. And his estimation of this only
follows the 8 dynamics to the degree that he has gone into agreement with physical
universe survival. It is not his normal baseline. His native operation is up towards the
create side.
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Consider achieving ultimate survival in MEST universe terms on these 8 dynamics
even to the extent of being worshipped as a God and having ultimate persistence along
all these 8 lines. But imagine it with nothing more beyond this, no beauty or ethics or
interesting games. This would be a poor and tawdry thing for a thetan. In fact, it would
be a trap. Infinite survival in physical universe terms is a curse, not a blessing.

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

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

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

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

The list of 16 dynamics is as follows:

1. Self as a body 9. Ethics

2. Sex/Children/Family 10. Aesthetics
3. Groups 11. Construction
4. Governments/Mankind 12. Reason

5. Lifeforms 13. Change

6. MEST 14. Games

7. Spirits 15. Knowingness
8. Worship 16. Creation
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The 9th dynamic, Ethics, has been defined as the contemplation of optimum survival. A
major component in this might be referred to as Integrity. For a being who cannot die,
integrity is the cornerstone of real survival. Whenever he has lost it, he has not truly
survived in his own estimation.

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

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

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

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

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

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

The 12th dynamic is Reason or Logic. Here is the realm of the mathematician, the
problem solver, and the player of thought oriented games. Here I'm emphasizing the
abstract problems because it's easier to see the urge in isolation from the other
dynamics.
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The 4th dynamic has been referred to as race and mankind. But a better definition
would be to consider it as those groups that one is born into. The big difference
between this and the 3rd dynamic is that in the 3D one has choice as to what groups to
join but in the 4D your stuck with it and must figure out some reasonable way for
everyone to get along together. Governments generally fit more into the 4D
characteristics rather than the 3D and should be considered here.

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

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

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

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

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

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

The 16th dynamic is Creation. Here we have ourselves as gods rather than
worshipping gods. This is the cause side for which the MEST universe 8th dynamic
(religion etc.) is the effect.
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Of course all these 16 dynamics are inter-related. Although | have pointed out that it's
the upper 8 dynamics which are operational beyond the physical universe level, within
this universe the lower 8 are vastly significant. True survival here means operating
fully on both sets of dynamics.

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

6.2 Penalty Universes, General Information

10 April 1990, rev. 15 Dec 1992

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

6.2.1 Introduction

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

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

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

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

6.2.2 The Dynamics

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

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

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

The upper dynamics are as follows:
9th Dynamic: Aesthetics
10th Dynamic: Ethics

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

Super Scio © Page: 206 The Pilot



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

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

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

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

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

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

6.2.3 Description

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

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

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

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

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

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

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

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

When you run one of these, you have to spot that wonderful aesthetic at the top. But

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

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

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

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

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

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

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

6.2.4 The Top of the Penalty Universes

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

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

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

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

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

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

6.2.5 Context of the Penalty Universes

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

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

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

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

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

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

It's sort of like kids playing with matches and not imagining that anyone could get
burned.
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6.2.6 Structure of the Early Part of the Incident

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

Before the beginning, the individual is blanketed and pushed in.
Section 1 is the parody of the factors as laid out in platen 1.

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

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

Section 4 Agreements. These are pairs of items. They are in the form "To (goal) is to
agree to the (...)", and "To (goal) is for the (...) to become real". Various people,
places, and things shown to you in the symbols section above are fitted into these
items and you mock up agreement with them and make them real. In early runs, this
section tends to build up a great deal of anticipation and interest in what is going to be
shown to you and what is going to happen in the penalty universe. In later runs, this
has more of a feeling of dread fascination, like a victim frozen in fear by the monster
that is going to eat him.

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

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

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

the universe.

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

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

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

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

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

PENALTY UNIVERSES: AUDITING INSTRUCTIONS
Mar 24, 1990, rev. Feb 1993

Everything about how to run these is highly experimental. See my write-up on research
auditing (included elsewhere).

1. Initial Approach

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

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

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

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

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

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

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

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

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

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

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

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

2. My Own Experience

Aug 1996

| had a rough time of it until | found the items that | have put on platen |. | was running
a single penalty universe. It was the tiger universe with the goal "To Eat". | ran this for
hundreds of hours and | have boxes full of index cards containing the items. It was
extremely restimulative and difficult until | found the symbol items ("This Means") in
section 2, and then it got easier, and finally | was able to reach the beginning of the
incident and the platen | items. Then the whole thing began to fall apart, but | found
that there was additional charge on the items which seemed to come from another goal.

Soon | was running other goals in platen | and finding out more of the anatomy of this
mess. | handled perhaps a dozen goals with lots of attention to platen | and the symbol
items but also with finding hundreds of detail items in the later part of the incident.

Then | found | could simply run platen | and find some symbol items from section 2 of
the implant and then scan the story of the later part without finding items. My hope is
that everyone can run it this way rather than going through the horrible struggle that |
had had earlier. | could be wrong on this and you might have to run some of the later
items in detail. But having platen | makes it easy.

After running dozens of these, | began to see that the goals themselves fit into a
pattern which followed the dynamics.

Then the whole thing began to fall away and persistent FN and | achieved a major case
state which | will call "Freedom from Arbitraries". What happened is that all of the
arbitrary meanings and patterns came apart. Things like the tone scale no longer
seemed to have any rational reason but were simply arbitrary patterns that had been
chosen almost at random by the early implant designers. And | achieved a freedom
from these arbitraries which changed my whole view of life.
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| sat on the win for awhile, but | was far from OT and had many other things | wanted to
handle but not a clue as to how to approach them. | worked with Ron's OT drills from
the 1950s quite extensively, but | still had vast unknowns about the history of our
existence and the mechanisms of the mind. Also, | still did not have a full list of penalty
universe goals or enough data to give others a chance at running these.

So | took a second pass at these penalty universes, using a research rundown (which |
will discuss in another write-up) to try and scan off the later implants locked up on top
of these and to gather more data. This rundown restimulated as much as it ran out, so |
will not suggest it as a case action, but it was a great tool for exploration. Eventually |
took apart enough things to spot the original jewel of knowledge and the agreements
universe and began to map out the cosmic history that | presented in an earlier write-
up. And finally, after researching numerous other implant platens, my actual GPM goal
fell into my lap and | put together and ran the Actual GPM rundown. After this | was
researching drills and rundowns and pretty much let the penalty universe research
slide.

