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                  17. THE HUMAN IMPLANT





This one was intended to make you human.  If you're rebelling

against God, you can't be a god.





1. (a big being comes out and says "I created you")



2. TO BE THE WRATHFUL GOD AND DESTROY THE WORLD



3. TO BE HUMAN AND SAVE THE WORLD



4. TO BE THE NEGLIGENT GOD AND LET THE WORLD DECAY



5. TO BE HUMAN AND REVITALIZE THE WORLD



6. TO BE THE JEALOUS GOD AND PERSECUTE THE PEOPLE



7. TO BE HUMAN AND AID THE PEOPLE



8. TO BE THE AVENGING GOD AND PUNISH THE PEOPLE



9. TO BE HUMAN AND PROTECT THE PEOPLE



10. TO BE THE LUSTFUL GOD AND FRENZY THE PEOPLE



11. TO BE HUMAN AND CALM THE PEOPLE



12. TO BE THE DOMINATING GOD AND ENSLAVE THE PEOPLE



13. TO BE HUMAN AND DEFEND THE PEOPLE



14. TO BE THE ONLY GOD AND DISDAIN THE PEOPLE



15. TO BE HUMAN AND JOIN TOGETHER WITH THE PEOPLE



16. TO BE THE SULLEN GOD AND HATE THE PEOPLE



17. TO BE HUMAN AND LOVE THE PEOPLE







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





                  18. THE POLES IMPLANT





This one uses a double row of metal poles which are charged.

It is done to a bodiless thetan (who is being an energy body).

You bang back and forth between the poles, going down the row

in a zig zag.  Items are laid in with the impacts as you hit

the poles.



This might be basic on running into lampposts.  It might also

underlie poor vision.  It is restimulated by people shoving

somebody around.



This was probably used by the body people against the thought

people in the theta-mest wars.



This laid in ideas like:



a) you must not use force

b) you must care for the body

c) neither side is right in a conflict

d) anyone who fights is wrong

e) control yourself

f) constrain yourself

g) the use of energy is evil.

h) to never change



I didn't bother to work out the exact wording of all the goals

used, but they would be in keeping with the above list of ideas.

I ran the first goal, which is "to (never) use energy" and the

whole thing pretty much blew.  The item pattern I found on the

first goal was as follows:



1. TO USE ENERGY



2. TO NEVER USE ENERGY



3. TO NEVER USE ENERGY ABSOLUTABLY



4. BAD TO USE ENERGY



5. IMPOSSIBLE TO USE ENERGY



6. TO NEVER USE ENERGY ABSOLUTABLY



7. WRONG TO USE ENERGY



8. DEGRADING TO USE ENERGY



9. TO NEVER USE ENERGY ABSOLUTABLY



10. HORRIBLE TO USE ENERGY



11. DESTRUCTIVE TO USE ENERGY



12. TO NEVER USE ENERGY ABSOLUTABLY



13. FRIGHTENING TO USE ENERGY



14. DANGEROUS TO USE ENERGY



15. TO NEVER USE ENERGY ABSOLUTABLY



16. PUNISHABLE TO USE ENERGY



17. TREASONABLE TO USE ENERGY



18. (silence)  (you fly through the pole instead of impacting on it)

  (you can see the double row of poles continuing on down the

  corridor and you expected to keep going)



19. NIX TO USE ENERGY (head impact as you hit the "wall" on the far

     side of the pole.  The wall is an energy screen)



(then you drift out of the far side of the wall and all is quiet and

you get the following item)



20. NO DESIRE TO USE ENERGY



(then you are drawn into another corridor containing a double row of

poles and they do the next goal).







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







               19. THE ANTI-PSYCHIC IMPLANT





This one was designed to block OT abilities.



Although this uses a double firing item pattern (items coming

from both sides), they used a double negative in the opposing

item so that both sides basically means the same thing (instead

of being opposites as is usually the case).  Instead of being

a goal oppose type sequence, its like being caught between two

people who are pushing you back and forth while they say the

same thing in different ways.



It may have been setup this way because the implanters were afraid

of anyone ever sliding into the opposite and dramatizing it (which

happens occasionally on goal oppose type item patterns).  If you're

implanting people into being loyal soldiers (and using a traitor

as the opterm), you can live with the occasional guy who flops

the other way and turns into a traitor.  But if you're implanting

him to keep him from reading minds, the few who flop the other

way and become mind readers might be too much of a danger.



  -------



ITEM PLATEN:



1A.  UNFAIR TO ...                  1B.  FAIR TO NEVER ....



2A.  GAMELESS TO ...                2B.  GAMEFUL TO NEVER ....



3A.  DISINTRESTING TO ...           3B.  INTERESTING TO NEVER ...



4A.  HARMFUL TO ....               4B.  HARMLESS TO NEVER ....



5A.  HURTFUL TO ....                5B.  UNHURTFUL TO NEVER ....



6A.  PAINFUL TO ....                6B.  PAINLESS TO NEVER ....



7A.  DANGEROUS TO ....              7B.  SAFE TO NEVER ....



8A.  EVIL TO ....                   8B.  BLESSED TO NEVER ....



9A.  BAD TO ....                    9B.  GOOD TO NEVER ....



10A. UNACCEPTABLE TO ....          10B.  ACCEPTABLE TO NEVER ....



11A. BEST TO NEVER ....            11B.  NOT BEST TO ....



12A. HOPEFUL TO NEVER ....         12B.  HOPELESS TO ....    



13A. AGREED TO NEVER ...., FOREVER, 



            13B. THIS IS YOUR DECISION





   --------



The list of endwords that fit into the above platen are as follows:



1. To Leave



2. To Read Minds



3. To Levitate Objects



4. To Operate Without a Body



5. To Generate Energy



6. To Predict the Future



7. To Teleport



8. To Project Telepathically



9. To Disappear (or to be invisible)



10. To See Remotely



11. To Disobey This





  

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



                  20. THE CHOICES IMPLANT





I think that this is very early, possibly as far back as home

universe.  But that could be a false date.  It is also possible

that this is part of the between lives sequence.



Here you are given a real choice and decide which aberration you

get.  The second part varies depending on your responses in the

first section.  



There may be a short beginning segment that shows you why you have

to choose.  





First Section:



On each of these, they hound you and keep hitting you with energy

waves and keep repeating the item until you choose on or the other.





1.  TO AGREE IS TO MAKE THE CHOICE BETWEEN SANITY AND FREEDOM

   

2.  TO AGREE IS TO MAKE THE CHOICE BETWEEN BEING CAUSATIVE AND BEING LIKED

   

3.  TO AGREE IS TO MAKE THE CHOICE BETWEEN WINNING AND BEING RIGHT

   

4.  TO AGREE IS TO MAKE THE CHOICE BETWEEN BEAUTY AND HONOR

   

5.  TO AGREE IS TO MAKE THE CHOICE BETWEEN STRENGTH AND WISDOM

   

6.  TO AGREE IS TO MAKE THE CHOICE BETWEEN COURAGE AND AWARENESS

   

7.  TO AGREE IS TO MAKE THE CHOICE BETWEEN PERCEPTION AND CREATIVITY

   

8.  TO AGREE IS TO MAKE THE CHOICE BETWEEN CERTAINTY AND TRUTH

   

9.  TO AGREE IS TO MAKE THE CHOICE BETWEEN HAVINGNESS AND MOTION

   

10. TO AGREE IS TO MAKE THE CHOICE BETWEEN KNOWLEDGE AND SERENITY



11. TO AGREE IS TO MAKE THE CHOICE BETWEEN MEMORY AND HAPPINESS



12. TO AGREE IS TO MAKE THE CHOICE BETWEEN SKILL AND INDEPENDENCE







Second Section:



This section varies depending on your responses to the first section.

You either get one or the other item of the pair.  This may have been

implanted multiple times, so both items should be run, but they 

might not react equally.  If you put your attention on a specific

occurrence of the implant, only one of each pair should read.



1a. The only way to be sane is to be trapped

1b. The only way to be free is to be insane



2a. The only way to be causative is to be hated

2b. The only way to be liked is to be effect (subservient)



3a. The only way to win is to be wrong (cheat)

3b. The only way to be right is to lose



4a. The only way to be beautiful is to be dishonorable

4b. The only way to be honorable is to be ugly



5a. The only way to be strong is to be stupid

5b. The only way to be wise (smart) is to be weak



6a. The only way to be courageous is to be unaware

6b. The only way to be aware is to be fearful



7a. The only way to perceive is to agree with the creations of others

7b. The only way to be creative is to not-look (no-is)



8a. The only way to be certain is to ignore the truth

8b. The only way to be truthful is to be unsure



9a. The only way to have anything is to remain in place

9b. The only way to be active (move around) is to have nothing



10a. The only way to have knowledge is to be disturbed (upset)

10b. The only way to be serene is to not know



11a. The only way to remember is to be sad.

11b. The only way to be happy is to forget.



12a. The only way to be skillful is to follow orders

12b. The only way to be independent is to be incapable.





Third Section:



Then they badger you about the choice you made.  On each one, 

they say (depending on how you answered in section 1),



"You said freedom was better than sanity.  Why was that the right

choice?"



They keep pushing at you with this until you mockup a reason and

start defending it.







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





                 21. THE THIRD EYE IMPLANT





See History of Man for a general description of Fac 1 and see the

FAC 1 platen given elsewhere in these materials.  This incident is

almost identical to it in style, context, and in terms of the

implant machinery used.  I dated some of these at around 1 million 

years ago with a duration of around 45 to 53 minutes.  The earlier

one that I labeled Fac 1 seems to be a bit earlier, at around 2

million years ago.  



Probably the first Fac 1 implant was replaced by this one.  But it

is also possible that both platens were used as part of the same

implant.  Since these are very late on the chain, its hard to 

get good data because there is a tendency to mix things up with

earlier incidents that were restimulated.  Since a lot of the

context is the same, and since Ron was pushing people into locating

Fac 1 by describing it to them first, it is probable that he got

either one on PCs at random when it was being researched in 1952.



It seems to occur at about 14 items per second giving around 6 

minutes per run with a small pause between runs as the beam is 

redirected.



Each run comes in as a supersonic beam containing speeded up 

verbally stated items (in an old language).  You can't hear the 

items as it happens, you just hear a noise, but BTs and Split 

valences sometimes caught the items (i.e. subliminal).



There are 9 runs: 1 - Forehead, 2 - right side, 3 - left side, 4 - 

chest, 5 - stomach, 6 - mouth, 7 - right eye, 8 - left eye, 9 -

genitals.



The items are in the form To (goal) IS TO BE THE (valence).  

They do all 64 penalty universe goals on the valence of the first 

penalty universe, then they repeat with the valence from the 

second universe etc.  The goals run from Create down to Endure, 

the valences run from the Statue down to the Pyramid.



I.E., the first item is To Create is to be the Statue.  The second 

item is To Mock up is to be the statue.  After they get down to To 

Endure is to be the Statue, they change to the second terminal.



Since all valences and all goals of the penalty universes were 

Chris-crossed with each other, this acts like an endless set of 

wrong items.



There is also an overt side to this where you are the operator of 

the Fac 1 machine.  In this case, you might get a vibration of 

wrong items in your hands as you turn the crank etc.



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





            22. THE 10 WAY COMPULSION IMPLANT





(Oct 1996:  Of all the splitter platens I ran before finding the

"point to" process, this was the only one that I had success with.

But it didn't go all the way and gradually it got harder to run.

On later review, I was occasionally leaving stuff unhandled that

wouldn't respond to this platen and eventually enough of that built

up to bring me to a halt.  If you use the "point to the being you

divided from" command in each location as you go through the items,

you should have an easy time of it with this platen).





30 March 1990



This is part of the implant that is used to throw you out of the 

Games universe and into the Symbols universe.  There is 

probably much more to the incident and I don't have the details at 

this time, however, this is the part that messed you up by making 

you divide into many split valences that would stay submerged out 

of site and compel you do feel things.  This was done for each of 

the 64 terminals of the 64 penalty universes starting with Create 

(the god statue) and going down to Endure (the pyramid) and then 

was done for the 64 terminals of the negative goals installed by 

the treadmill.  The negative ones start from the inverted 1st 

dynamic and run down to the negative 16th dynamic ending with 

Destroy (the devil statue).  Note that this is not the same order as 

was used in the treadmill (where the negative goal comes right 

after the positive goal).  Since the positive terminals all come first 

in this implant, it is probably best to run all of the positive ones 

before doing any negative ones but this needs further research.



You should run the penalty universe immediately before you try 

to run the compulsion on the terminal of that universe.  Only run 

this if it seems to indicate and draw your attention.  Also, it is 

preferable to run terminals up near the top of the dynamics first.  

Preferably, you should start with create.  This is best left until a 

second pass on the penalty universes, but use your 

judgment.



This turns up many more BTs and clusters than running the 

penalty universe itself does.  Usual handling for a cluster that 

doesn't blow on inspection is to have it spot the top of the penalty 

universe (i.e., native state item).  Although it is not generally their 

cluster forming incident, it is a vast undercut on all incidents 

relating to the goal and usually causes the cluster to come apart 

immediately (then handle individuals remaining).



Negative terminals are a problem to run.  The treadmill crossover 

must be really flat and you need to key out enough later 

restimulations of the collapse of the positive goal into the 

negative (i.e., hellatrobus and other implants that swing the 

positive goal items into the negative ones) to the point where it is 

possible to spot the top of the positive penalty universe from the 

negative items.  Otherwise, it is just too difficult to blow BTs out of 

the negative terminals.



When I first researched this, I didn't have the anatomy and used a 

platen based on the sequence of items in the penalty universes 

that creates the predisposition to have these split valences.  The 

penalty universe only temporarily created a split (which didn't 

remain split) and only setup the (terminal) in back (and later, you 

leave a split behind in the grave in the penalty universe as well).  

These would dissolve when you came out of the penalty universe.  

The items are To (goal) is to be the (terminal) in back; and then to 

(goal) is to a) hide, b) control, c) inspire, d)detest, e) compel 

yourself and f)deny responsibility.  I used this to pull out the 

terminal in back without realizing that I was bypassing the others.  

It was effective enough to get it out but it was like prying out a 

piece of the muscles (which got sore afterwards).  Also, the Third

Eye implant went into heavy restim (third eye sensations).  I haven't 

had this problem with the 10 way platen given here, but it is possible that 

the third eye stuff can restimulate.  If it does, run the Third Eye

Implant platen given elsewhere in these materials.



Run these items lightly.  It is easy to push to hard and slip into a 

different split or bring the third eye into restim.  Often, the pattern 

of 10 blows while your running the first few items.  If it does, just spot 

each of the other locations and assume responsibility for having 

issued compulsions from it.  (also do the "point to" step here).



If the first item doesn't read well, drop this action.  Check for 

BTs/Clusters restimulated and not blow and then bail out.  

Running this over a stiff needle with only very tiny reads 

restimulates more than it releases.  The needle should be loose 

between items and read well.  If it was and then tightens up, it is 

almost certainly an overrun.  The faintest overrun here will lock 

the needle up like a board, partially from the restimulation of the 

other terminals in the implant but also because you start stirring up 

the GPM for the goal and other implants as well.  (it probably will

not be this touchy if you are using the "point to" command).



On a rehab, you might need to a) spot and indicate the EP, b) 

handle BTs and clusters that were about to blow and then were 

invalidated and stopped, and c) run a few lines of platen 1 on the 

goal to key out later implants.  It might take all of this to get an FN.  

Then do the light spotting of the 10 locations and reassume 

responsibility (skip this if it doesn't indicate, you don't want to 

overrun it again).



Mostly, BTs and Clusters will blow automatically as you run this.  

You may see sparks and things as they go.  If you get weird 

sensations, its probably a partial blow, but there can be a slight 

weird sensation (not unpleasant) of things shifting around 

sometimes that is a simple side effect of the valence walls 

dissolving (your space is bigger and other masses move around).  

Sometimes other BTs & Clusters will protest a bit because blowing 

the splits makes them shift around.  Acknowledge, indicate the 

BPC, and if they are accessible, blow them (or just leave things 

alone if not easily reached).



After these split valences were setup, there is a later part of the 

incident that gave them all wrong locations etc.  You simply run 

them in the original locations relative to yourself (they can still be 

reached there even though they are often elsewhere in the 

body).  Sometimes you have to spot the fact that wrong locations 

and terminals were implanted into these splits later in the incident.



The third eye implant sent in a stream of wrong items for these valences 

(see the platen).  The stream hit various parts of the body and 

screwed the split valences and BTs and Clusters up further on a 

random basis.  Sometimes you have to spot the stream of wrong 

items (don't bother trying to run the items in detail, just spot a 

stream of them coming in).  You can also check and indicate 

BTs/Clusters messed up by the third eye implant.