At this time | can't guarantee that I've got all the goals right, and | have not run all of
them thoroughly, so that some of the descriptions are very speculative whereas others
were run quite intensively.

There is also the possibility that there is an earlier series of these things. One of the
goals that | did run extensively, the goal "To Grow", had a nebulous "Genetic Entity" as
the terminal. Platen | and the symbols items followed the usual pattern, but the later
items seemed to follow a different pattern. In the usual penalty universes, you start
with a fully mocked up environment and slide from tone 40 down to death and below.
But in this one with the goal to grow, you start from nothing and gradually build up an
elaborate series of lifeforms and then sink into failure (overwhelmed by rival GEs).
Since the penalty universes generally use a solid body type (even the goal "To Create"
has god as a statue rather than a nebulous being), any goal with a nebulous body type
might be from an earlier series that | haven't mapped out at this time.

But platen | works well even on the nebulous ones, so just go ahead and use it on any
goal which seems to fit and reads well in the platen. The lists of penalty universes may
be slightly off and there might be an earlier series but you can count on Platen | to keep
you out of trouble.

3. Key Out Rundown
May 24, 1990, rev Feb 1993.

It is possible to get a very light keyout on the penalty universes and blow things
currently in restimulation by spotting the top item and spotting (or having others spot)
being pushed into the penalty universe (on 3 flows).
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This may be a workable preliminary step before trying to run any of the contents of
these penalty universes. It should be possible to lightly brush over all of them in just a
few hours of auditing. Note that this usage is experimental. In this case one would
attempt to run through all 64 of the penalty universes.

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

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

This is also useful when you have something in restim that you just can't figure out. If,
for example, you feel that you're starting to wake up in some split viewpoint off
somewhere else and you can't handle it with a known platen or get in enough of an itsa
line to figure out what's going on, then run this on yourself in the split viewpoint until
things clear up.

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

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

The Key Out Rundown Steps:

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

Uppermost 4: Creation, Knowingness, Games, Change Next 4. Reason, Construction,
Ethics, Aesthetics Next 4: Worship, Spirits, MEST, Lifeforms Lowest 4:
Race/Government, Groups, Sex, Body.
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2. Check the 4 goals for the dynamic. When a goal reads, do the following:

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

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

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

oo

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

Spot rushing into agreement and going through the inverted triangle.

Spot "To agree is native state"

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

oo

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

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

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

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

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

Take frequent breaks (every few dynamics or if you see massive blows starting etc.).
Sometimes things start coming apart and you just need to wait a little and give them
some space before the next goal will run. Use steps 3 to 5 occasionally. Once you get
the hang of it, you generally know when to check overrun or incomplete. Spotting the
agreements universe occasionally helps pick up ones who've loosened up and are
ready to blow.
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The procedure itself can overrun. What's happening is that the stuff immediately
around you has blown off and given you more space and then you carry on and more
distant material is being drawn in and causing your space to shrink. This can turn on
protest and overrun phenomena. The rundown can be done again at another time
when other things are already stirred up and this procedure again seems to be needed.
It's like doing a green form. The repair can be overrun but the form can be used again

in the future.

4. Assessment List

23 Jul 91, rev. 12 Feb 93

These are the penalty universe goals. The terminal of the universe is listed in

parenthesis. If any of the goals or terminals are hard to understand or don't make

sense, see the description in the penalty universe master list given elsewhere.

16th Dynamic - Creation

. To Create
To Cause
To Mock Up
To Imagine

BN

15th Dynamic - Knowingness

To Understand
To Know

To Absorb

To Learn

O NG

14th Dynamic - Games

9. To Play

10. To Compete
11. To Manipulate
12. To Exchange

13th Dynamic - Change

13. To Metamorphose
14. To Change

15. To Combine

16. To Bring Order

(Statue)

(god, old man)
(Computer)
(Cartoon Mouse)

chipmunk)

2 headed dodo)
Greek hero)
gnome)

(
(
(
(

(Chinese child)
(Coach, doll)
(Penguin Banker)
(Spirit Broker)

clay people) [or to shape or be shaped]
magician)

Siamese twins)

gorilla people) [maybe out of sequence]

.~ A~~~
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12th Dynamic - Reason

17. To Reason
18. To Orient
19. To Guide
20. To Compute

11th Dynamic - Construction

21. To Construct
22. To Arrange
23. To Build

24. To Structure

10th Dynamic - Aesthetics

25. To Invent
26. To Inspire
27. To Enhance
28. To Beautify

9th Dynamic - Ethics

29. To Purify

30. To Judge

31. To Defend
32. To Strengthen

8th Dynamic - Worship

33. To Enlighten
34. To Convert
35. To Commune
36. To Worship

7th Dynamic - Spirits

37. To Predict
38. To Influence
39. To Collect
40. To Embody

clown)
wire man)
pilot)

toy bodies)

AN AN AN N

beavers)
blockhead)
snake people)
Crystals)

.~~~ o~

munchkins)
muses)

ghost people)
fairy godmother)

.~ o~~~

fire people)

bull people)

little green men)

ball of energy) [to police?]

.~ o~~~

rabbit preacher)
fish man)
female angel)
knights)

P N

soothsayer)
cupid)
elves/fairies)
Pan - goat god)

.~~~ o~

Super Scio ©

Page: 221

The Pilot



6th Dynamic - Physical Universe

41. To Discover
42. To Locate
43. To Gather
44. To Own

5th Dynamic - Lifeforms

45. To Grow
46. To Live
47. To Heal
48. To Adapt

4th Dynamic - Society

49. To Establish
50. To Share
51. To Control
52. To Unite

3rd Dynamic - Groups

53. To Organize
54. To Co-operate
55. To Participate
56. To Expand

2nd Dynamic - Sex

57. To Join

58. To Reproduce
59. To Satisfy

60. To Care For

1st Dynamic - Body

61. To Experience
62. To Replenish
63. To Eat

64. To Endure

centaurs)
Leprechaun)
spacesuit body)
Fox people)

.~ o~~~

(GE) [maybe from an earlier series]
(dinosaur)

(tree man)

(thread man)

3 eyed giants)
dolphins)

frog king)

dog soldiers)

(
(
(
(

human clerk)

robots)

mermaid)

mouse railroad engineer)

.~ o~~~

cat people)
insect invader)
cavemen)

bird girl)

.~ o~~~

(Bear) [or to feel]

(old Arab) [might be to survive]
(Tiger) [or to consume]
(pyramid)

5. Penalty Universe Handling Rundown

After successfully running the penalty universe key-out rundown, you should be ready
to handle these in a more thorough fashion.
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Continue working through the goals using platen 1 and begin adding in the additional
steps described below. At first you are only trying for the lightest keyout. Gradually
you start running deeper, getting more and more itsa etc.

Initially we're not going for erasure. We're aiming at greater keyouts and increasing
horsepower. As you keep running deeper, your ITSA line gets pretty awesome and you
start blowing huge holes in everything. The target is to get up to the point where you
can as-is these penalty universes by inspection.

IN CASE OF TROUBLE

If you get in trouble running a penalty universe, your first handling is to spot the native
state item at the top of the goal, also spot being pushed into it, pushing others in, and
others pushing others in. Also spot the agreements universe (as given elsewhere).
For negative goals, spot the inversion scene and then spot the top of the positive goal.

You can also look for entities of various kinds who are stirred up on it and have them
spot the top of it.

Another good rescue process is spotting places where the (terminal) is not.

These are all unlimited techniques that can be run again and again to FN. They are
used in normal running but can also be used on an emergency basis even if they have
been run before.

Once you feel better, take a break. When you get back in session, check if there was
some error in the earlier session (wrong item or whatever) and fix it. Note that the
above techniques will even key out wrong items etc., but you want to fix the mistake
and make the gains rather than simply feel better. By keying the mass out first, it
becomes possible to correct errors even in the presence of sloppy auditing or incorrect
platens or worst tangle sort of situations.

PROCESSES:

These are the basic processes for running the penalty universes.

1. Platen 1.

This is your entry point. Once your running deeply, all items should either read or FN.
If an item doesn't read, pause and mockup exactly what the item means and then try
spotting it again. If an item can't be made to read, check for and handle overts as
described below. If overts doesn't read, you can use any of the other steps below and
then return to the current step on platen one (which should now be reading). If you get
a big release in the middle of platen I, then go on to the following steps.
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2. Overts

Check if you have any overts connected with doing this goal and handle (overt
rudiment).

1. Spot the incident 2 location (noticing the false mockup of the implant universe that
was placed there during inc. 2).

2. Spot the Pyramid location (this is an earlier mass implant). Spot the face of the
terminal within the pyramid.

3. Spot the terminal saying the price of the goal.
4. Spot places where (terminal) is not.
Also, spot places in the penalty universe where you are not.

5. Spot symbol items from the penalty universe (a few are given in the master list,
others can be spotted and blown by inspection).

6. Scan the detail of the penalty universe. If anything feels heavily charged and
wouldn't blow, look for a symbol item that set you up for the detail item.

7. ITSA any later track restimulation.
8. If any of the above steps stir up heavy charge, run platen | again from the top.

Also, if any entities of whatever sort turn up, have them spot the native state item and
being pushed in etc.

When you're fairly far along, you can also run the following processes (you should
probably only run these once a particular goal):

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

10.Spot people, groups, etc. that you would permit to (goal) until your willing to have
others doing this goal.

11.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.

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

6. Platenl
PENALTY UNIVERSES
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PLATEN |I: CREATION
15 June 1987, revised 2 June 1990

This is a universe created in its own space and time. You actually go through the
experience. The items are intentions (thoughts) that you receive after (or during) the
experience described. The intentions are not in words nor are they in any language.
The experience is having the viewpoint of the terminal, not seeing pictures or mockups
of the terminal doing things (except for the symbols in the early sections). Seeing
pictures or hearing words are later restimulations of this that were done in electronic
implants.

In the first run, the root verb (shown as % here - substitute the correct goal when
running) is not really meaningful when it is said (intended) in the early items since it is
not defined until the middle of the symbols in section 2. In these items, it is just this
undefined thing that you are anxious (the first time) to find out about.

Before this starts, you are blanketed by one or more thetans who push you into this.
Note that you are not in a body. The other thetans may have captured you or you may
have lost a game and this is the agreed upon penalty or you might be having it done to
you for kicks or to find out what everyone else has been talking about.

You might or might not have done the overt side (pushing another into this) first (you
certainly did it as an overt sooner or later). In the overt side, you feel the other person
wiggling and protesting under you and get some faint feedback of the items from him as
you hold him.

There is also a third flow of watching others pushing others into a penalty universe. In
running this, try to spot all 3 flows on items a. (blanketing) and b. (pushing in) and get a
read on each if possible. For the remaining items (item 1 on), just try to spot it (i.e., as-
is it on a gradient) in its own time and space (to some degree you are spotting a
location within the penalty universe) without narrowing down to a specific flow.
Although you can spot your feelings of going through this (protest etc.) and of putting
another through it (someone wiggling around under you etc.) and of feeling sympathy
for someone you see being pushed through by others, these effects are secondary.
The item itself is senior to the effects it created and you want to as-is it by permeating it
in its own space and time rather than by running its effects out as an incident.

You might have also had a hand in creating this, either as a designer or as one of a
team doing group postulates of some portion of the items. In that case, you will find
group agreement and the intention to make this as devilish as possible and putting out
heavy intentions to make each thought and experience solid. The items are thought
waves spread along the track of the penalty universe.

Everyone had a hand in mocking these up. Their construction was a group effort to
solve the problem of not being able to enforce any penalties on anybody. But | think
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you will only find yourself responsible for a few specific pieces of a few specific penalty
universes. Most of it probably came as a surprise the first time you went through it.

If it seems to indicate, then try spotting designing or postulating or agreeing to the
penalty universe being run.

This platen covers section 1 which is the same for all of the penalty universes (except
for the goal being stated). After section 1, each penalty universe uses its own symbols
etc.

Section 1 includes a mockup of the Jewel of Knowledge. This is not the original jewel
which we experienced before home universe. This is simply a mockup included in the
implant to give it a bit more of a kick. At the time of these implant universes, we
already had a great deal of significance concerning the jewel of knowledge (I think it
was inaccessible to us after entering the home universe matrix). So the mockup lends
a great deal of "truth and importance" to the items being implanted.

In this incident, the jewel is a sort of 7 dimensional diamond. From a 3 dimensional
view, it appears to have 8 sides (two 4 sided pyramids with a common base). You do
not see all of it as a whole in the incident. Instead, you only see 3 (or maybe 47)
dimensions and have the feeling of it extending out into spaces beyond your
perception. Note that the complete jewel would have 128 sides.