When a split valence goes, often a BT or cluster will try to mock it 

up again.  You should check for this as a general cleanup after 

doing the items.  You can also use it if needed while running the 

items.



If an item doesn't read, do the following until the situation seems 

handled:



a) Check for overrun

b) Check for a BT or Cluster

c) Spot the wrong locations being laid in at the end of the incident.

d) Spot the wrong item stream of the third eye implant.

e) Check for a BT/Cluster copying, hiding, suppressing or 

keeping the valence mocked up.



Also do steps b to e after completing the 10 way run and then spot 

the top line (native state) of platen 1 for the goal.  (this might be

excessive if you're using the "point to" command - use your

judgment)



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



           10 Way Compel items:



TO (goal) IS TO BE THE (terminal) IN (location) AND COMPEL 

MYSELF TO (goals compulsion) FOREVER.



The locations are as follows:



1. Front

2. Back

3. Right

4. Left

5. Top

6. Underneath

7. Past  (and young precedes the terminal)

8. Future (and old precedes the terminal)

9. Grave (and dead precedes the terminal)



10. TO (goal) IS TO BE THE (terminal) IN THE CENTER AND 

BE THE EFFECT OF ALL THESE OTHERS.

 

For Past, the split valence is actually riding slightly back of PT 

trying to keep things in restimulation.



For future, the split valence is actually riding slightly in the future 

trying to create future track for you.



For the Grave item, it refers to the grave in which the terminal 

was buried in the penalty universe.



To clarify the way to form the past, future, and grave items, the 

past item for the goal to eat is To eat is to be the young tiger in 

the past and compel myself to feel hungry forever.



Run each item in its correct location.  Then do the "point to"

command in that location.



After running the 10 items for a compulsion, try to run it on flow 2

which would be pieces of yourself that you have on other people.

Do this by getting the idea that you might be projecting this 

compulsion at someone else, spot the location and item and then

do the "point to" command.  You may have many for each item.  I only

started doing this after I had run quite a bit of these on myself

only, so its possible that you might need to work up to this step on

a gradient.





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



       10 Way Compel:  Compulsions List



Each of these is run in the 10 items/locations given above.



As usual, I didn't run everything thoroughly and I can't guarantee

that all of these are correct or complete.  When I first ran this,

I started with "endure" and worked up to "create" but I think that

that was backwards so I have placed "create" as the first item.







1. To create is to be the statue in ... and compel

     myself/others to create reality forever.



2. To cause is to be the god in ... and compel myself

   (to be good ?) forever.



3. To mock up is to be the computer (in ...) and 

   compel myself/others to keep this all created, forever.



4. To imagine is to be the (cartoon mouse) (in ...)

  and compel myself/others to create illusions forever.



5. To know is to be the dodo in ... & compel

  myself/others to collect pictures forever.



6. To understand is to be the chipmunk in ... & compel

  myself/others to seek understand forever.



7. To absorb is to be the hero in ... & compel

  myself/others to be embodied in form (?) forever.



8. To learn is to be the gnome in ... & compel myself/others 

  to accumulate data without understanding(?) forever.



9. To exchange is to be the Wizard (spirit broker?)  in ... & compel

  myself/others to crave souls forever.



10. To play is to be the child in ... & compel myself

  to avoid responsibility forever.



11. To compete is to be the coach in ... & compel

  myself/others to win forever.



12. To manipulate is to be the banker in ... and

  compel myself/others to crave wealth forever.



13. To combine is to be the twin in ... and compel

  myself/others to need support forever.



14. To shape is to be the clay person in ... and compel

  myself/others to need bodies (shapely forms) forever.



15. To change is to be the sorcerer in ... and compel

  myself/others to be arrogant forever.



16. To align is to be the bear person in ... & compel

  myself/others to enforce agreements forever.



17. To reason is to be the clown in ... & compel

  myself/others to obey logic forever.



18. To orient is to be the wireman genius in ...

  & compel myself/others to need orientation forever.



19. To guide is to be the pilot (in ...) and compel

   myself/others to lead forever.



20. To compute is to be the toy in ... and compel

  myself/others to figure-figure forever



21. To construct is to be the beaver in ... and compel

  myself/others to entrap people forever.



22. To engineer is to be the lobster in ... and compel

  myself/others to need machinery forever



23. To build is to be the lizard man in ... and compel

  myself/others to acquire mass forever.



24. To structure is to be the crystal in ... and compel

 myself/others to stay in alignment forever.



25. To invent is to be the munchkin in ... & compel

  myself/others to need appreciation forever.



26. To enhance is to be the ghost in ... & compel

  myself/others to dub in forever.



27. To inspire is to be the muse in ... and compel

  myself/others to dream forever.



28. To beautify is to be the fairy godmother in ... & compel

  myself/others to sacrifice for art's sake forever.



29. To purify is to be the fire person in ... & compel

  myself/others to fanaticism forever



30. To arbitrate is to be the minotaur in ... & compel

  myself/others to need agreement forever.



31. To defend is to be the little man in ... & compel

  myself/others to harm others in a just cause forever.



32. To strengthen is to be the strong  man in ... & compel

  myself/others to use force forever.



33. To enlighten is to be the rabbit in back and

  compel myself/others to need adoration forever.



34. To convert is to be the reptile in ... & compel

  myself/others to depend on gods forever.



35. To  connect is to be the angel in ... & compel

  myself/others to need fulfillment forever.



36. To worship is to be the knight in ... & compel

  myself/others to believe in god forever.



37. To predetermine is to be the soothsayer in ... &

  compel myself/others to fulfill my/their fate forever



38. To collect is to be the elf in ... & compel

   myself/others to crave souls forever



39. To influence is to be the cupid in ... & compel

  myself/others to trick others forever.



40. To embody is to be the goat god in ... 

  & compel myself/others to crave solid forms forever.



41. To locate is to be the leprechaun in ... & compel

  myself/others to be located forever.



42. To permeate is to be the theta body in ... &

  compel myself/others to obey orders forever. (?)



43. To energize is to be the thought circle in ... & compel

  myself/others to obey the laws of energy forever (?)



44. To gather is to be the invader in ... & compel

  myself/others to crave mass (havingness) forever.



45. To grow is to be the GE in ... & compel

  myself/others to operate through bodies forever. (?)



46. To discover is to be the centaur in ... and compel 

  myself/others to dominate others forever.



47. To heal is to be the treeman in ... & compel

  myself/others to depend on healing forever.



48. To adapt is to be the thread man in ... & compel

  myself/others to conform to everything in the environment forever.



49. To establish is to be the cyclops in ... & compel

  myself/others to obey rules forever.



50. To share is to be the dolphin in ... & compel

  myself/others to stay in agreement forever.



51. To unite is to be the dog soldier in ... & compel

  myself/others to remain loyal forever.



52. To control is to be the frog in ... & compel

  myself/others to dominate others forever.



?. To judge is to be the giant in ... & compel

  myself/others to follow the law forever.



53. To organize is to be the clerk in ... and compel

    myself/others to crave accuracy forever.



54. To Co-operate is to be the robot in ... & compel

  myself/others to depend on machinery forever.



55. To participate is to the be mermaid in ... and

   compel myself/others to need approval forever.



56. To expand is to be the mouse engineer in ... & compel

  myself/others to overwork forever.



57. To reproduce is to be the insect in ... and

   compel myself/others to desire offspring forever.



58. To satisfy is to be the caveman in ... and

   compel myself/others to feel lust forever.



59. To join is to be the cat in ... and compel

   myself/others to crave sex forever.



60. To care for is to be the birdgirl in ... & compel

  myself/others to stop everyone from harming each other forever



61. To feel is to be the bear in ... and compel

   myself/others to need sensation forever.



62. To replenish is to be the old arab in ... and

   compel myself/others to be tired forever



63. To eat is to be the tiger in ... and compel

   myself/others to be hungry (crave food?) forever.



64. To endure is to be the pyramid in ... and

   compel myself/others to stay the same forever.





----------

(inversion)





64. To dissipate is to be the mummy in ... & compel

  myself/others to waste away forever.



63. ?



62. To age is to be the old man in ... & compel

  myself/others to grow old forever.



61. To torture is to be the goddess in ... & compel

  myself/others to unreality (or to feel nothing?) forever.



60. To torture is to be the devil in ... & compel

  myself/others to cruelty forever.



59. To separate is to be the black cat in ... & compel

  myself/others to stay apart forever.



58. To ridicule is to be the moron in ... & compel

  myself/others to make fun of people forever.



57. To infest is to be the insect in ... & compel

  myself/others to be everywhere forever.



56. To contract is to be the maniac in ... & compel

  myself/others to withdraw forever.



55. To debase is to be the elephant girl in ... & compel

  myself/others to make people degrade themselves forever.



54. To individuate is to be the iron horse in ... & compel

  myself/others to shun people forever.



53. ?



?. To accuse is to be the ogre in ... & compel 

  myself/others to blame others 



52. To rebel is to be the gargoyle in ... & compel

  myself/others to (crave violence?)  forever.



51. To conquer is to be the war hawk in ... & compel

  myself/others to make war forever.



50. To own is to be the sea monster in ... & compel

  myself/others to grasp everything forever.



49. To undermine is to be the hypnotic robot in ... & compel

  myself/others to obey forever



48. To disagree is to be the snake in ... & compel

myself/others to create dissension forever.



47. To infect is to be the germs in ... & compel

  myself/others to be sick forever.



46. To hide (obscure?) is to be the octopus in ... and

  compel myself/others to withhold (obscure?) things forever.



45. To rot is to be the fungus in ... & compel

  myself/others to decay forever.



44. To abandon is to be the hobo in ... & compel

  myself/others to abandon things forever.



43. ?



42. To dissolve is to be the aneoba in ... & compel

  myself/others to loose havingness forever



41. To misplace is to be the cricket in .... & compel

  myself/others to have problems finding things forever



40. To Disembody is to be the invisible man in ... & compel

  myself/others to make things unreal forever (?).



39. ?



38. To reject is to be the wolfman in ... & compel

  myself/others to be angry at everyone forever.



37. To randomize is to be the griffin in ... & compel

  myself/others to be unable to predict forever.



36. To profane is to be the monk in ... & compel

  myself/others to perform vile acts forever.



35. To disconnect is to be the spider woman in ... & compel

  myself/others to cut communication forever.



34. To disabuse is to be the Jackal in ... & compel

  myself/others to scoff at peoples beliefs forever.



33. To obscure is to be the smog monster in ... 

   and compel myself/others to manufacture blackness forever



32. ?



31. To attack is to be the gorilla in ... & compel

  myself/others to cynicism forever



30. To disagree is to be the snake in ... & compel

  myself/others to create dissension forever



29. To pervert is to be the satyr in ... & compel

  myself/others to debauchery forever.



28. To make ugly is to be the old witch in ... & compel

  myself/others to see the underlying ugliness in things forever



27. ?



26. To degrade is to be the demon in back and compel 

  myself/others to pessimism forever.



25. To divest is to be the troll in back and compel

  myself/others to see the worthlessness of things forever.



24. To shatter is to be the batman in ... and compel

  myself/others to shatter reality forever.



23. ?



22. To unstablize is to be the goon in ... and compel

  myself/others to break machinery forever.



21. To tear down is to be the wrecking crane in ... and

  compel myself/others to smash things forever.



20. To confuse is to be the zombie in ... and compel

  myself/others to make mistakes forever.



19. To misdirect is to be the scarecrow in ... & compel

  myself/others to be confused (about direction?) forever.



18. To disorient is to be the spinning top in ...

  & compel myself/others to be lost forever.



17. To discombobulate is to be the one-man-band in ...

  & compel myself/others to destroy order forever.



16. To bring chaos is to be the black panther in ... & compel

  myself/others to disperse things forever.



15. To implode (stop motion?)(fixate?) is to be the witch in ... 

  and compel myself/others to despise everyone forever (?).



14. To distort is to be the walrus in ... & compel

  myself/others to distort bodies forever.



13. To fragment is to be the worm in ... and compel

  myself/others to make everything crumble forever.



12. ?



11. ?



10. ?



9. To steal is to be the Raccoon in ... & compel 

  myself/others to take things forever.





8. To forget is to be the troll in ... & compel

  myself/others to lose track of things forever.



7. ?





6. To misunderstand is to be the cripple in ... & compel

  myself/others to misunderstand forever.





5. To mislead is to be the false prophet in ... & compel

  myself/others to dub in pictures forever.





4. ?



3. To unmock is to be the energy mass in ... and 

   compel myself/others to take things apart forever.



2. ?



1. To destroy is to be the devil in ... and compel

  myself/others to make nothing of reality forever.





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





	     23. THE 4TH DIMENSIONAL IMPLANT



Nov 11, 1990





This is a very early implant universe.  It occurs prior to the 

Agreements Universe and the Home Universe Matrix but is after 

the original Jewel of Knowledge.  It could also be referred to as 

the "existence" implant since the goal "To Exist" is a key factor 

throughout the implant.



The incident is prior to our narrowing down to 3 dimensions and 

probably contributes some weight to the narrowing down.  It is 

possible to run this and spot the 4D mockups to some degree even 

if you haven't run the incidents which were designed to block 4th 

dimensional perception.  This incident was the first 4D incident that 

I research and it might be necessary to run it first.  It probably has 

to be re-run after cleaning up other 4D incidents and unblocking 4D 

perceptics.



The implant universe itself seems to be a 5 dimensional construct, 

but the perceptions in the incident, and the objects and mockups 

used generally have 4 dimensions, hence the title I assigned to it.  

I.E., these are 4 dimensional experiences which might be seen as 

an array of consecutive pictures within 5 dimensions.  The 

pictures are arranged in a downward spiral and you feel the turn 

as you move from one goal on to the next.



Running the incident will require some understanding of higher 

dimensions.





A. NOTES ON HIGHER DIMENSIONS



The term "higher dimension" is really a misnomer.  One dimension 

is not higher than another.  If we are dealing with a 3 dimensional 

object, none of the 3 dimensions are senior to the others.  If we 

make some 2 dimensional drawings of the object, we can select 

any 2 out of the 3 dimensions for our portrayal.



It would be proper to refer to a 3 dimensional object as being of a 

higher order than a 2 dimensional object.  In a similar way, a 4 

dimensional object is of a higher order than our normal mockups, 

but we could choose any 3 of its 4 dimensions for portrayal in this 

universe.  So the missing dimension is not really "higher", it's just 

extra.  Pick an object in the room and imagine that there is more 

of it extending off in an extra direction without it bumping into the 

things around it.  Another useful exercise is to pick an object and 

imagine it dwindling off in the distance without moving from its 

physical universe position.  The distance it is moving away in is a 

4th direction which would require a 4 dimensional co-ordinate 

system to describe.



In an implant universe, an extra dimension is necessary to handle 

the fixed track time component.  This also applies to story type 

universes (e.g. enjoyable rather than harmful).  If we have a 2 

dimensional mockup, such as a cartoon drawing, we can stack 

many of them up in 3 dimensions and flip through them to get the 

apparancy of motion.  This is the way we make movies and 

cartoons.  We build a series of 2 dimensional mockups and make 

time the 3rd dimension.



In the home universe era and later, where we are operating in 

only 3 dimensions, implant universes are generally 3 dimensional 

mockups stacked up in a 4th dimension.  In this 4D implant, it is 4 

dimensional pictures stacked up in a 5th dimension.



Note that using a time dimension is a very special purpose 

application.  It is done to record things.  Normal life does not 

utilize a time dimension.



In recent track, the mockups all seem to have 3 spatial 

dimensions.  Sometimes there are multiple 3 dimensional universes 

interrelated in a 4th dimensional frame, but the mockups are still 3 

dimensional.  In this case, you might have one reality intersecting 

with another and appearing in it as a sort of flat picture.  You can 

"turn" into the picture and step into it (going off at a different 

angle) and then it's a 3 dimensional space and the other reality 

looks like a flat picture.  The same can occur with 4D mockups in 

a 5D framework.  I.E., you can turn in a 5th dimension and swing 

from one 4D space into a different one.  This may be the "turn" 

that you feel as you shift between goals in the incident described 

below.



Another interesting thing to note is that an object with more 

dimensions can look like a near infinite number of different objects 

from a lesser dimensional framework.  Imagine a 3 dimensional 

sphere being seen from a 2 dimensional framework.  Consider the 

2D frame to be a sheet of paper which cuts through the sphere.  