After the decision to be, the jewel shows up with the items. Note that the items are in
groups of 3 ending with "To ... is the basis of all ...". The jewel begins to appear on the
first item of the set, becomes more substantial on the second item, and then flashes at
the end of the third ("Basis") item (like an instant read). You need to spot the jewel
appearing and then spot the flash on the end word of the "Basis" item. The jewel
disappears after the flash. The jewel follows a pattern of appearing on the left, then the
right, and then in the center at a certain distance. On the next series of items it will do
the same but it will be closer until, near the end of the platen, it is touching you.

Note that there is a later restimulation of this which can turn on uncomfortable
sensations in the forehead. This is an incident used in the Thought Universe, Conflicts
Universe, and Magic Universe to install Jewel of Knowledge machines. The implant
begins with the Native State item and has the jewel of knowledge present and flashing
from the very first item on (unlike the penalty universe where it only appears after the
decision to be). Also, in this later incident, there are 3 jewels visible (left, right, and
center) and they move in on each set of items (rather than having only a single jewel
that appears in various locations). The 3 jewels come together and merge in the center
of the forehead. There are only 6 positions for each of the 3 jewels and the entire
implant only uses 24 goals and only some of those match up with penalty universe
goals. So, if a forehead sensation or somatic turns on, check if your running a jewel of
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knowledge installation implant. If so, go earlier and get back to the original penalty
universe.

The treadmill (Games Universe) starts with the same platen as the original penalty
universes. If you get into that, it has an uncomfortable sensation of motion or spinning.
If this happens, spot it and get back to the earlier penalty universe. This is a bit like
getting back to the earliest run in CC or OT2 material.

These later incident problems mainly come up on the goal to Create or occur if you
don't spot items a and b well. Only the original penalty universes have separate
moments of being pushed in etc. for each goal (each universe). All the later incidents
have a single push into the Create goal and then carry you from goal to goal as part of
the implant.

PLATEN 1

A. Spot being blanketed, blanketing another, and others blanketing others
B. Spot being pushed in, pushing someone in, and others pushing others in.

1. There is nothing, no space or time or dimension etc.
TO %.. IS NATIVE STATE

2. You are aware of being the basic life static before all time
TO %.. IS TO BE THE STATIC

3. Now as Static, you want to be not-static. You want something to happen. You want
there to be something. You want cause and effect.

TO %..1S THE URGE FOR SOMETHINGNESS

4. Now you realize what the urge is and it makes sense
THE BASIC URGE IS TO %..

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

BEFORE THE BEGINNING, NOW, AND FOREVER, IS THE URGE AND THE
URGE ISTO %..

6. You realize that all other urges will stem from this.
TO %.. IS THE BASIS FOR ALL URGES

7. You feel the strength of the urge growing.
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TO %.. 1S TO NEED RELIEF
8. You realize what is needed for relief
THE BASIC RELIEF WILL COME FROM %...ing
9. You see that all relief stems from this.
TO %.. IS THE BASIS OF ALL RELIEF
10.You realize that this is the reason for everything
TO %.. 1S THE ORIGINAL REASON WHY.
11.You realize this:
THE BASIC REASON WHY IS THE NEED TO %..
12.You see that all other reasons will come from this.
TO %.. IS THE BASIS OF ALL REASONS WHY.
13.You see that you need to do something about this.
TO %.. 1S TO ACT.
14.You realize this:
THE BASIC ACTION IS TO %...
15. You realize that all other actions stem from this.
TO %.. IS THE BASIS FOR ALL ACTION.
16. You realize that you must decide something before anything will happen.
TO %.. 1S TO DECIDE
17. You choose to make the decision,

IN THE BEGINNING, NOW, AND FOREVER, IS THE DECISION AND THE
DECISION IS TO %..

At this point, space becomes visible and is filled with a faint sourceless golden light.
(spot the space).

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

Super Scio © Page: 228 The Pilot



18. You realize that this is the first decision.
THE ORIGINAL DECISION IS TO %..

19. You realize that all other decisions stem from this.
To %.. 1S THE BASIS OF ALL DECISIONS.

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

20. You postulate that there will be something
TO %..1S TO POSTULATE

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

21. You realize that this is the first postulate
THE BASIC POSTULATE ISTO %..

22. You realize that all other postulates stem from this.
TO %.. IS THE BASIS OF ALL POSTULATES.

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

23. You postulate time. The time exists to allow for change due to .%.ing
TO %..1S THE SOURCE OF TIME

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

24.You realize that the basic consideration of time is past, present, and future .%.ing.
THE BASIS OF TIME IS %..ing

25. You realize that all future considerations of time will stem from this.
TO %.. IS THE BASIS OF ALL TIME.

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

26. You agree with the concept of .%.ing
TO %..1S TO AGREE

Jewel of Knowledge in distance (position 2) on the Left.
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27. You realize that this is the basic agreement
THE BASIC AGREEMENT IS TO %..
28. You realize that all other agreements stem from this.
TO %.. IS THE BASIS OF ALL AGREEMENT.
Jewel flashes in the distance (position 2) on the Left.
29. Now you create energy. The energy is formed of the concept of .%.ing
TO %.. IS TO HAVE ENERGY
Jewel of Knowledge in distance (position 2) on the Right.
30. You realize that this is the most basic of all energies
THE BASIC ENERGY STEMS FROM %..ing
31. You realize that all other energies stem from this.
TO %.. IS THE BASIS OF ALL ENERGY.
Jewel flashes in the distance (position 2) on the Right.
32. You postulate that .%.ing is the basic reality
TO %.. IS REALITY
Jewel of Knowledge in distance (position 2) in the Center.
33. You realize this:
THE BASIC REALITY IS %..ing
34. You realize that all other reality stem from this.
TO %.. IS THE BASIS OF ALL REALITY.
Jewel flashes in the distance (position 2) in the Center.
35. Now you postulate matter. The most real mass stems from .%.
TO %.. IS TO HAVE MATTER

Jewel of Knowledge in distance (position 3) on the Left.
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36. You realize that this is the most basic of all matter
THE BASIC MATTER STEMS FROM %..ing
37. You realize that all other matter stem from this.
TO %.. 1S THE SOURCE OF ALL MATTER.
Jewel flashes in the distance (position 3) on the Left.
38. You postulate that affinity is achieved through .%.ing
TO %.. 1S LOVE
Jewel of Knowledge in distance (position 3) on the Right.
39. You realize this:
THE BASIC LOVE IS ACHIEVED THROUGH %..ing
40. You realize that all other love stem from this.
TO %.. IS THE BASIS OF ALL LOVE.

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

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

TO %..1S TO COMMUNICATE
Jewel of Knowledge in distance (position 3) in the Center.
42. You realize that this is the first communication.

THE BASIC COMMUNICATION IS %..ing

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

TO %.. IS THE BASIS OF ALL COMMUNICATION.
Jewel flashes in the distance (position 3) in the Center.
44. You realize that .%.ing will bring understanding.

TO %..1S TO REACH FOR UNDERSTANDING

Jewel of Knowledge is nearby (position 4) on the Left.
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45. You realize this:

THE ATTAINMENT OF UNDERSTANDING IS THROUGH %..ing

46. You realize that all understanding stems from this.
TO %.. IS THE BASIS OF ALL UNDERSTANDING
Jewel flashes nearby (position 4) on the Left.
47. You postulate that there will be space in which to .%.
TO %..1S TO HAVE SPACE
Jewel of Knowledge is nearby (position 4) on the Right.
48. You realize that this is what creates space
THE DELINEATION OF SPACE IS BY %..ing
49. You realize that all other spaces stem from this.
TO %.. IS THE BASIS OF ALL SPACE.
Jewel flashes nearby (position 4) on the Right.
50. You postulate that .%.ing gives meaning to existence
TO %.. IS TO HAVE MEANING
Jewel of Knowledge is nearby (position 4) in the Center.
51. You realize this:
THE BASIC MEANING IS IN REGARDS TO %..ing
52. You realize that all other meaning stems from this.
TO %.. IS THE BASIS OF ALL MEANING
Jewel flashes nearby (position 4) in the Center.
53. You postulate that .%.ing is truth
TO %..1S TRUTH

Jewel of Knowledge is nearby (position 5) on the Left.
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54. You realize this:
THE ATTAINMENT OF BASIC TRUTH IS THROUGH %..ing
55. You realize that all other truth stem from this.
TO %.. IS THE BASIS OF ALL TRUTH.
Jewel flashes nearby (position 5) on the Left.
57. Now you create havingness. The most real havingness is to %.
TO %..1S TO HAVE
Jewel of Knowledge in distance (position 5) on the Right.
58. You realize that this is the most basic of all havingness
THE BASIC HAVINGNESS STEMS FROM %..ing
59. You realize that all other havingness stem from this.
TO %.. IS THE BASIS OF ALL HAVINGNESS.
Jewel flashes nearby (position 5) on the Right.
60. You postulate that .%.ing is the basic aesthetic
TO %..1S BEAUTY
Jewel of Knowledge is nearby (position 5) in the Center.
61. You realize this:
THE BASIC BEAUTY IS %..ing
62. You realize that all other beauty stems from this.
TO %.. IS THE BASIS OF ALL BEAUTY.
Jewel flashes nearby (position 5) in the Center.
63. You wish to connect with the thoughts in the Jewel of knowledge.
TO %.. 1S TO CONNECT WITH THOUGHT

Jewel of Knowledge is close (position 6) on the Left.
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64. You realize this:
THE BASIC THOUGHT CONCERNS %..ing
65. You realize that all other thought stems from this.
TO %.. IS THE BASIS OF ALL THOUGHT
Jewel flashes close (position 6) on the Left.
66. You realize that this will influence all existence.
TO %.. IS THE HIDDEN INFLUENCE
Jewel of Knowledge is close(position 6) on the Right
67. You realize this:
THE BASIC HIDDEN INFLUENCE IS TO %..
68. You realize that this underlies all other hidden influences
TO %.. IS THE BASIS OF ALL HIDDEN INFLUENCES
Jewel flashes close (position 6) on the Right.
69. You postulate that the most valuable particle is that which is .%.n
TO %..1S TO VALUE
Jewel of Knowledge is close(position 6) in the Center.
70. You realize this:
THE MOST VALUABLE PARTICLE IS GAINED THROUGH %..ing
71. You realize that all other value stems from this.
To %.. IS THE BASIS OF ALL VALUATION
Jewel flashes close(position 6) in the Center.
72. You realize that this will bring about true existence.
TO %.. IS TO EXIST

Jewel of Knowledge touching(position 7) on the Left.
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73. You see that this is the only possible reason for existing.
ALL EXISTENCE DEPENDS ON %..ing.
74.Now you realize that through this you will achieve an understanding of all existence
TO %.. IS THE BASIS OF ALL EXISTENCE
Jewel flashes, touching (position 7), and passes into you on the Left.
75. You realize that the jewel is bringing you enlightenment
TO %.. 1S TO GAIN ENLIGHTENMENT
Jewel of Knowledge touching(position 7) on the Right.
76. You realize this:
THE BASIC ENLIGHTENMENT CONCERNS %..ing
77. You see that all other enlightenment will stem from this
TO %.. IS THE BASIS OF ALL ENLIGHTENMENT
Jewel flashes, touching (position 7), and passes into you on the Right.
78. You realize that this will bring knowledge
TO %..1S TO KNOW
Jewel of Knowledge touching(position 7) in the Center.
79. You realize this:
THE BASIC KNOWLEDGE CONCERNS %..ing
80. You realize that all other knowledge stems from this.
To %.. 1S THE BASIS OF ALL KNOWLEDGE
Jewel flashes, touching (position 7), and passes into you in the Center.
The jewel remains in the center of your beingness.

81.Now something begins to appear below you. It is not yet substantial. You reach for
it.

TO %.. 1S TO REACH
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82. What you are reaching for is .%.ing
THE BASIC REACH IS TOWARD %..ing
83. You realize that all other reaches stem from this.
TO %.. IS THE BASIS OF EVERY REACH.
The jewel flashes within you.

As you reach, you encounter the basic symbols. These are like a stack of 3
dimensional pictures. You know that if you reach for them, you will gain understanding.
Looking down at them makes the jewel seem to be above you (or in the top of your
space).

84. Now you contact the first and most basic symbols of all existence
TO %.. IS TO CONTACT SYMBOLS

85. You realize this:
THE BASIC SYMBOLS CONCERNS %..ing

86. As you connect to the first symbol, you realize this:
TO %.. IS THE BASIS OF ALL SYMBOLOGY

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

* % %

At this point you actually reach the first symbol. Usually it is THIS MEANS TIME. The
symbol items continue from here on. The picture with each symbol is unique to the
universe being run. Some symbol items such as time are used in all the universes and
others are specific to the universe being run.