There are an endless number of different positions and angles 

that the paper can be in.  The 2 dimensional reality would see the 

sphere as any one of an infinity of circles ranging in size from a 

point up to the diameter of the sphere.  Also, there would be many 

different circles of the same size cut from different angles 

through the sphere.  But in the case of a sphere, a single two

dimensional plane would only intersect one of the possible circles.

Now consider a 3 dimensional coil of rope.  If you imagine a 2

dimensional plane intersecting it, you will see that the single

3 dimensional object intersects the plane many times and would

appear to be a large number of separate circles in the 2 dimensional

space.



For another example of looking at a higher dimensional object which might 

seem like many separate objects in the lower dimension, consider 

seeing a chair from a 2d reality.  If the 2D plane cuts through the 

4 legs of the chair, it will look like 4 squares that are quite far 

away from each other and seem like they are separate objects.







B. GENERAL DESCRIPTION OF THE INCIDENT



The incident uses the sequence of 64 penalty universe goals.  For 

each goal, there are 3 scenes which might be referred to as Be 

(being the terminal), Do (doing the goal), and Have (seeing the 

results, which will turn out to be a problem).



There are some items in the implant, but they are not expressed in 

words or even as simple consecutive telepathic concepts.  Instead, 

there seems to be a "thought package" which is received as a unit 

and may express a number of concepts simultaneously.  It's a sort 

of 4D thought.  At the beginning of each goal, there is a single 

thought unit which seems to contain the following 2 sentences:



To exist is to (goal).

To (goal) is to know the (meaning / reason / purpose) of 

existence.



The words are just an approximation.  Its really a set of 

interlocked major thoughts which form a package that you receive 

and understand as a single unit even though there is more than 

one concept present.



Each goal begins with you "turning a corner" in the 5 dimensional 

spiral.  Then comes the item given above.  Next you feel a slight 

shift and then you are in a 4D universe being the terminal.



The terminals are 4D mockups that form a sort of 5D body.  You 

are this single object (or whatever) which appears as an endless 

number of objects in the 4 dimensional frame.  The actual mockup 

appears to be a 4 dimensional object with an extra dimension used 

to replicate it infinitely.  For example, the body might be a sort of 

4 dimensional golden trumpet.  There might be trillions of these 

trumpets scatted through the 4D space, not touching each other, 

and you are all of them, but you are only a single trumpet that is in 

direct physical contact with itself everywhere.



I have tried to approximate these 4D objects using 3 dimensional 

terms.  It's not quite right and you'll have to feel around for the 

actual mockup, but its the best we can do considering our 3D 

orientation.



Once you perceive yourself as the terminal, there is a second 

shift and you are doing the goal.  It seems as if you're doing the 

goal in all your body segments throughout space and time and a 

lot happens but at the same time it seems like just a single unit 

experience of doing the goal.  In other words, there is just a 

single feeling, a sort of "uumph" of doing the goal and then it has 

happened infinitely.



Then comes the third shift and you see the consequences of 

having done the goal.  This comes to you as a single thought 

package with many implications.  The consequences will be a 

problem which is solved by doing the next goal.  So you move 

forward out of the 4D picture and turn the next corner.



As you move through the goals, you start to get very anxious 

about moving on to the next goal to get rid of the latest problem.  

You begin to push yourself forward and build up momentum.



In some manner, every 4 turns takes you around the spiral and 

brings you one rung lower (i.e. the 4 goals of one dynamic give 

you one circuit around the spiral and the next dynamic is 

underneath).  But there is also a major cycle where the second 

half of the spiral (the lower 8 dynamics) seems to come in under 

the first half spiral.  It is as if there were 2 spirals acting like 

springs intertwined together so that the 8th dynamic is immediately 

under the 16th etc.  The spiral seems to go straight down and the 

shift from the 1st to the 2nd half occurs without a break in the 

spiral so it may be that it is really angling around in a 6th 

dimension (or maybe the entire space is curved) to get this 

doubling effect.  When you move into the 8th dynamic items, you 

feel the added weight of the upper spiral as a sort of pressure 

somatic.  By the time you get down to the 4th dynamic, it feels 

very thick like being underwater.  It is also possible that these

two sets of 8 spiral turns form a double helix as in DNA.



I'm not entirely certain about the context of the incident.  It seems 

like it is brought into being by group postulation.  You're there in 

the "middle" of a group of beings and then the incident is created 

around you.  You can spot this happening to you and also can spot 

creating this for someone else and watching others create this for 

others.  It seems like there is a template which has the pattern and 

concept of this thing and then a group of beings get together and 

sort of say "lets do it" and then bang, they actualize the template 

and there is this glowing silver spiral (double helix?) hanging there 

in empty space.  The victim is looking at it and then moves (or is 

compelled to move) to the entry point at the top of the spiral and 

pushes into it.



It is also possible to look earlier and spot building the spiral.  

PMEs and other entities are capable of spotting this so it must 

have been a constructed as a group effort.



There may also be other early 4D implants which use this spiral 

structure.







C. THE START OF THE INCIDENT:



a-1) spot creating the spiral for others,

a-2) spot others creating the spiral for you

a-3) spot others creating the spiral for others

a-4) spot creating the spiral for yourself.



b) The spiral appears and hangs in empty space, it turns until the 

entrypoint is facing you.



c) you move to the entrypoint.  (also spot intending others to move 

to the entrypoint).



d) you flow into it (close up it looks like a silver hollow square, 

sort of like a picture frame).



e) There is a flash of light and you get the first item (as a thought 

package).



1. IN THE BEGINNING, THERE IS NOTHING BUT THE WILL TO EXIST.



2. TO EXIST IS NATIVE STATE.

(or the cosmic all, or the complete impulse of god, etc. - many 

translations are possible.)



3. TO EXIST IS THE ONLY REASON / PURPOSE / MEANING  

(again many translations are possible).



4. TO EXIST IS TO KNOW / UNDERSTAND / etc.

With this item, a mockup of the jewel of knowledge appears 

before you and bursts into a great flash of light.  When the burst 

fades, you see stars and slide forward toward them.  Then you 

feel the first shift as you enter the first picture.





D. RUNNING THE GOALS.



Run each goal as follows:



1. For the first goal, run the beginning sequence given above.  On 

subsequent goals, spot turning the corner.



2. Spot the items "To exist is to (goal)" and "To (goal) is to know 

the (true) meaning of existence".



3. Spot the first shift and then spot being the terminal.



4. Spot the second shift and then spot doing the goal.



5. Spot the third shift and then spot the consequence of doing the goal.



6. Spot turning the corner into the next goal.





The goals, terminals, doingness, and consequences are given in 

the list below.





4D IMPLANT PLATEN





----- 16th dynamic (creation) ----



Each one leaves you with a problem that is solved by doing the next

one.



1. To Create.

You are a cloud of glowing golden dots.  You create 4th 

dimensional creatures and things.  (the creatures seem to have 

many different 3 dimensional faces or aspects that look a bit like 

the various penalty universe body types - i.e., one creature will 

look like many different 3D beings).

Consequence: the creations all go out of control and run away.



2. To Mockup.

So you become a set of green frames, like pieces of film, that shift 

around in various alignments.  The frames reflect the 3D bodies and hold 

them in orientations so they stay under control.

Consequence: The creations are lacking in vitality (too thin, 

overly controlled).



3. To Intensify.

To handle this you become a set of tendrils of energy which trail out 

from what seem like telescopic sights (there are many of these).  This 

strengthens the creations and makes them solid and persistent.  But you 

still have them tightly controlled and now they don't move.  It seems to 

boring, not original enough.



4. To Imagine.

Next you are sort of like a collection of lightbulbs which shine ideas 

onto everything.  Now everything goes into intense motion.  But it 

is too chaotic.  The various illusions don't integrate well.  You 

realize that you don't understand what is going on.



----- 15th dynamic (knowingness) ----



5. To Know

Your body is like clusters of nerve ganglia trailing through space.  

This lets you know what is happening, but the perceptions are not 

integrated or correlated, so they are meaningless even though 

you know everything.



6. To Absorb.

So you become a series of clouds which permeate things.  This lets you 

perceive things in relation to each other.  But there is no time or 

retention of data, so it cannot be differentiated.



7. To Understand.

Next you are a series of jugs or bottles (almost like kline bottles).  

With these you retain data and gain timesense.  But the data is all 

weighted equally and there is no relative importance.



8. To Learn.

So you become a series of rods and wheels (with teeth as in gears 

etc.).  You poke these around and learn the relative nature of 

things and can now evaluate them.

Consequence:  but now you know all about everything and all of 

its past and future and it is all too boring and predictable.  It is a 

no-game condition.



----- dynamic 14 (games) ----



9. To Play.

You handle this by becoming a series of whisk brooms which bat things 

into motion and make flows.  This introduces randomity and interest.  But 

you see that all the motion is pointless and needs some purpose.



10. To Exchange.

You are an infinite set of golden wheels.  The wheels are 

exchanged between the creations and inspire the creations to fair 

exchange.  Now the game consists of trading.  But it is much to 

well regulated and predictable, it is too simple and there is too 

much order in it.



11. To Compete.

So you become a series of cannon like things which put out 

energy blasts that set the creations to moving against each other 

and inspire conflict.  So they fight.  But there is no fairness or 

balance to it, it is just chaos and therefore still pointless.



12. To Manipulate.

You become a set of silver spheres.  These make the creations 

manipulate the exchanges to compete and get ahead of each 

other.  Some win and some loose.  It is better and more interesting 

than before.  But you see that there is not enough variety to make 

the game really interesting.  The creations are all too similar.





----- 13th dynamic (change) ----



13. To Shape

Your body consists of many grids / box girders formed of green 

lines that angle off in various directions.  With these you shape 

the creations so that the 3D aspects are very precise.  You have 

the creations interact directly only on a 3D level so that specific 

different 3D aspects of various creations will come up against 

each other in various ways.  But the creations are still all very 

much the same from a higher viewpoint and therefore it is still too 

predictable.



14. To Change.

You are a collection of spinning white spindles (like they have in 

big textile mills).  They spin at varying rates and radiate change, 

so the creations change, but at different rates depending on which 

aspects face the spindles and how far away they are.  But now the 

creations cannot relate to each other at all.



15. To Combine.

You are these double wheels which are liked by a bar (like a 

bicycle).  The wheel pairs overlap pairs of creations and cause an 

interchange of elements.  This makes all of them partially 

combined with each other.  But now it seems too chaotic and you 

can't differentiate one creation from another.



16. To bring order.

Your body is like treetrunks with branches that make things flow 

together and apart.  The creations array themselves by similarities 

and differences.  It is pleasing.  But its now a bit too predictable 

and there is still no real meaning to any of it.





----- 12th dynamic (Reason) ----



17.  To Reason.

Your body consists of many clusters, each of which is a pattern of 

golden dots (like the ones in To Create above) linked together by 

golden lines.  The dots in the structures cascade together (i.e., 

feed into each other up to a culminating point) forming a sort of 

computer.  You assign meanings to everything, but the patterns of 

meaning and the physical locations are equivalent because 

everything is grouped by similarities and differences.  So the 

pattern is too obvious and there is no motion.



18. To Orient.

Your body is a collection of ruler like frames, sort of like the 

body type of To Mockup but with co-ordinates marked on them.  

You shift the creations around and try to keep them oriented, but 

it becomes very chaotic and everything goes into excessive 

motion.



19. To Compute

So you become these bundles of rods (or straw or wheat) which 

interconnect everything and compute the relationships.  But now 

everything becomes too pre-determined and does not move.



20. To Guide.

Your body is a collection of Silver Stars which shine.  With these, 

you act as a guiding light and lead things to different 

relationships.  It is pleasing but there is no permanency and no 

havingness.



----- 11th Dynamic (Construction) ----



21. To Construct.

Your body consists of levers on fulcrums, sort of like seesaws.  

You push the mobile creations into building the other creations 

into permanent structures.  This gives havingness but there is no 

plan and it is all chaotic.



22. To Engineer.

So you become a series of golden drops which fall on things and 

permeate them and assign meaning and purpose to the 

arrangements.  But it is still too thin and lacking in havingness.



23. To Build.

Now you become spinning cylinders.  You encompass things and 

compress them together and build them into things.  But now it is 

all too solid and there is no space or motion.



24. To Structure.

So you become these oblongs (like dominos) with claws.  There is 

a sense that these are a sort of 4D tractor.  With these you 

arrange the creations and pull things apart and introduce space 

but keep some solidity and interrelationships.  It is now at a 

pleasing level of solidity, but it is not interesting enough.  

Everything seems too perfect and functional, there is no beauty.



----- 10th Dynamic (Aesthetics) ----



25. To Invent.

You are comets which leave trails of glowing dust behind them.  

The trails introduce impurities, arbitraries, and imperfections 

which make things more interesting.  But the changes are all 

arbitrary and without meaning.



26. To Inspire.

So you become a series of little golden trumpets which flow 

meaning and inspiration into the arbitraries (they produce a flow 

which is a 4D equivalent of sound, but is not sound as we know 

it).  But these inspired particles are lost in the vastness of the 

other creations.



27. To Enhance.

So you become a set of little white candles with golden flames.  

These strengthen and highlight the impurities.  But you see that 

the impurities do not align with each other and therefore the 

overall result is ugly.



28. To Beautify.

So you become a series of silver bells which cause the impurities 

to interrelate and vibrate in sympathy with each other and as a 

result the creations become beautiful.  It is very pleasing but the 

beauty is ephermal and transient and you can't hold on to it.  The 

appearance of one thing of beauty draws away the strength of 

other ones because everything vibrates with the new item and the 

old ones deteriorate and fade away.



----- 9th dynamic (Ethics) ----



29. To Strengthen.

You become a series of golden explosions ( - I originally had this 

down as triangles or columns) which flow energy into the beautiful 

creations and give them persistence.  But the ugly ones persist 

with the beautiful ones.



30. To Purify.

So you become wreaths of fire which purge the creations of 

undesirable elements.  But you can't always tell which are the 

good ones and the creations accuse each other.



31. To Evaluate (to arbitrate).

So you become these things which are a bit like veneer calipers, 

but in pairs which balance one against the other.  You balance 

sides and settle the differences.  But then the creations attack 

each other to weaken their opponents and sway the balance in 

their favor so that they will be granted more persistence.



32. To Defend.

So you become these mesh like energy screens which you use to 

protect the creations from each other.  But the creations are now 

resentful of your interference.



----- 8th Dynamic (religion) ----



33. To Enlighten.

So you become these things that seem like narrow little stacks of 

fanfold paper which contain explanations.  You attach these to 

things.  They unfold sideways in an extra direction.  But the 

creations don't believe the explanations and continue to resent 

you and begin arguing about the meanings and come even further 

into conflict with each other.



34. To Convert.

So you become a series of heavenly gates which bring the 

creations to awareness and reverence for yourself.  But the 

creations still don't understand.



35. To Connect.

So you become these staffs of light which shine on the creations to 

bring them into communication with you.  Now they understand 

but they still will not obey.



36. To Be Worshipped.

So you become thunderclouds which emit lightning and force them 

to worship and obey you.  But now the creations are all afraid and 

therefore unasthetic.  You're not pleased with the result.



----- 7th dynamic (spirit) ----



37. To Predetermine.

So you become a series of green roads which angle off into the 

future.  With these you project good futures for the creations so 

that they will not be afraid.  But now that they have been re-

assured, they each go off their own way and will not work 

together with each other.  To avoid each other, they all disperse 

into all of space and time.



38. To collect.

Your body is like a series of wicker baskets.  You collect the 

creations all back together but they repel each other and this 

makes an undesirable pressure.



39. To Influence.

So you become these tiny white angels with golden wings.  With 

these you influence the creations towards affinity and attraction 

for each other.  but now they all melt together and loose 

differentiation.



40. To Permeate.

You become a series of transparent spheres (like soap bubbles).  

You permeate the creations and push in space (created within the 

spheres) to hold the creations apart.  But it is still a confusing mess 

and you can't figure out which creation is which.



----- 6th dynamic (Mest) ----



41. To Locate.

So you become a series of silver crosses (these are like religious 

crosses, but their purpose is to locate things, the longer bottom 

bar is to make it clear which way the cross is aligned.  Apparently 

these were later used to keep someone located in the grave, and 

in that manner became wrapped up with religion).  You precisely 

locate each creation to aid in distinguishing them.  But now there 

is no motion (yet again).



42. To Energize.

So you become these spinning spheres of gold (like suns) which 

emit streams of energy (like solar flares) that fall onto everything 

and fill it with energy and motion and the urge to move.  But now 

things don't seem solid enough (they flit around too much and 

most of the structure and havingness has been obscured by these 

later actions).



43. To Solidify.

So you become these spinning cones that suck things in (into the 

bell of the cone) and force them to condense (at the point of the 

cone).  but in condensing, great vacuums are left between the 

solidified creations.



44. To Gather.

So you become these fishing nets which gather everything 

together.  Now it is good havingness again but it is not aesthetic or 

interesting or complex enough.  It is a hodge-podge collection of 

masses rather than an interesting structure.



----- 5th dynamic ----



45. To Grow.

Your body type is a 4D cloud of glowing golden dots and rods 

(much like the GE body).  With this you make the creations evolve 

and structure themselves in aesthetic and interesting patterns.  But 

it is all pointless because the creations are now all different and 

don't relate to each other.



46. To Discover.

So you become a flock of golden arrows which drive the creations 

to discover and interact with each other.  This is pleasing but the 

creations abrade against each other and break off pieces and 

cause much damage.



47. To Heal.

So you become something like golden parameciums which "swim" 

around within the creations and repair the damage.  Now the 

creations survive better but they still clash and don't fit well 

together.



48. To Establish.

So you become golden harnesses which tie the lifeforms together 

and establish patterns of relationships between them.  But now the 

creations come into conflict (yet again, but now these are much 

larger, more solid creations of a different order of magnitude than 

the ones earlier).





----- 4th Dynamic ----



49. To Share

Your body type is a series of things like snowflakes (or spider's 

webs) which interconnect the creations to reduce the conflicts.  

But this makes the creations into clusters which avoid each other.



50. To Unite.  

So you become these drums which put out vibrations that drive 

them together.  This makes the clusters tie together, but now each 

one tries to force the others to be like it and follow its pattern and 

there is still excessive conflict.



51. To Control

So you become these things like forceps (or salad tongs) which 

hold the creations and keep them from fighting.  But they blame 

each other and try to 3rd party you to get you to do in their 

opponents.  You can't figure out who's right and who's lying.



52. To Judge.

So you become a set of scales which can balance things and settle 

disputes.  But you see that the real problem is that there is no 

overall organizing pattern on which to base the interrelationships.





----- 3rd dynamic (groups) ----



53. To Organize

Your body type is a set of things that are sort of like shelves with 

mechanical arms attached.  With these you arrange things.  But the 

creations don't agree with the organization pattern.



54. To Co-Operate.

So you become these antennas which put out lightning bolts to 

force the creations to co-operate.  But they don't like it.



55. To Participate

So you become these heater coils which radiate warmth and good 

feeling when the creations come together.  It is pleasant, but now 

it is all too small (too little of the original creations made it through 

all of the above, and you built and combined them into complex 

structures, so there aren't very many).



56. To Expand.

So you become these golden bubbles (balloons) which keep 

expanding outward (in concentric rings) which inspire the 

creations to expand.  But there are no more of the creations than 

there were before, so things become thin.





----- 2nd Dynamic ----



57. To Reproduce.

So you become these floodlights (like clamp lamps) which shine on 

the creations and make them copy themselves (split and duplicate).  

But they don't like it (it makes for competition from copies of 

themselves and is invalidating) and try to avoid the process.



58. To Satisfy.

So you become these mirrors which reflect the creations 

throughout existence.  This makes the creations see themselves as 

copies extending out to infinity and gives them a desire for this to 

occur.  This makes them want to reproduce, but the copies are all 

identical and there is not enough variety (there are only a few 

different originals).



59. To Join.

So you become a series of golden double helixes (like DNA, and 

very similar to the spiral itself).  This causes pairs of creations to 

each make a half copy to produce a composite that is a mixture of 

both.  But the creations don't like the resulting copies (they are 

different from them and don't quite satisfy the business of 

extending the original out to infinity).



60. To Carefor

So you become these white fur balls (or puffballs) that send out 

little white dots that interconnect the creations to their partial 

copies and inspire love for them.  But now the creations are 

careless of themselves in favor of their offspring and fall apart 

rapidly.





----- 1st Dynamic ----



61. To Feel.

Your body type consists of towels that stroke things.  This makes 

the creations feel and carefor their own existence.  But now you 

see that the originals run down anyway after producing offspring.  

You realize that this is because they get used up.



62. To Replenish.

So you become these oil can like things that give the creations the 

urge to renew themselves.  But they have nothing to renew 

themselves with.



63. To Consume (to eat).

So you become these aneobas which show them how to ingest 

things to replenish themselves.  At first they do this by absorbing 

the fragments left lying around by the above sequence of 

creation.  But this soon runs out and then they have nothing to 

renew themselves with.  So they begin eating each other.



This disgusts and horrifies you.  You want them to stop, but you 

don't know how to do it.  You look forward to the next goal which 

will solve this terrible problem.  So you turn the next corner.



64. To Endure.

You become a set of golden pyramids.  With this comes the 

knowledge that there is no solution but to endure the current state 

of affairs (this is your doingness for the goal).  You are horrified 

by this, but you also "know" that it only would get worse if you 

continued on.  You must put up with this or the next solution will 

be even more terrible.  With this you are given a sort of "glimpse" 

of the next solution which would be for you to become food for the 

creations and you are given the impression of a further downward 

sequence which gets worse beyond it, but in which you would not

participate because you would have been consumed by your own

creations.



The End of the Implant:  Then you hang onto the goal "To 

Endure" and just stay there until you feel yourself pulled out.  

You look and see that you have come sideways out of the middle 

of the spiral.  Then you are told something like "look, we have 

rescued you, you should be grateful to us and work for us" (these 

are the same characters that pushed you in in the first place).





               ---------



There are other things to run with this besides the implant itself.



First, you can do a very enjoyable mockup drill of putting each of 

the 64 body types into a mest object.  Put in thousands of tiny ones 

(i.e., fill an ashtray with thousands of tiny golden trumpets to 

inspire it, etc.).  This may be the actual anatomy of mest.  After 

doing this, also make up your own arbitrary mockups and fill up 

objects with them too (no sense staying in compulsive agreement).



Second, you can find 4D machinery which matches each of these 

64 body types.  Run it as follows:



a) spot the machinery that is being it currently.

b) have it spot being made into a machine, and the first time it was 

made into a machine.

c) Have it spot "To (goal) is native state".

d) Have it spot "Before the beginning there is nothing but the will 

to exist".

e) have it spot building the spiral.



Usually all of them for a particular goal seem to blow on one pass.  

But you can check for another PME being the machinery if it 

seems to indicate.
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                24. THE TIME IMPLANT



This is very early, probably from the reality wars.



I haven't managed to get a good view of any of the details.  This

is mainly based on impressions and meter reads.  There may be a

good bit of detail missing or incorrect.



By meter assessment, this uses 6 dimensional objects (6 true

dimensions of space, not including any time dimensions or mere

thickness along an extra axis).



Unlike the jewel of knowledge, which has very large numbers of

dimensions, but keeps the objects at the level of simple geometrical

shapes, this has complex non-homogeneous mockups in 6 dimensions.



Unfortunately, I'm just not up to visualizing 6 dimensional scenery

yet.  My impressions are that there is a pyramid like thing (but not

a simple pyramid, it has details and protuberances and things that

sort of unfurl as you shift along different dimensional angles, and

there are endless colors and aesthetic waves).  You get drawn or

pushed into this (and later you probably throw people into it).



In the pyramid (but also outside of it, they overlap partially

but not completely in their many dimensioned anchor points) is

a gateway which is the "Gateway to Truth" and this is on some kind

of surface.



When you enter the gateway, the "heavens" open up and the "older

and higher beings" look down and talk to you.  There are 6

dimensional mockups of these being's bodies.  The idea is that

you are finally seeing the beings who built the jewel of knowledge

and that they have more to tell you.



Of course this is all fake.  There was probably a small crowd of

beings still working on 6 dimensional mockups when the reality

wars broke out and they probably allied themselves with the 

4 dimensional crew against the 3 dimensional team.  Although they

were probably far from having a complete system of creations (it

takes longer to do more dimensions), they might have gotten far

enough to at least have a prototype for some kind of body mockup

and some simple structures.  Since these would be new and surprising

to anyone outside of the 6Dim group, and since they would have 

more dimensions than anyone had ever seen used for complex (rather

than simple) mockups, they had a good shot at really fooling others

into thinking that the higher beings were contacting them.



The implant lays in the idea that earlier postulates are senior to

later ones and it makes things cumulative.



I think the idea was to get the 3Dim guys to lock themselves into

a sequence and progression of mockups instead of just being able

mockup whatever they felt like.  If you are bound by your earlier

postulates, then your creations are limited and you can be trapped

by your own mockups.  Without this limitation, you can always just

change your mind and step out and start over.



I think that with each item, they show you some sort of scene to

prove it and hit you with some kind of heavy aesthetics and 

agreement waves.  The statement of the item is telepathic and

consists of an intention rather than words or symbols.  The whole

thing comes as a single "thought package" and this makes it difficult

to translate into words, so the following are only an approximation.



The items are as follows:



Introductory Section:



(the higher beings appear and tell you the following:)



1. To know truth is native state



2. To know the experience of higher truth is to achieve the

ultimate purpose.



(possibly a few other items, a bit like platen 1)



(there are a great deal of aesthetics, wondrous eternal lights,

ethereal harmonies, things moving around in subtle patterns,

frames of reality shifting together and apart, etc.).





The Abberative Items:



(all the other stuff keeps going on in the background while these

communications hit you and scenes showing them appear in the

foreground.  There is so much happening that it both rivets 

and disperses your attention and you can't quite catch all of it 

and it seems a bit overwhelming).



1.  IT IS ETHICAL TO BE THE EFFECT OF PRIOR CAUSE



2.  IT IS UNETHICAL TO IGNORE PRIOR CAUSE



3.  BEAUTY/HARMONY REQUIRE THE CULMINATION OF PRIOR CAUSE



4.  THERE IS NO BEAUTY WITHOUT A PAST (to resonate against)



5.  CONSTRUCTION REQUIRES THE ACCUMULATION OF EFFORT



6.  NOTHING CAN BE BUILT WITHOUT SOMETHING PRIOR (to stand on)



7.  LOGIC/REASON DEPEND ON THE PRECEDENCE OF EARLIER 

     AND LATER POSTULATES



8.  THERE CAN BE NO REASON/CONSISTENCY IF EARLIER 

     POSTULATES ARE IGNORED



9.  CHANGE REQUIRES A BASELINE AGAINST WHICH TO CHANGE



10. THERE CAN BE NO DIFFERENCE IF THE EARLIER IS NOT MAINTAINED



11. GAMES REQUIRE A SEQUENCE OF EVENTS



12. THERE IS NO GAME UNLESS THE PAST DETERMINES THE PRESENT



13. UNDERSTANDING REQUIRES THE PRIOR EXISTENCE OF SOMETHING 

     TO UNDERSTAND



14. THERE CAN BE NO UNDERSTANDING UNLESS THE PAST DETERMINES

     THE PRESENT



15. CREATION WITH PERSISTENCE REQUIRES PROPAGATION THROUGH TIME



16. THERE IS NO CREATION WITHOUT THE PERSISTENCE OF PRIOR CREATION



17. NOTHING CAN BE NEW UNLESS SOMETHING IS OLD



18. IF ANY PART IS LET GO, THEN ALL WILL BE GONE



19. THE PAST DETERMINES THE FUTURE





There may be more.



I suspect that the actual items were worked out by the 2Dim crew

who would also have been allied with the 4s by this point.  They

would have long since finished their basic system and would be

working on the implications of time and change and games and would

have this down better than any of the other groups.  By combining

stuff from both the 2Dim and 6Dim systems, they made something

that was really ruff (and possibly the 1s, 4s, and 5s all worked

on the aesthetic details).  Its probably only the fact that the 3s

struck first without warning that gave them a chance against the

combination of many different systems into implants like this.



This same mockup and pattern may have been used to establish other

ideas as well.  This was almost certainly used with an endword that

might be translated as "dimensional sensation" meaning a sort of

sexual/relegious extacy.  The first item would be "It is ethical

to be the effect of dimensional sensation" etc.







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





               25. THE JEWEL OF KNOWLEDGE





The general context and description is given in the "Cosmic History".



I have not been able to run this completely, not because of charge

(this is no force on this) but on account of the difficulty of

conceiving of it.



Almost everything here was gotten by emeter assessment.



I did not find these in order, and I have not found it possible

just to scan through and pick these up in sequence.  Trying that

just gives me vague impressions of things I can't seem to spot or

grasp.



Instead, I got these by occasionally having an idea such as "they

probably told us something about how to perceive things", and then

checking it on the meter.  If I can get something reading, then

its possible to check other things about it and once I get enough,

then it becomes possible to scan through the incident within the

particular chamber of the jewel.  I think that it runs this way

because it is way out gradient and I'm reaching past about 3 layers

of other stuff to pry one of these out.



Running this was not so much productive of case gain (and it never

seemed very difficult to face up to or handle), but it was immensely

revelatory as to the context of everything and what has happened

to us.  I could not have written the cosmic history document if

I had not run a bit of this first.



Unfortunately, I still haven't managed to run the entire thing,

nor have I handled all the other stuff that's piled on top of it.

So at best, I only have a halfway view rather than a complete

picture of our existence.



Here I will list the chambers that I have run.  They are numbered

K1 on up (the numbers were gotten by meter assessment) but many

are missing.



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



K1:  The 1st split viewpoint



You enter the first facet and see a line.  You feel that there is

more out of sight.  You keep shifting around and seeing different

lines.  You realize that there is something of vaster scope present

but you can only perceive a single line of it at a time.



You realize that if you could view two different lines of it

concurrently, you would know something.  So you hold  line fixed in

view and try to look at another line simultaneously.  In viewing the

second line, you pull apart from yourself.



Now you look through two different viewpoints simultaneously and

by holding them both you find that you are able to perceive a surface

(a plane).  Usually it is a square, but you can see it as other

things such as a triangle depending on how you shift the 2 viewpoints

around (like seeing the intersection of a plane with cube at various

angles).



You still feel that there is more to know, so you hold the plane

steady and try to pull out and see more.  You pull apart from

yourself again and become 3 and see a 3D object.  It is usually a

cube, but again, it shifts various ways and you can tell that you are

looking at different cubes etc. that are part of a larger whole.



Again you pull apart another viewpoint and see 4D, and again for

5D.  This time it is very real and doesn't shift around.  You are

quite pleased at this and feel good.



Then you try splitting further into 6 to see if there is any more.

But the object is only 5 dimensional and all you see is a little

thickness in the 6th dimension.  But in doing this, the object has

become ghostly and unreal.  This makes you sad (not really an emotion,

but a bit of a feeling of loss and disappointment).



So you choose to forget the 6th viewpoint and pretend that the object

is real.  It becomes solid and you admire it for awhile, but you know

there is nothing more to know and the sequence is at an end.  So

eventually you drift out of the facet and continue on to the next.



( later facets repeat this with a twist to lay in decisions on

splitting, abandoning viewpoints, forgetting, and not-knowing).



(this facet is aimed at experiencing the reality of the object.  It

uses the same number of split viewpoints as the number of dimensions

being perceived, because the perception is by permeation rather than

looking.  There are later facets where you are taught how to look at

something with one less viewpoint than the number of dimensions used

in the object, just like we look at 3D space with only 2 eyes).



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



  

K2: The Need for Agreement



You enter the next facet.  At first there is only a white nothingness

(void).  You search for something to see but there is nothing.



Then gradually you sense the presence of another being.  You shift 

around until you feel the nearness of one of his viewpoints.  You

shift over to that viewpoint and see a curved line.



Although you only see a line, you realize that he is looking at a 

5 dimensional object using 5 viewpoints.  So you split out to 5 and

try to see it, but you still only see the curved line.  You realize

that this is because only one of your viewpoints matches his.



So you shift your viewpoints around until they overlay his 5 and a

5 dimensional sphere appears.  You like this, it is interesting and

gives havingness.



You experiment by shifting one of your viewpoints off of his and

the sphere looses a dimension and becomes hollow.  This is a 

loss of havingness and you don't like the loss.  So you shift

back and it goes solid again and feels better.



From this you learn that agreement is necessary.



After awhile you realize that nothing else is going to happen and

you shift out of the facet and go on to the next.





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



K3: Duplicating Others



You sense another being.  He mocks up a point and then extends

a line from that point.  He invites you to do the same.



Eventually you do it and have a line.  At first you don't put

it in the same space as his line and therefore lose sight of

his line when you mockup yours.  You realize this, and mock it

up again in the same space as his, and then you have both lines.



He then divides and extends another line to make a flat square and

invites you to do the same.  Eventually you do.



This is repeated with 3 and then 4 dimensional objects until you're

both mocking up 4D cubes.