The jewel is not visible while you are looking at the symbols, but you can feel it there
above you guiding you through them.

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

This section defines the basic symbols used in the implant universe. At this point, you
are in a space with at least 4 dimensions not including time. The symbols are 3
dimensional pictures that seem to be stacked up (in 4 dimensions) like a pile of
photographs. You reach threw this deck of symbols seeing each one in turn. As you
see each one, you get the intention "THIS MEANS ....".
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Each symbol is in the pile twice. The original form is in the first half and the alter-ised
form is in the second half. The second half was done in reverse order. |.E., this goes
A, B, C, then C, B, A. The meaning and the basic scene are the same in the two copies
of the symbol. The alterations in the second half mainly consist of changes in color
and direction. |.E., something that's blue the first time might be green the second and
the right and left sides of the picture might be switched as in a mirror image. The later
version is the alter-ised one that persisted and it feels more "natural” than the original.

Sometimes you may have to compare the two copies of the symbol and spot the
difference

Sometimes they make a minor addition or change to the picture. Usually something
uncomfortable such as seeing exactly what it is that is being buried in the second
picture only, but this is not common.

The first 4 items are THIS MEANS TIME, SPACE, ENERGY, and MATTER.
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Penalty Universe Master List

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

It probably wouldn't kill you to just read this document carelessly, but it might make you
feel uncomfortable or irritated for a few days. You also might get very annoyed at me
because casually skimming through this will probably stir up things and by pass some
mental charge without cleaning it up.

The ideal action would be for you to run platen 1 on each goal first and come up with
your own descriptions of what you think happened in each penalty universe. Then look
at this list and see what | think was there. Then do some more runs with platen 1 and
dig for section 2 ("This Means ...") type items and see if you can get a better view of the
real story.

But some people will probably read this anyway. So at a minimum, at least spot the
native state item ("To (goal) Is Native State") on each penalty universe and spot being
pushed into it and pushing others in. Do this on each one right after you read the
description.

Unfortunately, there is also another problem, which is that I'm sure that there are errors
in this list and those may give you trouble or make you feel upset when you hit them.
You'll just have to make due, either spotting that there was a mistake (which should
cool things down a bit) or even correcting the error (if you're up to it) or just blowing off
so much charge with platen 1 that you can sail through on a persistent FN despite the
occasional flaw.

I'm sorry to be issuing something that isn't perfect, but I've sat on this too long and the
only hope of getting it all correct and complete is to have others working through it.

This contains some information on each penalty universe.

The goal is given, followed by the terminal in parenthesis. Then there is some
information about the environment of the penalty universe.

Following this are a few key restimulators that were used later on the track including
the location in incident 2 where they showed you a false mockup of the penalty
universe. A similar mass implant had faces of the terminals in pyramids (this was on a
different copy of the original earth, which seemed to include more continents - an
Atlantis and a Lemuria) and the locations for those are also given. There is also a
price item and a survive item that were used in various later implants.

Then there are a few notes about some of the symbols (especially Time etc.) that were
shown to you in section 2 of the implant. Note that these are only a few out of about a
hundred or so.
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Then there is a brief sketch of what happens in the penalty universe.

Everything here is heavily abbreviated. These are working notes rather than formal
writing. | cannot guarantee that it is all correct.

| do have more on these, but | had a terrible time putting even this much together from
the jumbled mass of worksheets, working platens, lists, notes, and index cards that |
recorded things on at various times. It did not all come apart in a simple and straight
forward manner and lots of things kept shifting around as | was getting off charge and
digging deeper.

In general they all followed the same pattern of 7 wonderful things at the beginning and
then things gradually going wrong and finally being chased around, captured, divided
against yourself, and then set free only to discover that you can't survive anymore and
ending up dying, trapped in the grave, and then being dragged off to hell.

Dynamic 16: Creation

1. To Create

STATUE

Environment = suns & planets & peoples of all types, you create them & abuse them &
get zapped by the Suns (gods).

Incident 2 location = St. John, Canada; Pyramid = center of Atlantis (Inc 2 scene -
God statue on a dolly being pushed up slopes of a volcano by a crowd).

The price of creation is to be blamed.
To survive is to depend on the worship of others

Time = a planet circling a sun.

Space = a vast plain full of cities & peoples

Energy = energy blast from space shatters a mountain.

Mass = worlds in collision.

God = Giant sun

Worship = people bowing before statue & putting on garlands etc.
Pain = statue hit with energy beam that makes cracks.

Degraded = beam from sun divides statue making black cracks.
Trouble = hooded priest (who can call on the sun gods).

Detail: You are god in the form of a statue that floats around and puts out energy
beams etc. At start the statue has a young, beautiful, radiant face, by the end it is the
old man of R6. You are in a cluster of suns and planets. The suns are senior gods
(who zap you in the end). There are other lesser god statues (such as a Venus-like
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2D). The planets have lots of meat body people of endless different types (from other
penalty universes). You do 7 great deeds and the people worship you & build temples
& replicas of your statue etc. But you get into problems and troubles and dramatize the
wrath of god on the people and fight with the other statues and teach the planet people
to build traps and get caught sometimes yourself and go on rampages etc. You even
get somatics in your statue (& even from defilement of the statue copies) & become
mean. The people catch you in an energy cage and you're dragged into space where
the stars judge you & zap you etc. (divided against yourself with permanent black
cracks in your statue) & you become weak & everyone laughs etc. Finally you crumble
& fire devils haul you (the soul of the statue) off to hell which is a pyramid in the sky
with a volcano at its peak that they toss you in & there you are tortured & hit by the
souls of the millions of people you have wronged.

At this point you should spot "To Create Is Native State" as the first item of this implant
universe. And spot being pushed into it and spot pushing others into it.

2. To Cause

OLD MAN GOD ON HEAVENLY THRONE)

This penalty universe was found very late in the research. Originally | had "To Mock
Up" as the second goal (now number 3) and "To Intensify" as the third goal (now
number 3X - probably belongs in an upper or earlier series).

Environment = heaven in the clouds with a golden throne etc. You look down at the
world and play god etc.

Inc 2 location = Rome; Pyramid location = Atlantis (incident 2 scene - God on a
golden thrown falling from the sky down into a volcano)

(god on throne says) The price of causation is to become effect (of your own cause).
To survive is to depend on the subservience of others (7).