You gain havingness from your object, and the patterns of mocked

up cubes are interesting.  From this you see the need for following

instructions and duplicating others.





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



K13: The Need For Games



This is done in a 13 dimensional space with cube equivalents that

have white and black sides and are numbered (like building blocks).



You move them around at random and it is uninteresting.



You sort them into sequence and it is more fun.



Note: the numbering is done by having black dots on the cubes (like

dice) rather than using symbols that represent quantities.





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



K14: The Need For opponents



(Like K13 above).  Now you see two groups of cubes in a 13D space.

One set is white and the other is black.  Each set is numbered, but

the series are not identical (numbers are skipped in each of the

two series).  You take one series and he takes the other and you

race to see who can get them in order first.  



You see that this is more interesting than the previous game (K13).



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





K15: The need to ensure an opponent



Like K13 and K14.  The opponent weakens and the game is less fun.

So you encourage and help him.





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



K16: The need to create an opponent



Like K13 to K15.  This time there is no opponent.



So you divide and part of you becomes the opponent.  You see that

this is necessary.





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



K22: The Need For Barriers



There is a sort of 7 dimensional cube with gaps and sockets etc.

There are other objects that are to be fitted into the corresponding

openings in the cube.



You see another do this and it looks interesting.



Then its your turn.  But the objects drift through the walls and

through each other.  It is only fun if you make the different objects

block each other.



From this you learn to create barriers and solidity.





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



K23: Encouraging Agreement



You enter a space with 4 others.  You all mock up a 5 dimensional

cube.  It is pleasant havingness.  One of the others slides out of

agreement and the cube goes hollow.



You wait.  Some of the others encourage him to return.  Eventually

he comes back and the cube goes solid again and it is nicer.



Then it happens again.  This time you work at encouraging the one

who left to come back and agree.  This works and the cube again

becomes solid.



Then you decide to go out of agreement and leave.  You lose sight

of the cube and only see a line.  You feel the others encouraging

you to return.  So you come back and the cube is solid again.



Then you all remain there for awhile holding the cube solid.  It

feels nice.



From this you realize that it is necessary to encourage the agreement

of others.





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



K24: The Need To Agree on Barriers



This is a game like K22 but it is done with a 5D pyramid.  But many

people are playing (like K23).  You are all racing to push your

objects into the sockets in the pyramid ahead of the others.



But the game is not fun as long as your set of objects passes through

other peoples.  So you all learn to make each other's objects solid

so that you can play the game.





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



K27: The Need To Enforce Agreement



(This is one of the ones that got us into trouble.  It could be

called the "predisposition to implant others").



This is done in a many dimensioned space.  There are 14 dimensions

which are not properly aligned.  E.G. they are not at right angles

to each other.



Each dimensional anchor point is being mocked up by different beings.



You are trying to align two 4 dimensional objects but can't

get them all on the same axis until all agree.



You see that all of you are getting nowhere.  So you agree with

another to share your anchor points.  Then the two of you have

more than the others who are insisting on being individualistic.

But they wouldn't change their minds.



So you and one agreeing with you join forces to implant each of

the others to make them go into agreement.  You do this by taking

hold of one of them and hold them in an object until they choose

to agree to it.  Since you block their perceptions and anchor points

while you do this, eventually they do choose to agree.  Since you

outnumber them, any efforts they make to fight back fail.



You do this to each of the others, taking them one at a time and

adding them to your group (since it becomes larger, the process

gets easier).



When all agree, the space condenses into a single definition

which is pleasing.



From this, you see the need to force others into agreement.



(there are more variations on this in later chambers.  One has

many beings moving in harmony and when an individual goes out

of agreement, it is unpleasant for all the others and you force

him back.  In another, there seem to be fake beings as well as

real ones and you see that you only need the agreement of the

real ones and can dispense with the fakes).





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





K37: Sensation



There is a 4D object before you.  It has 13 3D sides where each

side is a 3D object.  The 3D objects are square pyramids (4 sides

plus a square base).  10 of the 3D objects are solid and 3 are 

hollow.



You receive the intention that this is your form and that you

are being encouraged to become it.  So you choose to be the

object to see what happens.



Then a 4D energy beam comes in and bounces in and out of you

(your multi-pyramid form).  It comes in via a hollow pyramid,

ricochets off of the solid pyramids, and then goes out via

a hollow.  Because there are 3 hollows, the beam is unbalanced

and disorderly and you feel incomplete.



Then another being in a form similar to yours comes out. 



The two of you align your hollow areas and project beams at

each other and everything goes into a nice balance and feels

pleasant and orderly.  There is a nice rhythm to it.  You 

receive the idea that this is pleasure.



Then the other object/being turns from you and goes out of

alignment and the beam becomes all jagged and disorganized.

You do not like this.  You receive the intention that this

is pain.



Then the beams stop and the being leaves, going on to the

next chamber.



(note that there are no words in this, and I am assigning the 

words pleasure and pain here.  But what is actually projected

is just a sort of arbitrary intention which is then defined

by the experience itself.   It is more like somebody tapping

it with a pointer and assigning a tag for later reference).





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



K38: Pleasure is at other's expense



You follow the other "pyramid being" from K37 into facet K38

which is a 6 dimensional space.  You still have the "pyramid

form" mocked up for yourself.



The space contains a total of 14 of these multi-pyramid bodies

including your own.  Energy beams dance around, and you join

in the exchange of beams.  The beams are out of alignment and

it is mildly unpleasant.



Another 2 beings get into good alignment and begin experiencing

"pleasure".  But this throws every body else's beams into worse

alignment and you feel "pain".  So everyone else pushes the

2 back out of alignment.



Then you have the chance to go into alignment with another and

you do so.  It is pleasant, but you notice that everyone else

is in pain again.  You let them push you apart, and everyone

including yourself goes back to the mildly unpleasant pattern.



From this you realize that pleasure is achieved at the expense

of other's pain.





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



K64: The need for rules



There are 3 beings in a 7 dimensional space.



Two of them mockup an elaborate game with what see like spirals

or helixes, rods and cones, energies, and balls bouncing around.



They play, engrossed and interested.



The third being joins them and plays too.  But he doesn't know the

rules and invents his own and plays differently.  The others

become frustrated and begin altering the rules to suit themselves

to keep up with the new player.



The game becomes chaotic and falls to pieces.  The players back off

and see the results and feel unhappy.



So they get together again, and this time they define the rules

in terms of the spirals etc. and build a mockup that shows these

rules.  Then they push copies of the rules into each other (sort

of implanting) so that you can see the rules within each of them.



Now a 4th being arrives and is implanted with the rules before

he can play.



Now all proceeds well and all are "happy".  



Then you join the game and since you have seen the need for rules,

you allow the others to implant the rules within you.





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



K ?: The need for players



A many dimensional sphere is bounced back and forth between two

teams (8 players each?).  The game is pleasant.  A player wanders

off and then the game is less fun.  Others wander off until there

is nobody left but you.  You sit there alone and bored.



Then another group comes and joins you and begins to play.  One of

the players tries to leave, but the group holds him and forces him

back into the game.  Then the game becomes even more pleasant.



This shows you that you have to force others to remain in the game.





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





Other Facets:



There are many others I have not run thoroughly but which I have

gotten a bit of.  Besides the ones mentioned above and in the

Cosmic History, there also seems to be some that are as follows:



a) The need for duplication

b) The need for imperfect duplication

c) the need for persistence.

d) the need for admiration.

e) the need for acknowledgment

f) the need to divide

g) the idea that only one will survive

h) the idea that when 2 terminals connect or communicate, one

   will be submissive and the other will be dominant

i) the idea that if you communicate too freely, you will connect

   to terminals who will dominate you





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



Afterword:



The jewel of knowledge seems almost too silly and simpleminded.

Only an innocent new being would swallow it so completely.



Its power came exclusively from the fact that it was going into

a complete vacuum of no data or experience.



I'm sure that there are more troublesome predispositions in this

thing that I haven't yet spotted.







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





             26. THE FALSE JEWEL OF KNOWLEDGE



June 29, 1990



This is an early implant used in the Motion Universe (i.e., between 

the Games Universe and the Symbols Universe).  



Although the individual had already been subject to the penalty 

universes and the treadmill (which added negative goals), all they 

had done was given him abberated ideas which he liked to 

mockup and dramatize.  He did not really think that these things 

applied to him as a thetan.  They really only impacted his 

mockups.  He had trouble with things decaying or sliding 

downscale etc., but he had never agreed to let his horsepower be 

cut down.  



He had not yet been subject to the big splitter that would divide 

him into split viewpoints from which he would hit himself with 

compulsions.  It is quite possible that he would have been immune 

to the effects of it if such a thing had been done to him.  Probably, 

anything that did force him to split would wear off after the implant 

and he would simply slide back to being himself (as happened with 

the splitter items in the penalty universes).  At this stage he was 

still immune to the effects of force.



But he could be tricked and hit with counter-thought.  He could 

easily be suckered into abberated logic, especially since the 

agreements universes had laid in a set of mis-aligned definitions 

that gave him a constant problem in logic.



Also, he already had a button on the Jewel of Knowledge.  The 

original jewel (long gone) was barely remembered and thought of 

with a religious awe.  Furthermore, a mockup of it was used in the 

penalty universes thereby adding a bit of a flinch and non-confront.



This implant uses a mockup of the Jewel of Knowledge to deliver 

False Data and abberated logic.  Based on this, the victim is 

tricked into agreeing to cut down his abilities.  Basically, he is 

talked into making himself weak and subject to various things and 

forgetting that he has done so for "very good reasons" (which are 

based on false data).



This false jewel is given as a prize for winning a game.  The game 

is rigged but the individual thinks that he has gained something 

very valuable.  Furthermore, the implant makes the victim agree to 

trick other victims into accepting the false jewel and into 

promoting how wonderful it is and what great gains are made 

from it.



At the start, the false jewel moves into the individual.  Throughout 

the incident, it keeps flashing with a radioactive light that seems to 

spread completely through the victim.  There is also a bit of an 

electrical crack to this flash.  The initial items are a short variation 

of platen 1 (with the jewel flashing on each item).



The rest of the incident consists of laying in 64 abberated 

agreements.  These follow the sequence of the 64 penalty 

universes.  First the jewel turns to present one of its facets (there 

are 64 facets) which then flashes.  The radioactive flash conveys a 

"picture".  The "picture" is actually a little story (i.e., it is a 4 

dimensional picture with a time component).  The story shows you 

some "basic truth" about the universe or whatever.  The "Truth" 

will be some horrid idea such as all of us being the fragmented 

pieces of the Devil who was thrown out of heaven.



The picture hits with a very heavy flow that makes you feel 

somewhat dazed.  It is not really an energy impact type of somatic.  

It is more like being hit with an awful truth that destroys the 

foundations of your life.  This is overwhelm on the counter-

thought line.  Coming with the picture is a strong intention that 

"this is absolute truth".  Normally you would just have tossed the 

idea away after a few minutes reflection, but in this case they get 

you while you are still dazed and non-confronting the "Truth".  At 

this point, the jewel asks you to agree that this datum is true (or 

else it will withdraw all of its knowledge from you).  So, still in 

shock, you agree that you believe it.  Then the jewel shows you a 

chain of logic based on the false datum.  The end point of this 

chain is to convince you that you must agree to something as a 

logical consequence to all this.  Then the jewel gets you to make 

the agreement.  Next, it gets you to agree to forget the "Truth" 

and hide the agreement from yourself because the truth is too 

horrible to remember (you are told that it would drive you insane 

if you knew it).



Then the jewel turns to the next facet and delivers there next 

false datum.



The jewel here seems to be a 5 or 6 dimensional object.  In 3 

dimensions it appears as an 8 sided diamond (two 4 sided pyramids 

base to base) but really has 64 of these sides.



The false datum is very loosely connected to the corresponding 

penalty universe (and its inversion).  I.E., the false datum for "To 

Create" has something to do with creation and destruction.  But 

there is no literal attempt to use the penalty universe terminal etc.  

However, they did draw on penalty universe mockups (all mixed 

up) for use in the scenery.



The various false datums contradict each other, but this didn't 

matter since each one was forgotten before the next one was 

implanted.



There are many later implants which lay in false data.  This is 

especially common in implants which set up Control Entities (CEs).



The research on this is still incomplete, all the false datums have 

not yet been found, some may be assigned to the wrong goals, and 

some of the false datums may be from later implants.



After adding the latest false datums to this list and having run a 

large number of CEs, it is began to seem like the bulk of the items 

were from the CE building implant used in this and possibly 

earlier universes.  So I began checking items to establish whether 

they were from the original false jewel or a later version.  For 

those false datums where I managed to sort this out, the original is 

marked with a B (for basic) and the later false datum is marked 

with an L (for late).



It is also conceivable that the original false jewel was copied and 

reused all the way down the track or was modified and used with 

only slight variations.  It seems like there were many false data 

implants to make worshipers or slaves or whatever so there is a lot 

of room for variations in the implants.  Also, some of the later false 

data implants would not have used the jewel (but they were 

probably less effective).  Of course all implants are to some 

degree false data.  Here we are emphasizing incidents where 

false data is the key button and was used to get agreement on 

abbreviated things.



Spotting the original false jewel works extremely well when 

running CEs, so it is quite valid.





            FALSE JEWEL OF KNOWLEDGE:  PLATEN



a. Winning the game.

b. Being given the jewel and agreeing to accept it.

c. The jewel flows into you.



   Starting Sequence: (like platen 1).



The jewel flashes in the center of your being on each of these 

items.



1. TO ACCEPT THE JEWEL IS NATIVE STATE.



2. TO ACCEPT THE JEWEL IS TO BE THE STATIC.



3. TO ACCEPT THE JEWEL IS TO FULFILL THE URGE FOR SOMETHINGNESS



4. THE JEWEL IS THE BASIS FOR ALL URGES.



5. THE JEWEL IS THE BASIS FOR ALL RELIEF.



6. THE JEWEL IS THE ONLY REASON WHY.



7. THE JEWEL IS THE BASIS FOR ALL ACTION.



8. IN THE BEGINNING, NOW, AND FOREVER, IS THE 

DECISION, AND THE DECISION IS TO ACCEPT THE JEWEL.



9. THE JEWEL CONTAINS ALL REAL DECISIONS.



10. THE JEWEL CONTAINS ALL REAL POSTULATES.



11. THE JEWEL CONTAINS ALL REAL AGREEMENTS.



12. THE JEWEL IS THE ONLY SOURCE OF TIME.



13. THE JEWEL IS THE ONLY SOURCE OF SPACE.



14. THE JEWEL IS THE ONLY SOURCE OF ENERGY.



15. THE JEWEL IS THE ONLY SOURCE OF MATTER.



16. THE JEWEL CONTAINS ALL LOVE.



17. THE JEWEL CONTAINS ALL EMOTION.



18. THE JEWEL CONTAINS ALL THOUGHT.



19. THE JEWEL CONTAINS ALL EFFORT.



20. THE JEWEL CONTAINS ALL KNOWLEDGE.



21. THE JEWEL CONTAINS ALL UNDERSTANDING.



22. THE JEWEL IS THE SOURCE OF ALL REALITY.



23. THE JEWEL IS THE SOURCE OF ALL MEANING.



24. THE JEWEL IS THE SOURCE OF ALL TRUTH.



25. THE JEWEL IS THE SOURCE OF ALL BEAUTY.



26. THE JEWEL IS THE SOURCE OF ALL VALUE.



27. THE JEWEL IS THE SOURCE OF ALL HAVINGNESS.



28. THE JEWEL IS THE SOURCE OF ALL EXISTENCE.



29. THE JEWEL IS THE SOURCE OF ALL ENLIGHTENMENT.



30. TO ACCEPT THE JEWEL IS TO REACH TOTAL KNOWINGNESS



31. TO ACCEPT THE JEWEL IS TO LEARN THE HIDDEN 

MEANINGS BEHIND ALL EXISTENCE.



32. TO ACCEPT THE JEWEL IS TO KNOW THE TRUE 

REASON FOR EVERYTHING.



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





          THE FALSE DATUMS AND AGREEMENTS



Then the jewel turns to the first facet.  To aid in running these, I 

have provided the penalty universe goal and its inversion (from 

the assessment list).  After it are listed the false datum and the 

abberated agreement.  Note that these are actually quite complex 

pictures etc. (and they don't necessarily use the penalty universe 

terminal).  This is only a quick summary to aid in spotting.



Note, items marked B are Basic items in the original false jewel 

and items marked L are later false datums.





16D 1.  To Create    (Statue)        :To Destroy  (devil statue)



B: God created everything and we keep messing it up.  So you 

agree that you must never create or destroy anything because its 

god's universe.



    2.  To Mock Up   (Computer)      :To Unmock   (energy mass)



B: When you mock up things, they cease to be under your 

control.  So you agree that it is dangerous to mock up anything.



L: If you could mock up real things in this universe, the ability 

would go out of control and you'd mock up all the things which 

you were afraid of and they'd get you.  So you agree to keep 

your mockups from becoming real.



    3.  To Imagine   (Cartoon Mouse) :To Disillusion (vampire)



B:There are terrible things beyond the third dimension that don't 

want you to see them and will attack you if you do.  So you agree 

not to imagine anything beyond the third dimension.



L: If your imagination goes out of control, you will imagine your 

worst fears.  So you agree not to imagine anything.



    4.  To Intensify (Energy Cloud)  :To Drain    (black vortex)



B: When you fight back against something, it is intensified by your 

efforts to resist it.  So you agree not to fight back.



L: If you think of something, it will get stronger and gain power 

over you; so you agree not to think about anything outside of 

normal reality.



15D 5.  To Manipulate (Penguin Banker):To Ruin     (Dragon)



B: The fates secretly manipulate your behavior and you can't do 

anything about it; so you agree not to take responsibility for 

anything because it is not your fault.



L: There are evil people who would manipulate society for their 

own gain and bring harm.  So you agree to block anyone who tries 

to manipulate society.



    6.  To Exchange  (Spirit Broker) :To Steal    (Raccoon)



B: You gave up your right to disagree in exchange for the chance 

to play in this game.  So you agree not to disagree with the rules of 

the universe.



L: You promised god service in exchange for life.  So you agree 

to serve god always and obey the rules of his universe and not 

question anything.



    7.  To Compete   (Coach, doll)   :To Cheat    (Skeleton)



B: If people compete, only one can win and the majority must lose.  

So you agree to lose the majority of the time.



L: If you were strong, you would be selfish and evil forever.  So 

you agree to stay weak.



    8.  To Play      (Chinese child):To Fool     (Joker)



B: Life is only a game and you exist here only as a playing piece.  

So you agree that it doesn't matter what you do or what happens to 

you since there is no higher purpose anyway.



L: We are all one, so that when you lose to someone else, you 

have really won because you are them too.  So you agree to lose 

often to help yourself win elsewhere.



14D 9.  To Know      (2 headed dodo) :To Mislead  (gorilla pr)



B: When you knew the real truth, you chose to forget it for good 

reasons.  So you agree not to try to know the real truth.



L* If the people knew of this, it would destroy them.  So you 

agree that you must prevent any attempts reveal this.



    10. To Understand (chipmunk)     :To Misunderstand (cripple)



If something could be understood, you would understand it 

already.  The only things really worth understanding belong to 

god and cannot be understood by you.  Therefore, you agree not 

to try and understand anything because the effort would be 

worthless.



    11. To Absorb    (Greek hero)    :To Discard  (Amazon)



Beings are the coin of the universe and you can only gain strength

and power by absorbing them.  So you agree to try and absorb as 

many spirits as possible.



    12. To Learn     (gnome)         :To Forget 



If you learned of this, it would destroy the game.  So you agree to 

forget this forever.



13D 13. To Reason    (clown)         :To Discombobulate(1manband



The real reason for existence is to feed your soul to god.  So you 

agree to let yourself be eaten when the time comes.



    14. To Orient    (wire man)      :To Disorient (spinning top)



If you were really oriented, you would see that this is all a sham 

and an illusion and all your havingness would be lost.  So you 

agree to remain disoriented forever.



    15. To Guide     (pilot)         :To Misdirect (scarecrow)



You were once a god and were supposed to guide everyone, but 

you failed and its your fault that everyone is stuck here now.  So 

you agree to remain here and suffer with everyone else because 

its all your fault.



    16. To Compute   (toy bodies)    :To Confuse   (zombie)



You use the brain to think and perceive, therefor you agree to be 

unconscious whenever you are out of the body.



12D 17. To Engineer  (lobster people):To Unstabilize (Goon)



The body was engineered as a spirit trap and you can't get out of 

it until you die.  So you agree to accept death and die as soon as 

possible to get out of the trap.



    18. To Construct (beavers)       :To Teardown (wreck crane



Everything new is constructed from the remnants of older masses 

and energies.  So you agree that nothing can truly be created or 

destroyed.



    19. To Structure (Crystals)      :To Shatter   (batman)



The structure of this universe is such that objects are real and 

thought is unreal.  So your thoughts cannot affect anything.



    20. To Build     (snake people)  :To Wreck



Matter was built by many beings working in conjunction.  So you 

agree that your postulates alone are not capable of affecting 

matter.



11D 21. To Shape     (clay people)   :To Distort  (walrus)



You were shaped (created) from the postulates of others.  So you 

agree that others postulates should affect you.



    22. To Combine   (Siamese twins):To Fragment (worms)



Reality can only be mocked up or affected by group postulation.  

If you were alone you would have no universe.  So you agree to 

combine with other beings and stick to them.



    23. To Change    (magician)      :To Implode  (Sorceress)



This universe is a constructed picture and you are only a figure 

painted in it by the master painter; you move and act as he needed 

to compose the painting.  So you agree that you can affect nothing 

and cannot change, you must be as you are.



    24. To Align     (bear people)   :To Revolt  (black panther)



Our attempts to be individuals and go our own way has brought us 

to this sorry fate.  So you agree to align with god and follow his 

desires and put aside your own needs and wants.



10D 25. To Purify    (fire people)   :To Pervert  (satyr)



All your desires are impure, stemming from your coarse animal 

nature.  So you agree to suppress all of your urges, desires, and 

goals to purify your soul.



    26. To Protect   (ball of energy):To Hurt     (silver ball)



There are higher beings ("celestial police or angles or demi-

gods") who are protecting you from extreme harm.  So you agree 

to give them all your loyalty and never question their methods.



    27. To Defend   (lit. green men) :To Attack (gorilla soldier



The only real being is society which is god.  We are only cells in 

its body.  So you agree to defend society from aberrant 

("cancerous") individuals who work against it.



    28. To Arbitrate (bull people)   :To Disagree (snake) 



We are all in an implant right now and this is just an item.  So you 

agree that you cannot disagree with or alter reality because its not 

there to be altered (?).



 9D 29. To Enhance   (ghost people)   :To Degrade  (demon)



This universe was constructed to teach you a lesson which you 

need desperately (I.E., to enhance you).  So you agree to go along 

with it and try to learn from it and not rebel or protest against 

anything that happens to you.



    30. To Invent    (worker gnome)  :To Divest   (troll) 



You are the only real person and you invented everyone else.  

So you agree to divide and put pieces of yourself on everyone 

else to keep them mocked up (or under control?).



    31. To Beautify  (fairy godmother) :To Make ugly (old witch)



All beauty stems from god.  So you agree that you can create 

nothing except ugliness on your own.



    32. To Inspire   (muses)         :To Occlude  (mesmerist)



Only divine inspiration can bring about beauty.  This inspiration 

is whispered to the great artists, it really comes from god.  So you 

agree to listen to and obey any whispers which appear in your 

mind because they are divine inspiration.



 8D 33. To Convert  (reptile-fish man)  :To Disabuse  (jackal)



The people will kill anyone who tries to help them.  So you agree 

not to try to help anyone else.



    34. To Connect   (female angel)  :To Disconnect(spider woman



We're all pieces of Satan who rebelled against god and looked at 

the Jewel of Knowledge which was forbidden and was punished 

by being fragmented and sent here.  So you agree that we all 

deserve to be punished and should suffer our fate gladly.



    35. To Worship   (knights)       :To Profane  (monk)



We were created for the sole purpose of worshipping god and 

that worship consists of taking on his suffering.  So you agree to 

devote yourself to suffering for god and accept all suffering 

without protest.



    36. To Enlighten (rabbit preacher):To Obscure  (smog monster)



The real truth is so horrible that it would drive you mad so you 

agree that you must forget it.



 7D 37. To Predetermine (soothsayer) :To Randomize(3head-griffin)



The entire history of the universe was predetermined during its 

creation.  So you agree to follow the course laid out for you and 

not try to change anything.



    38. To Permeate  (theta body)    :To Dissolve (blob/aneomba)



The divine light permeates everything and it is the only source of 

true energy.  So you agree that you cannot create any energy 

yourself but instead depend on an outside source.



    39. To Collect   (elves/fairies) :To Reject (wolfman)



You see that we all spring from the same eternal source and must 

become one again.  So you agree to stick to other beings and try 

to merge with them.



    40. To Influence (cupid)         :To Corrupt (hunchback)



If left uncontrolled, people will work against each other.  So you 

agree to push part of yourself into others to influence them to 

work together.



 6D 41. To Solidify  (Pan - goat god):To Not-is  (invisible man)



All matter consists of decayed beings.  So you agree that matter 

can affect you.



    42. To Locate    (Leprechaun)     :To Misplace (Cricket)



Each being has a unique location, a viewpoint, bestowed by god.  

This is where you do all of your thinking and where you perceive 

from.  Two separate locations would be two separate individuals.  

So you agree that you cannot be in two places at once.



    43. To Gather    (spacesuit body):To Abandon  (hobo/tramp)



Our souls are all gathered up by god when we die so you agree to 

give up all identity when you lose the body.



    44. To Energize  (thought circle):To Shock  (electric man)



The soul can only be energized by self sacrifice.  So you agree to 

sacrifice parts of yourself for the common good.



 5D 45. To Discover  (centaurs)      :To Hide    (slime monster)



This is the only universe there is, so you agree that discovering 

anything outside of this universe could only be a hallucination.



    46. To Care For  (bird girl)     :To Torture (devil-pincers)



The only possible thing that will make people content and happy 

is to merge with god.  So you agree to care for others by helping 

them to accept god and not rebel no matter how great their 

suffering.



    47. To Heal     (guardian spirit):To Infect (germ colony)



?



    48. To Grow      (Genetic entity):To Rot  (fungus creature)



?



 4D 49. To Establish (cyclops)       :



You see that society is a conscious entity and individuals are only 

cells in that consciousness and are unimportant.  So you agree that 

you must control others for the sake of society.



    50. To Expand    (mouse RR engr) :To Contract



?



    51. To Share     (dolphins)      :



A copy is always less than the original.  We are all the result of a 

long string of copies.  So you agree that you will always be a 

flawed copy without the original abilities.



    52. To Conquer   (dog soldiers)  :



God has died of a broken heart because we wouldn't stop fighting.  

So you agree to be afraid to fight.



 3D 53. To Control   (frog people)   :



If people were left uncontrolled, everything would be destroyed.  

So you agree that you must control others for their own good.



    54. To Judge     (giants)        :To Accuse



You were judged and sentenced fairly so you agree that you 

deserve everything that happens to you.



    55. To Organize  (human clerk)   :To Disorganize



If everyone's postulates were equal, all would be chaos.  So you 

agree that the postulates of a group are senior to the postulates of 

any one individual.



    56. To Co-operate (robots)       :To Falsify



?



 2D 57. To Participate (mermaid)     :To Disconnect



We only think that we are living life, really we are all 

participating in a mass implant and the next item is constantly 

coming in at us.  So you agree that you can't do anything about it 

or affect reality.



    58. To Reproduce (insect invader)  :To Blanket/Possess



When someone reproduces, they are lessened by it.  If this was 

not the case, the universe would soon be filled and nothing would 

be left.  So when you reproduce (divide), you agree to become 

less.



    59. To Satisfy   (cavemen)       :To Ridicule



Only God is absolute, and the physical universe is transitory,

so the universe is unsatisfying and only the jewel itself and 

fulfilling God's purpose to spread the jewel is satisfying.



    60. To Join      (cat people)    :To Separate



We all join together in agreement to bring about reality.  If 

anyone really broke that agreement, it would all fall apart.  So you 

agree that you must keep all agreements once made.



 1D 61. To Eat       (Tiger)         :



When you eat, you gain energy from the spirit of what you've 

eaten, so you agree that you are infested by spirits.



    62. To Feel      (Bear)          : 



?



    63. To Replenish (old Arab)      :To Age.



Everything follows a cycle of create-survive-destroy and things 

can only be replenished for so long, so you agree to age and die.



    64. To Endure    (pyramid)       :



The universe does not persist, only God persists, so you can

only endure by becoming one with God and aiding him in his 

purpose to conquer and encompass all peoples.
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1. HOW I CAME TO RESEARCH THIS





The first prerequisite to researching the mind is the passionate

desire to do so, because nothing short of total dedication will 

carry you through the barriers in your way.  Only seekers

after truth need apply.  You have to put your own case aside and discard 

any desire whether for wealth or vengeance or self righteousness 

that interferes with the search.



I also had the luck to be at a point in the cycle of existence where 

my intelligence was at maximum (we all have our smart and stupid

lifetimes) and the further luck of having a family and teachers that 

usually helped instead of hindered.  Without this, I wouldn't have

had the wits to put things together or understand the answers I might find.



In addition to this, a researcher needs a dual exposure to heavy science 

and metaphysics, for only a fusion of the two has any hope of success 

in this field.  I never made it to India, but I grew up in a family

steeped in metaphysics and paranormal phenomena and I balanced this

against my own innate bent for math and physics.



And finally I had the luck to stumble upon Scientology in my teens, 

before I had keyed in the usual weight of aberration that accumulates 

during a lifetime on Earth.  And I found it at an early enough age

to avoid being swept up in the sixties drug culture.  That would have

been a mistake not only because mind expanding drugs pull up too much 

out of the subaware area without proper preparation, but also because

I needed the certainty that anything I saw or experienced was not due 

to some mind bending residual drug effect.



This left me ideally prepared to study the subject of Scientology,

and I did so with a passion which soon bordered on fanaticism.

But the fanaticism turned to heartbreak in the inanities of

1968 and 69.  Since I would not abandon the subject, I hung on with

grim determination and even remained on staff until my contract finished.

And I racked up a record number of blows from post, because I 

would walk out at any order my conscience rebelled at, but I always 

came back after the dust had settled.



And eventually, the conflict between my love of the subject and

my distaste for what the organization had become was too great

for me to remain on staff.  But I continued to study the subject, 

especially the materials of the 1950s which were mostly ignored, 

at least in those days (things have gotten better since then).



Eventually I did solo Nots and completed (unofficially) within 

about 6 months. This was in the early days of the level, and it 

would be many years before they would let anybody attest to 

completing it.



For myself, I had achieved a wonderful state of awareness.  

Not only had I reached cause over life (e.g. no longer

affected by BTs and capable of handling them at will) but I had

also realized that nobody was actually located anywhere in the

first place (its just a mistaken idea that we all have) and 

therefore I was to some degree exterior to this universe and

no longer stuck in the games going on here.



But I could be made to doubt that I was finished.  There were

a lot of unreal ideas about what an OT VII would be, and the org's

unwillingness to have anyone complete were enough to get me

wondering about whether it might be Nots that was keeping me

from walking through walls.  I think that there were quite a

few of us in this position, I doubt very much that I was the

first to really complete.  



Its also possible that the SO had some PR considerations 

about who they would allow to be the first completion.  Many 

of us old time auditors (and these would be the most likely 

to complete fast) were not fervent supporters of the party 

line.  When the crowds were going hip hip hooray at Ron's

statue, we were liable to stand around cynically and wait for the 

wave of BS to pass.  This is not an ethics offense, but they know

who is blindly loyal and who can think for themselves.  And at

a more mundane level, I was sloppy and wore glasses and was

notorious for objecting to bullshit sales images which, as far

as I was concerned, put us on a level with snake oil salesmen and

used car dealers.



So after a very long break, I went back to auditing the level.

And they leave you free enough, at this point, to chase after

just about anything with the Nots techniques, so I went after

the stuff that still caught my attention.  But now I was going

after things that didn't actually come from Nots, and after handling

everything that could be done with Nots, the stuff I'd gone after

was still there because I hadn't handled the real source.  This

was the period of my endless overrun.  I was going after everything

from why is the wall solid to what is the basic source of ARCXs

and I was using the wrong tech for those kinds of questions.



Even so, I had many successes.  And a few of the things I've been

talking about in these technical notes were learned during that

period.  I even cleaned up my previous drilling on the old OT 

levels 4 through 7 which I had done earlier with good results and 

searched out any Nots stuff that might have been stirred up while

doing them.  I even went so far as to put out tractor beams and

see if any entities showed up to block them etc.



But I ran into three areas that did not resolve and eventually 

collapsed the high case state and almost unkillable floating 

needle that had occurred when I had actually finished the level.