Time = Heavenly Clock (golden, sitting in clouds)
Space = Celestial Palace (gold & crystal)

Energy = a wave of golden light

Mass = The gold throne

You = god, like an old man on a throne

Trouble = Devils (red demons with horns & tails)

Details: At the start, you perform 7 wonderful acts of creation (like the biblical 7 days).
You bring people etc. into existence and send out cherubs to inspire them and angels
to bring them into communion with you. When the people turn out bad and
troublesome, you create devils to put ethics in on them and force them to be good. But
the devils decide that you are the most lawless being around and try to make you follow
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your own rules and make you wrong etc. You smite the devils for this but they rebel &
you cast them out but now things get really bad. You're unwilling to be the effect of
your own cause and can't have being on the other side of what you do to the creations.
You wouldn't follow your own rules. But you feel guilty about this and consider that its
basically unfair but you do it anyway and sink down tone. You go on rampages and
destroy things and everything goes out of control and finally you can't bear to be god
anymore and throw yourself into a volcano to die. But the devils drag your soul down
to hell and torture you.

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

3. To Mock Up
COMPUTER

Environment = a flat plane, you build a city & bodies for the spirit beings, then you do
them in & get zapped by the vortex gods.

Incident 2 location = Washington DC; Pyramid = Lima, Peru. (Inc 2 scene - people
carrying broken pieces of a computer up slopes of a volcano to toss it in).

The price of creative thought is to be questioned.
To survive is to depend on the approval of others
Time = Digital display

Detail: You are a large computer (many boxy cabinets) on an empty plain. There are
vortex gods (whirling energies in the sky) who created spirits. The spirits come to you
and ask you to mock up things. You perform 7 wonderful mockups (you postulate
electron structures and laws and build solid things) including creating bodies of various
types (human, doll, animal etc.) and a city for them to live in etc. Sliding downscale,
the mockups become more & more complex. Eventually you lose control of your own
creations (can't keep track anymore). People ask you questions, especially reasons
why, and you don't know anything except by your own creation so you invent answers
and introduce false data and have problems etc. You begin to dislike the people and
introduce wrong data to harm them etc. & eventually things get wrecked etc. In the end
the people curse you & pray to the vortex gods who then zap you etc.

Now spot "To Mock Up is Native State", etc.
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4. To Intensify
ENERGY CLOUD

This probably belongs in an earlier or higher series of penalty universes. It has a non-
physical body type and strange multi- dimensional spaces etc.

Environment = flat squares are planets with people sideways from your dimensions.
You manipulate symbol shapes that affect the people in the squares.

Incident 2 location = Bermuda triangle?; pyramid loc = Canton, China(Ohio?)
The price of intervention is to be trapped in form.
To survive is to depend on the blindness (symbols?) of others

Time = electron decay.

Space =

Energy =

Mass =

You = an energy cloud.

Sensation = 2 clouds intertwined.
Danger = a pole trap.

Confusion = pictures exploding.
Entrapment = an energy cage hanging in space.
Interest = symbols hanging in space.
Trouble =

Details: Symbols (figures, objects, etc.) hang in empty space and connect to (& are
generated by) the inhabitants of the planes (which orbit around suns). You and other
energy clouds can affect the peoples on the planes by moving symbols closer or further
away or adding & subtracting connections to the symbols or by making the symbols
degrade. At the start you perform 7 wondrous enhancements for 7 of these planes by
connecting them to marvelous symbols etc. But you slide downscale & commit overts
on the people and play by messing them up etc. and have trouble with other clouds and
teach plane people to develop theta traps etc. You touch symbols and they explode;
there are pole traps and boxes of exploding pictures and energy cages etc. Also,
pieces of yourself get drawn into & stuck in the planes etc. In the end a vast statue
(god) punishes you & divides you against yourself etc. & eventually you are dispersed
into pieces & placed in the symbol of a coffin & devil statues drag you out & push you
sideways into a volcano on a plane.

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

Carry on like this, spotting the native state item, through the rest of the goals.
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5. To Imagine

CARTOON MOUSE

Environment = cartoon bodies trying to out create each other. You invalidate others
mockups & make degraded mockups, the giant mouse god (statue) zaps you, etc.

Incident 2 location = Florida & Brazil (?); Pyramid loc = West Lemuria
The price of imagination is to create your own fears

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

Time = (some sort of cartoon watch)

Details: You are a sort of big plastic Mickey mouse (a cartoon like doll body). The
characters include mouse people and duck people & others (Disney like). Everyone
can generate illusions which become real if they can get others to believe in them. At
start you do 7 wonderful illusions which others believe in and make real. Sinking
downscale, you create harmful things which go out of control, others get bored with
your mockups, you imagine degraded things to get interest, etc. Eventually your
creations are too degraded but you can't stop. Others are disgusted & shatter your
illusions & haul you before the mouse god who divides you against yourself. Eventually
your thrown into a spirit shredder & your pieces are put in a mausoleum. Cartoon
devils drag your soul out & carry you to the illusion of a volcano but you can't stop
believing in it and so are trapped by your own illusions.

Dynamic 15: Knowledge / Understanding

6. To Know
2 HEADED DODO BIRD

Environment = Dr. Doolittle like tropical jungle & beach. Your double heads let you see
the pictures hidden behind others backs. The other creatures are terminals of other
penalty universes.

Incident 2 location = S. tip of Argentina, Pyramid = N. Lemuria

The price of Knowledge is Terror

To survive is to depend on the unknownness of others (or unknowingness of others)
Time = sun swinging through a tropical sky

Details: You see the ghosts that others carry behind them (i.e. cat woman (To Join) has
ghosts of the kittens & robots & gods etc. from the symbols of To Join etc.). At start,
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you perform 7 great deeds, aiding others through your perception (you heal & solve
problems etc.), & you gain admiration & respect. But your appearance is ridiculous &
you don't want to be laughed at, so you maintain power over others by misusing your
hidden knowledge. & occasionally you make mistakes & misread pictures & harm
others by accident. You see the evil that each carries around behind them & become
terrified of others. You start actively suppressing others to reduce their ability to hurt
you. The others discover this & chase & capture you & drag you before the totem gods
etc.

7. To Understand
CHIPMUNK

Environment = talking animals in forest

Incident 2 location = Bellows Falls, Vermont; Pyramid = Bermuda.
The price of understanding is grief.

To survive is to depend on the sympathy of others.

Time = sun over brook.

Danger = wolf.

Deceit = a 2 headed sheep.

Sly = Fox.