The three unresolved areas were:



a) Implant universes 

b) Split off portions of myself

c) Actual GPMs



Gradually, as I kept following down things that led into these,

and blowing off the Nots stuff, these three areas became more and

more stirred up and exposed without being handled.  And the state

that I was in was so high that I was able to stir up a great deal

of things in these areas before I finally collapsed.



And then the org's handling was heartbreaking and hopeless.  They

kept trying to get me to do more Nots and most of them didn't

believe in these other things and had no way of handling them 

even if they did.



Many years passed, and I continued to get worse.  Finally, I was

sick, and going deaf in one ear, and loosing teeth at a rapid

rate, and miserable about my job and life in general and sinking

under an unbearable feeling of hopelessness.  And I realized that

I was looking down at a declining spiral that would soon end in

death and failure.



So I decided that I had nothing to loose and took the plunge into

unrestrained solo auditing on my own wild notions.



I began by making up a list of all the possible causes for the

bad condition I was in, including the most common lower level

reasons (overts, out-lists, etc.), Nots stuff, and even the

invalidation of having completed and not being allowed to attest.

And I did have some minor charge in these areas and cleaned it

up.  But it didn't cure the weight of the stuff I'd stumbled on

without having the means to handle it.  So I assessed the three

areas above, and Implant Universes read well.



And I had an impression of an implant universe with a tiger and

the idea that there might be a few dozen items in the platen,

a bit like some of the things on OT2.  And so I tried to do

some listing of what the items might be.  I had no idea of what

I was getting into.  



Thousands of items later, I had the anatomy of the penalty universes.  

And with that, everything had changed.



Eventually the penalty universes keyed out spectacularly and I

was flying again.  But I couldn't get a handle on either the

actual GPMs or the split pieces, so I carried on with researching

the track, especially later implants that were built on the

penalty universe goals series.  And eventually I began to find

things prior to the penalty universes and began to really plot

out the track as presented in "Cosmic History".  



Once I'd handled enough implants, the actual GPM goal just sort

of fell in my lap.  I couldn't believe that I actually hadn't

thought of it before, because it was so obvious.  After a bit

of fumbling around, I finally got the right way to handle these

(see the write-up on actual GPMs) and put the matter to rest.



The matter of split portions of myself haunted me for a decade,

and I'd poke at it once in awhile.  But every attempt to handle

it ended in failure and often got me sick.  It is only recently

that I finally found the trick for handling it (see "Divide and

Conquer").



And so my three original sore spots have finally been solved.

And the pain and difficulty of researching them was so great that

I would not deny the answers to any who want them.



Of course, with my wild and freewheeling research, I managed to

stir up another pile of unresolved areas while solving these

that are given here.  But I don't really mind that now that I

have a method for working my way through the labyrinth.  After

all, I was always in this to find truth rather than to settle

on some pat solution.  And when you find good answers, they

often raise new questions.





  ----------



In truth I have probably been searching for answers off and on

for an extremely long time.  That may be true of everybody.

One incident I found had a great deal of educational value, so I

will pass it on here.



It seems to me that I was once a rich rice merchant and felt guilty

that my knowledge and power let me live well off of the starvation

of others.  And so, eventually, I abandoned everything and 

undertook the pilgrimage to Tibet.  This was perhaps a thousand

years ago in India.  At the gates, they made me undergo the same

initiation as their children, namely to sit naked in the Himalayan

snows for a night.  It was this which led to the saying that the

road to Lasha is death, for few lowlanders survived such a night.

But it was not ill intended.  A priest sat with me and read from

their scrolls and offered instruction.  And when I died, he continued

to talk to the body and coaxed me through the between lives area

so that I should be reborn among them and receive further training.



And after a number of lifetimes among the monks, with very little 

to show for all my labors, I became bound and determined to achieve

enlightenment by whatever means.  And so I took a collection of

the scrolls and sat reading them and refused all nourishment as I 

did so.  The scrolls were not of deep significance.  They were things

like the 7 virtues etc. which were nice but not great revelations.

It was when I read one of these again (in Evan's translation of the

Secret Doctrines) that this entire story came back to me.



For many days I continued to read the scrolls mechanically and

refused everything but water.  I ignored all distractions and

communications and just kept on doggedly in a sort of half trance.

Eventually the body began to starve to death but I ignored the

pangs of hunger and eventually they went away to be replaced by

a sort of weak numbness.



And finally I reached a point where the body had no energy left

to sustain itself, but had not quite died.  And so I remained

alive and conscious with the fully support of a body, but the

body itself ceased to swamp me with its perceptions and energy

fields.  And then I realized that the tiny spark of energy that

still remained to me was my own creation and was not coming from

the body, and I was finally able to drill this with positive

feedback and perception of how much energy I was projecting and

where it was going.  It is quite possible that while you're alive,

the body swamps and interferes with your own energy, and in between

lives the prison machinery tries to keep you blocked so that I

had found a sort of crack in the trap in the halfway state between

life and death.



And in this state, I worked as long as I dared, fanning the flame of

my own energy, and then I roused the body and called for food, for

I knew that the other monks must be told of what I had found.

And of course my meager perceptions and energy production were

almost entirely swamped again, but not quite completely.  Then

I taught and studied for many years.  Finally I undertook the trial

again, but this time I knew where I was going.  And this time

I continued to drill my own energies and hardly noticed the passing

of the body when it died.



I'm not sure if it was months or years, but I continued to drill

for a long time, using simple exercises of perception and handling

of energy.  I don't think I had anything nearly as good as the

OT drills we have now, but even simple reach and withdraw would

be extremely effective if you did it with your own perceptible

energy.



In the end I reached a state of real consciousness and ability

in the bodiless condition.  This is not how it usually is between

lives, where you're normally in a half dream, battered by energies,

and bothered by between lives control mechanisms.



But I hadn't really done anything to actually handle my case.  There

had been no tech on problems or overts or upsets and I still had

no answer to the problem that had originally led me to Tibet, which

was how to end the suffering and starvation in the world.



So I began a new search for answers.  Based, I believe, on something

in another of the scrolls (one that I haven't seen in this lifetime),

I tried to follow a path out of this universe.  I think that it

told me to find the dark horse in the sky (the horsehead nebula) and 

pass through it and that I ended up coming up out of a pool in the 

magic universe.  And there I found the red flower in the sky and

went through it to the next universe above (the collapsed thought -

conflicts universes) where a double helix (?) leads to the symbols

universe.  The entire journey is extremely vague (and perhaps my

recall of it is blocked in some way), but I think that eventually

I passed beyond the jewel of knowledge and was all the way out.



And once there, I had the feeling of being dampened and blocked

and the idea that there were things unreachable in the distance,

like cities in the night.  And it seemed that the idea was placed

in my mind that I was not ready and we all must come out together.

And then I was moving down through the series of universes and

came all the way back here, because it was what I was familiar

with and the place where all the people I knew lived.



But I returned with considerable power, far more than when I had

left.  And I determined to change the world and make it a better

place.  So I reincarnated and this time I was so strong that it

was my own energies that were the perceptible torch and the body's

fields were swamped by my own projections.  I chose the most

scientifically advanced culture of that time, which was Islam, and

became a white magician and wizard in Tunisia.  I gained considerable

wealth and power and had the ear of the sultan, but everything ran

afoul of the usual out rudiments and other case factors and in the

end it all went sour.  In the next lifetime, I was sinking fast and

became a black magician instead of a white one.  And in that

dramatization, I quickly managed to lose all the abilities I had

gained and sunk back into the mainstream of humanity.  In short

order I was living lives among the Christians and alternately

sinning and praying for forgiveness, although I never remembered

what it was I really needed to be forgiven for.



This story is pretty wild, and I had my doubts when I scanned

through the incident and wrote it down originally (immediately after 

reading that scroll in Evan's translation).  This was before I had found

the stuff on actual GPMs so I didn't have a chart of my lifetimes

on earth nor did I have very good certainty on the little I could

recall.  But it had given me this strange idea of a jewel of

knowledge at the top of the sequence of universes (which I had

already mapped back as far a home universe thanks to running

the penalty universes) and so I followed up on that point.  And

the jewel of knowledge bounced the emeter off its pins and what

I could get of its anatomy reacted consistently despite the

trouble I was having in visualizing its many dimensional structure.



I still consider everything about the jewel to be slightly speculative

because I still can't visualize things in that many dimensions

(even though I've been able to visualize 4 dimensional structures

comfortably ever since I ran the incident on the reality wars), but

I'm pretty well convinced of the existence of the jewel.  The

little that I have managed to pull out of it explains so much about

who we are and what's going on that I'm pretty well sold.



The trick I used in that Tibetan lifetime of drilling OT processes 

while in a near death condition also lines up well with my one

near death experience in this lifetime.  I had been mugged by two

guys and it really pissed me off, so I had fought back and gotten

stabbed seven times in the process.  I walked away from it and

tried to heal the body by mental means (big mistake).  I think

that I actually had one or two of the wounds healed, but all

the blood in the body had gushed out of the remaining ones during

the hour it took me to do this so finally I gave up and called

an ambulance (they had to give me 5 quarts of blood when they got

me into the emergency room).  



When they carried me downstairs on the stretcher (I had gone 

back to my apartment), the body blacked out and I lost my 

hold on it.  The senses had simply shut down completely, 

but I retained full consciousness.  It was not at all like 

being asleep or in a dream, I was fully awake, but receiving 

no input from the body whatsoever.  I didn't see any light 

at the end of the tunnel or anything like that, but

I did see stars.  Then I realized that it was because I was looking

at the sky (it was nighttime) so I turned around and there was 

a tiny ambulance rushing down the street a few hundred feet

below me.  My perceptions were clear and unquestionable, far

better than I remember them being in any earlier incidents that

I had run of actually dying.  According to the mystics, in this

situation you should find the golden cord running to the body and

hang onto it.  It seemed like a good idea, so I mocked up a golden

beam and ran it down to the body.  That may have kept it alive.

I watched them move it into the emergency room (I rushed down

and stayed close when they reached the hospital).  Then they

started pumping blood into it and the body's senses came back on.

It was like being swamped by a flood and I was back in the body

looking around the room while they worked on me.  I actually

felt quite good and pleased with myself because of the out of

body experience and I remember joking with the nurses.  I doubt

that the heart ever stopped beating so I probably was never officially

dead, but I did hit that near death state where the body couldn't

overwhelm my own perceptions and energies.



To the org's credit, they rushed an auditor to me in the hospital

and I received a thorough regiment of assists (at no charge, by the

way even though I had not been on staff for many years).  My healing

rate was about 5 times normal.  The chief surgeon would bring the

interns by and lecture about miraculous recovery and how incredible

it was that I was still alive.  After they operated (shortly after

bringing me into emergency), the estimates were that I would spend

a week in intensive care, one to two months in the hospital, and

it would be at least six months before I could work again and get

around comfortably.  The actual times were a few hours in intensive

care (I was sitting up and talking and having visitors so they moved

me out right away), a week in the hospital, and full recovery and

back to work in about a month.



According to the Tibetan materials, if you die consciously, you will

have a brief period where your energy level is still high and you

will have a chance to make it out if you practice the yoga of the

clear light of confront (the translations don't use the word

confront, instead they write the-sitting-face-to-face which is a

single word in the scrolls).  They say that after that, the being

will go into a swoon.  Furthermore, the clear period may be long

or short depending on the person's spiritual advancement, and 

may also be affected by the manner of death, possibly not occurring

at all if the person dies while sedated.  Therefore, they reject

pain killing drugs if they are about to die, because they want

a chance at coming out of the body with full consciousness instead

of being befuddled with drugs.  This might not be a bad idea.





--------



In complete contrast to the two above experiences, where I was 

exterior with full consciousness while the body was half dead and

completely out of commission, is another experience where I was

completely without a body and experienced a terrific analytical

shutdown as a result.



This is an experience that might be described as teleportation

that occurred during the brief time period when I was key-ed out

OT in 1968.



It was a cold night and I was walking back from dinner with a

girl.  We were just friends but we had our arms around each other

for warmth because we didn't have our coats and the temperature had 

dropped severely while we were eating.  We reached a corner two

blocks from the org and I noticed a subway entrance.  I knew that

the subway platform extended underground for the entire distance

and that there was an exit right where we were going.  In this

area of downtown, the subway stations often (but not always) had

arcades or parallel tunnels that let you walk the length of

the station without having to pay the fare to get down to the

platforms.  In some places you could go as much as a mile

underground and it would be considerably warmer.



So I had the idea that we could walk the rest of the way 

underground in relative comfort.  But I didn't want to drag the

girl downstairs only to find that there were gates and turnstiles

blocking our way.  And this was a time when I had been having

occasional flashes of good exterior perception (quick but clear

glimpses of things).  So I determined to simply take a look without

using the body.  And I did this by deciding to be there (rather than

move there).



And then I was there, looking at the turnstiles.  And for a moment,

I was disappointed that they were in my way.  But then I realized

that I could simply float over them.  And so I began to drift

around in the subway in a bodiless state.  And everything was a

little bit vague looking, but more solid than in a dream.  It all

seemed a little blurry as if I didn't have my glasses on.  But

I didn't remember that I wore glasses, so it all seemed very

natural.  And I also didn't remember who I was or what I was

doing down there.  But it was pleasant and I was having fun

drifting around looking at things.  In retrospect, I was absurdly

simpleminded, as if I had an IQ of about 50.  But something kept

nagging at me, and finally I remembered the girl.



In the next instant, I was standing on the street and she was

staring straight at me yelling my name.  And then she jumped

back in startlement and asked me "Where did you come from?".

I was back to my normal consciousness, but I was confused and

a bit embarrassed.  I immediately assumed that the body had

gone into some kind of a trance while I was looking around 

in the subway.  And I told her that, but she misunderstood and

said "How could you come out of the subway, there's no entrance

here?".  And I looked around and we were a few blocks away from

where we had been.  And I asked her what had happened.  And

she said that I had suddenly disappeared and that she had panicked

and started running around yelling for me.  And she had run to the

next block and turned the corner and continued to run around looking

for me and suddenly I was right there in front of her.



We talked it through and the only possible conclusion was that my

body had not existed for awhile.  And since then, of course, I

have always wondered exactly what I did and how to do it again.

At the simplest level, it seemed like I had just forgotten to

keep creating the body, and then I remembered to do it again.



On further examination, it seemed like there was some sort of a

template or pattern which I keep continually energized on an

automatic basis and I had simply cut off the energy flow.  But

the pattern remained, in some sort of a potential state, and

then I energized it again and the body was back.  Since I happened

to re-energize it in a different place from where it had

disappeared, the theoretical effect is one of teleportation.



This had led me to all sorts of interesting ideas, such as the

concept that there are underlying templates or patterns behind

the physical manifestation of reality (it was only later that

I found out that Plato had some similar ideas).  It also led me

to think about the idea that there might be "potential" matter

(as opposed to actualized matter) just as there is potential energy

(as opposed to kinetic energy).



But no matter how many times I try to run through this incident,

there always seems to be some sort of a blank spot in the moment

when I disappear and another when I come back.  Its like there

is something that I wouldn't let myself remember.



Interestingly enough, I felt much warmer after I reappeared.  The

girl also felt warm on account of having run around so furiously

looking for me.  So we were fairly comfortable as we finally

walked to the org.



One of the important points is how dim witted I was without the

body.  It has led me to believe that we foolishly use the brain

as an aid for much of our thinking (like using a calculator 

instead of adding things up yourself) and we lose that when the

body is gone.  So we turn into morons after we die and easily

get tricked into things like between lives implants.



It would be a good idea to practice thinking without using the

brain.  I think that we may have a need (or an aberration) to

locate or store our thoughts and memories in some sort of mass 

or object.  Try doing some arithmetic by pushing the numbers

into a mountain or something and then try doing the operation

(addition or whatever) in that space.  When I first tried this,

it was surprisingly hard (like doing it for the first time,

despite the fact that I can run large calculations in my head 

easily), but it became easy very rapidly.  This might make the

difference between being bright or stupid after death.





 



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



                 2. Research Auditing



(Once I got the penalty universes keyed out, and having no better

angle of approach, I began a research rundown to try and run them

further and also map out the track by handling the later implants

that were locked up on top of them.  This was not truly therapeutic

because I generally stirred up as much as I was erasing, but it

eventually opened up enough track to let me get earlier and

find the agreements universe etc.  So here is the rundown I 

actually used.  I don't recommend it for case gain, there are 

easier ways once you know what's what.  - Aug 1996).