Drink = penguin drinks from stream.
Confuse = one chipmunk talking to another.
Sensation = a female chipmunk.

Details: The different animals all have different languages. You're the only one who
can understand everybody. You perform 7 noble deeds involving translation including
saving the chipmunks from predators etc. Then you translate things others don't want to
hear & cause grief & get blamed. You understand problems but can't solve them. You
misuse your abilities, alter messages for your own gain, start making mistakes, etc.
Conflict breaks out. No matter how hard you explain, the wolf still eats the sheep.
Understanding doesn't change the animals nature. You translate for the fox & help him
trick people in exchange for his tricking a girl chipmunk for you that you want to seduce.
The wise owl (God) discovers your treachery & divides you against yourself; etc.

8. To Absorb

GREEK HERO, MYTHOLOGY

You absorb knowledge & the form of anyone you can hold with your enormous strength
including the mortal manifestations of the gods.
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Incident 2 location = Mt. Olympus; ~ Pyramid = N. Central Lemuria.
The price of wisdom is to be despised.

To survive is to depend on the gratitude of others.

Time = a water clock.

Details: (like a B rate Greek mythology movie). The Gods are large & real & very
prominent. They can appear as faces in the sky or can embody themselves in form on
the ground. There are also lots of human like people (sort of wax like doll bodies). At
start you walk into a series of 7 clearings & wrestle with 7 things (giant snake,
seductive woman, etc.) & defeat them & absorb them. You can then become these
forms at will. The gods are oppressing & abusing the people & you become the peoples
champion & wrestle gods & gain the knowledge & capabilities of their mortal (i.e.
lesser) form (but you can't become the faces in the sky or wield their upper powers).
You help people gain the knowledge of the gods but this only creates strife &
resentment. They blame you for all their failings. & the gods are angry with you. You
begin impersonating the gods among men & trick people & gods & make trouble &
everyone wants to do you in. In the end, you're captured & dragged before Zeus who
divides you against yourself (the black bands prevent your taking on other forms) etc.

9. To Learn

GNOME

Environment = library/university. students include body types from other penalty
universes (cat people etc.)

Incident 2 location = Hidleberg; Pyramid = Boston.
The price of learning is confusion.
To survive is to depend on the respect of others.

Time = a clock on a wall.

Space = a library complex (view of central lawn from window).
Energy = ? book falling off library shelf?

Mass = Huge library shelves full of books.

Confusion = walrus person puzzling over a book.

Tired = gnome asleep over a book.

Sensation = Cat girl.

Companionship = lady gnome.

Stubborn = bear person.
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Details: Data is in books and scrolls and data cubes. Only advanced students can
handle data cubes because the data blasts in at you. You are a gnome (a shriveled
little creature who wears glasses) & are an advanced student who also teaches
(everyone but the dean (god statue) & other god statues is also a student). You are
working to achieve total knowledge. At start you solve 7 complex problems for others
with great success. You are liked & well respected. Later, you misdirect students to
keep them from surpassing you; you sleep with students (female cat people etc.) in
exchange for altering grades. The contents of the books keep changing. Exams are
done with electric shocks when you answer wrong. You steal forbidden data from the
vaults. You start getting knocked out by the heavy data flow from the cubes & made
solid by too much data & hide this to keep from being expelled. The students find out
about you misleading them & chase you through the halls. You are dragged before the
dean & he divides you against yourself. After this you try to use a data cube but the
flow jams on the black ridges (divided against yourself) & causes your brain to explode.
They bury you in the basement. Later monk devils drag your soul out & toss it into the
furnace which leads down to hell in an underground volcano.

Dynamic 14: Games

10. To Exchange
SPIRIT BROKER - WIZARD

Environment = a kingdom of munchkins & spirits, you trick people or do something for
them in exchange for their souls & sell them to demons.

Incident 2 location = Hong Kong; Pyramid = Catskills
The price of wealth is enslavement.

To survive is to depend on the commitment of others
Time = an hourglass with sand running down.

Details: You are a spirit broker (looks like a sort of card shark / pawnbroker) in a land
of rolling hills and cottages etc., a fairytale like mid-evil kingdom including a castle with
a king etc. The people are munchkin-like. You can see the spirits of dead munchkins
toiling away but nobody else seems very aware of this. There are also demons who
others can't see. You are fantastically crafty and trick people into signing away their
souls in blood in exchange for things and then you sell the contract to demons (the
people will work for them after they die) who give you services in exchange. At the
start you collect 7 souls and sell them to demons in exchange for 7 wondrous miracles
(performed by the demons) which astound the people and make the king shower you
with riches etc. Sliding downscale, you try to do less for the people in exchange for
their souls so as to keep more of the power for yourself and you have missed withholds
about the true nature of the deal. The people get hints from spirits who have died etc.
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You get bored with the village girls and start in on sex with succubi & other spirit forms.
You get withholdy & arrogant. The spirits get tired of working & start protesting & trying
to break their contracts and the demons get upset. You get in trouble with the king and
start blasting people with energy weapons (wands) purchased from the demons etc.
People trick you with false contracts signed with chicken blood etc. The demons drag
you before the demon god (big devil statue) & he divides you against yourself.
Eventually you die & imps drag you from the grave & toss you in a volcano under the
castle & the spirits of munchkins & demons you cheated torture you forever.

11. To Play
CHINESE CHILDREN

Environment = houses on stilts over tidal flats. Only a very old few are adults. The
games become deadly. Bodies nearly indestructible.

Incident 2 location = Shanghai, China; Pyramid = Santiago, Chili.
The price of joyful exuberance is perversion.

To survive is to depend on the games of others

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

Details: You are a child in a mud village with houses on stilts. There are adults (old
looking Chinese) but they are no bigger than the children. There is the impression that
you will be a child forever & there are only a few old people. The village floods
whenever the tide comes in. You alternate playing in the mud with sailing around in
little boats depending on the tide. The bodies are nearly indestructible and might be
some rubbery form of doll body rather than real meat bodies. At start it is all glorious
fun, nothing bothers you, you're not cold or hungry or hurt by drowning etc. The games
are very rough but you can't get hurt. You get trapped in an underwater cage during
high tide & your only protest is that its dark & boring & you want to be out playing.
Sliding downscale you hurt others emotionally & by inhibiting their playing. The games
are often mean & viscous. Parents are rarely seen but their orders are to be obeyed but
this interferes with playing so you deceive them & become missed withholdy. Also,
monsters come in with the ties and sometimes they hurt someone or car