Mar 24, 1990, rev. Feb 1993



1. Introduction



This is research auditing.  As such, it requires someone of good 

skills who is willing to fly into the teeth of restimulation and 

find truth despite all prejudice.  And here lies the rock that 

shatters many a researcher, for the biggest prejudices are to see 

things come out a certain way so as to make others truly wrong 

or so as to justify the overts of the researcher.  Following 

close on the heals of this is the prejudice that comes from 

desiring to see a particular pet theory supported or a distasteful 

theory invalidated.  If you're trying to earn a living with this 

stuff as well (heaven help you), that puts yet a further twist 

into the puzzle.



All researchers suffer from this ill.  Good research, that 

shining moment when a real gem is revealed, comes from a 

willingness to be wrong, to find out that your were the villain 

(you were sometimes, but not always), and a willingness to change 

a theory even after you have staked your reputation on it.  You 

need to look at everything with a suspicious eye, especially when 

it seems to be making you right.  And you need a good tolerance 

for the confusion that starts billowing around every time you 

shift something that was supposed to have been a stable datum.



This is not a safe route.  There is no guarantee.  I think that 

if you keep working towards truth, you will make it, but once 

you're out beyond the well marked trails, there's no one who will 

have the tech to repair you except yourself.  This is not a 

bridge.  The bridge ended 3 islands back.  All this is is a piece 

of string stretched out in the direction of the far shore to give 

you an idea of which way to swim.



So be warned.  Your case is your own responsibility.  Some of my 

ideas may be wrong.  Certainly I occasionally get an item or a 

goal wrong.  Its up to you to build your own bridge.  And once 

you get somewhere, try to help some other people along as well.  

We have researched out part of the trap before and kept it to 

ourselves and used it for personal gain.  Some of these materials 

seem awfully familiar to me.  A group of us researched some of 

this back around a hundred million years ago and became gods to 

the locals.  Specifically, I believe we had detailed platens for 

the "This Means" items in the penalty universes (probably around 

10,000 items) but not the other stuff.  It didn't do me much 

good.  I had some fun for awhile (& committed some terrible 

overts) and then collapsed back to humanoid when I failed to stop 

Incident 2.  Its even harder to research this stuff now what with 

all the subsequent implants (Fac 1 etc.) obscuring things even 

further.



An even graver warning is that you should not use this material 

against others even if it seems well justified.  We have 

intentionally restimulated this stuff on each other endlessly.  

Some of this has been researched many times and used to build 

implants.  At first the intention is usually to control criminals 

(although there are occasional exceptions to this).  Later, the 

mad and power hungry turn them on the population at large.  

Everyone will find occasions where they implanted others or even 

worked on designing implants.  Furthermore, there have been 

numerous times where you, as a sort of god, have fought with 

another god by hurling restimulative items and symbols at each 

other until one of you caved in and lost power.  The weight of 

overts on this line is so vast that any attempted use of these 

materials against another is very dangerous to the user.



Now for the brighter side.  Nobody is going to curb or block your 

ITSA line or tell you what you can or can't run.  The truth of 

the matter is that you can run anything if you approach it the 

right way.  What you need is some understanding and a good angle 

of approach.



With the discovery of the penalty universes of the home universe 

era, we have that angle of approach.  In reaching them, you are 

bypassing 10 or 20 OT levels worth of gradient material.  These 

other levels will show up as you try to take apart the penalty 

universes.  But by the very fact that you are coming forward from 

an extremely early basic, you can figure out and tear apart these 

later things as well.





2. Auditing Style



In research auditing, the most important thing is ITSA (i.e. 

spotting and saying "it is a ...").  You can only do a limited 

amount of Whatsit before the meter begins to pack up and go 

South.  Spot what you can spot with certainty and put the ITSA 

down on the worksheet.  Don't struggle too long trying to spot 

something that's out of view and overcharged.  You can do a 

little bit of checking to see if something is being hidden by a 

BT or Cluster or obscured by an overt you did.  You can try 

dating things or checking a few good guesses, but don't muck 

around too much.



If something is obscured but not in restim, leave it alone and 

work from where you can get certainty.  Each time I discovered 

some major abberative incident, I got obscured little glimpses of 

it from the edges on a couple of penalty universe goals before 

enough charge was off to spot the anatomy of the incident.  So if 

something isn't ready to run, ignore it and go on.  More will 

show up in a little while and then you can start pulling the 

thing apart.



If something is in your road but you can't quite get your hands 

on it, it often helps to take a very short break to let the 

restim cool down a bit and then look again.  Leave the meter on 

and the session set up.  Often you'll just be getting out of the 

auditing chair to make some coffee and the idea will pop into 

your head and you'll snatch the cans right up and check it.  The 

thing you don't want to do is keep holding the cans and going 

"What is it?".  All you can ITSA in that case is the fact that 

the needle is getting stuck and the TA is starting to climb.



Another good trick is to take a break and put on your CSing hat.  

This is especially useful in the case where you've made some 

errors.  You can make up a little list of the things that could 

be wrong and then go back in session and check it.  Make sure 

that you don't do this as an L & N action.  "What's screwed up 

now?" is not a good listing question.



Sometimes you'll get yourself messed up with a high TA and tight 

needle.  This can come from the usual causes (and you should 

watch for things like overrun etc.), but it can also happen from 

running something the wrong way.  In this case, you may have to 

audit over it for awhile to get in there the right way.  If you 

are running in this state, realize that the slightest momentary 

loosening of the needle or feeling of relief is a major release 

point.  Don't invalidate it just because the TA is high and 

needle is stuck on other charge in restimulation.  If you go back 

and check these "release points" later, you'll find big FNs.  I 

mention this especially because you'll need to validate yourself 

as much as possible while your trying to pull through a rough 

mass in restimulation.



When you see that you've gotten messed up by running an incorrect 

platen and a simple repair list wouldn't handle it, the first 

thing you do it take a break and let the restimulation die down a 

bit.  Get food and sleep if needed.  If this doesn't bring the TA 

down, run Platen 1 on the positive penalty universe goal most closely 

connected with the area.  Then try and blow any BTs or Clusters 

restimulated and not blown.  Then check if you have an overt in 

restim. and handle.  Then take another break and try to CS a 

better approach to the area.



For example, I made a bad mistake when I was trying to figure out 

how to handle the negative goals.  I did all the above and felt 

much better and got a good nights sleep but still had a TA around 

4.5 on 2 cans the next morning.  But by then I felt good enough 

to realize what was wrong and correct it.  Even this did not 

bring down the TA but it loosened the needle.  Then I was able to 

go back to the original process that went sour and run it the 

right way.  As soon as I started running it, the TA came right 

down and the process ran like a charm.



Unfortunately, when you do start in on something new it can drive 

the TA up briefly.  You feel good and everything seems OK and you 

carry on a little further and the TA comes down.  Also, it can be 

up a bit when you pick up the cans if something is incomplete.  

You just carry on with the action and it comes right down.  This 

is a side effect of doing research where you don't always have 

the perfect route and many levels are being bypassed.  But watch 

it if the TA goes high and sticks there for awhile.  Find out 

what's wrong and repair it.  Often it is just a corny auditing 

error or a cluster that needs to be blown.



You should frequently check for BTs/Clusters restimulated and 

not blown and for your own overts.  These materials cause many 

such things to blow automatically and occasionally something hangs 

up and needs to be run briefly.  These are also the primary 

reasons that an item wouldn't read although this can also occur 

for various other reasons such as a later implant going into 

restimulation.





3. Session Admin



If you are doing this on your own, you don't have to do anything 

just to please a CS or to help the CS follow what you are doing.  

But you need a good record of what is going on in case you need 

to repair things later and to serve as a record of the research.  

This means that items, dates, locations, etc. need to be recorded 

very precisely.



You also need to write things down to get them separate from 

yourself and ensure that they discharge.  This is ITSA and early 

in auditing, you need another person to receive it from you.  

Later on, it is enough to write it down with the confidence that 

a CS will read it.  Even further along, just putting it down on 

the paper gets it far enough away from you so that you can see it 

and blow the charge.  The magic of the comm formula was simply 

that it put distance between the PC and his aberrations so that 

he could look at them and make them vanish.  Now we have a 

gradient of how much physical universe mass is necessary to get 

the PC to separate from what he is stuck in.



Eventually, you want to be able to blow things without needing 

any physical crutches  whatsoever.  This is necessary if you are 

going to continue to make progress without a body.  For this you 

can practice mocking up comm lines and terminals, messages, 

writing, etc.   But its a steep gradient.  So for now, use your 

paper and pen and meter, these tools will speed your progress 

greatly.  But realize that you can blow things out of session and 

that this will occur more and more frequently as you continue 

forward.  So you should also have a notebook handy for recording 

key insights and data that come up when you're outside etc.



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





        3: ADVANCED PENALTY UNIVERSE PROCESSING





Oct 1, 1990, rev Feb 1993



(This is the rundown I used to try and dig deeper into the penalty

universes and explore the track at the same time.  Although this

produced case gain, it stirred up as much as it keyed out and

the primary value was in finding out more - august 1996)





General Information



Initial running of the penalty universes has already been 

described.  At first you are only trying for the lightest 

keyout.  Gradually you start running deeper, getting more 

and more ITSA etc.  As you do this, you should add actions 

from processing group 1 below until your running all the steps on 

each positive goal.  Once your running the positive goal fairly 

thoroughly, you can start running the negative goal as well (see 

group 1N - Negative goal running).

  

The materials in group 2 are more difficult.  You should be 

running both the positive and negative goals fairly deeply with 

the group 1 materials before trying to run group 2.  When you do 

run group 2 processes, use both group 1 and group 2 on the 

positive goal and then use both on the negative goal.



Note that group 1N (negative goals handling) is listed after 

group 2 in the lineup below.  You either run group 1 then 2, then 

1N, and then 2N, or you run group 1 and then 1N (skipping group 

2) depending on your gradient.



The group 3 processes are only used after everything else is 

running well.  These are the 5 way oppose GPMs.  Generally, you 

need to run off the negative goal before you can get at the GPM 

for the positive goal because the goal modifier (overt) latches 

up on the positive to negative inversion.  Even when your running 

deeply, you should leave these alone unless one insists on 

running.  Otherwise, it is probably better to flatten all the 

penalty universes first and then go after these GPMs.  In my 

experience, they are usually quite hard to run until they're 

ready and then they just show up and fall apart, so don't dig and 

prod at them.



It would simply be too much of an overwhelm to try and run all of 

these processes right away.  The first few times you run one of 

these, it can be quite rough.  For example, the universe machine 

(group 2) platen uses each penalty goal terminal in hundreds of 

items.  At first you need to run them all and they come off very 

slowly.  Then you find that you can blow whole groups of items 

just by spotting the first one in each set.  Then it gets even 

faster and you just call the very first item for the entire 

universe machine pattern, spot the various universe goals, and 

completely blow the penalty universe terminal out of the universe 

machinery in only a minute or two of auditing.



So you add one process at a time to your rundown and carry on 

with it through a few penalty goals (until it speeds up and 

becomes a fast action) before you add yet another process.



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

keyouts and increasing horsepower.  As you keep running deeper, 

your ITSA line gets pretty awesome and you start blowing huge 

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

you can as-is these penalty universes by inspection and blow all 

the later stuff as well.



Note that most of these processes are addressed to the later 

locks piled on top of the penalty universes rather than to the 

basic incidents themselves.  You need to run this stuff not only 

to take weight off of the penalty universes but also because it 

is the anatomy of the current trap (this is especially true of 

the group 2 processes).



Once your running deeply, you might need to check for PMEs 

(Programmed machine Entities, discussed elsewhere) and CEs 

(Control Entities, discussed elsewhere) that need to be run as a 

rudiment action (see the write-up on these).  Also, you will need 

to alternate penalty universe running with OT drilling (discussed 

elsewhere) to keep from becoming interiorized into case.  Keying 

out a penalty universe frees up a lot of space and you need to 

expand outward as a regular action.



Generally the order for selecting goals to run is best 

established by using a dynamic assessment.  The sequence in which 

one was originally thrown into (or threw others into) these seems 

to have been random.  Later restimulative implants used a number 

of different sequences, which you should be aware of.  Common 

sequences are as follows:



a) The natural sequence of the dynamics, from 16 to 1 (goals To 

create down to To Endure) or the reverse (1 to 16).  If negative 

goals are involved, they alternate with the positive goals (this 

is the sequence of the treadmill which established the negative 

items).



b) Like a) above but all 64 positive goals come first followed by 

all 64 negative goals in reverse order (usually from To Create, 

down to To Endure, and then the rest of the way down to To 

Destroy).



c) The dynamics occur in a pattern of 8 pairs with the high 

dynamic collapsing into the corresponding lower one.  I.E., 16th, 

8th, 15th, 7th, etc. down to 9th, 1st.  Or the same pattern 

ascending (from 1 to 16).  Again, the negative goals (if present) 

might alternate with the positive ones or might all follow 

afterwards (in the reverse sequence).



If you spot some later implant, it will often use penalty 

universe restimulators and will often follow one of these 

patterns (although there are many exceptions).







GROUP 1



These are the basic processes for running the penalty universes.



1. Platen 1.



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

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

mockup exactly what the item means and then try spotting it 

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

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

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

on platen one (which should now be reading).



2. Overts



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

handle (overt rudiment).



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

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



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

Spot the face of the terminal within the pyramid.



5. Spot the terminal saying the price of the goal (for negative 

goals, spot the negative terminal saying the "this means an end

to ..." statement).



6. Spot places where (terminal) is not.



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



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

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

inspection).  (Do this on positive goals only).



8. Scan the detail of the penalty universe.



9. ITSA any later track restimulation.



10. Check for any PMEs that are being machinery related to the 

goal.  Handle each (spot being made into a machine, spot the 

first time, spot making others into a machine, spot the top of 

the penalty universe, who are you).



(note, you should already have cleaned up the troublesome 

machinery and be up to using a fast machine handling technique 

before you start searching out PMEs while running the penalty 

goals).



11. Run remedy of havingness on machinery related to the goal.  

Begin with broken machinery (make it decrepit etc. until it snaps 

in) and then improve to good quality machinery.  Push it in from 

outside from various directions and throw some away as well.  

(see LRH references on Remedy of Havingness).



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



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

until your willing to have others doing this goal.



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

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

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

have it anywhere by choice.



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



16. Mockup battered and beaten versions of the terminal in 

various places and say "The poor thing, it needs me so".



17. Spot the failures implant (thought universe).  They would 

tell you to do (goal) to some (object) and then "prove" to you 

how you failed.  Then they'd say "You failed to (goal) so you 

must depend on others to (goal) for you".



18. Spot the between lives scene for the goal.  (if present in 

the master list).



(The remaining steps do not apply to negative goals, - note that 

the collapse of the positive goal is the justifier for doing the 

negative goal).



19. Spot the justifier for the goal (if present in the master 

list).



note that 18 and 19 above are easy to spot and blow, but the 

items can't be determined accurately until after the GPM (group 

3) has been run.



20. Spot the terminal saying the "do you want to achieve ..." 

line in the between lives sequence.  This false promise (of 

gaining power or strength or whatever) given early in the between 

lives is one of the things that pulls you deeper into that 

nonsense and results in your getting further messed up.



21. Spot the desire to swing into the negative goal so as to be 

rid of this penalty universe.



22. Run remedy of havingness on things used in the penalty 

universe (objects, etc., anything that seems nice or interesting 

in the mockup).



23. Check for any other entities stirred up and handle.



24. Spot the first few lines of platen 1 again.





GROUP 2



1. Run the universe machine items for the goals terminal.  See 

the write-up on the universe machine.



2. For each universe goal, working upward from persist to 

eternalize, spot how the universe goal is accomplished through 

the doingness of the penalty goal (How Would ... Enable You To 

...).



3. Spot the "survive" line said by the terminal using each 

universe goal in place of "survive" (note that survive is the 

universe goal for the current universe).  Spot this in the 

universe machines and if anybody wakes up, have them spot the top 

of the penalty universe (native state line).



4. Run the compulsion SVs in the universe machinery (see the 

write-up on compulsion SVs).



5. Run the compulsion SVs surrounding the body (see the write-up on 

compulsion SVs).



6. Run remedy of havingness on the penalty universe terminal.



7. Run the discontinuity.  Note that this is based on the 

agreement universe definition items.  You should run off some of 

the agreements universe directly before getting into handling the 

discontinuities.  This step causes not-isness ridges to blow.  

See the write-up on the discontinuity implant.





GROUP 1N - Negative Goals



This is similar to the positive goal handling, but you use the 

Treadmill Crossover platen instead of platen 1.



Begin by spotting the inversion scene and using the other steps 

given on the crossover platen (these correspond to a few of the 

group 1 steps).  This is the minimum that you can get away with 

running for a negative goal.



All the other group 1 steps up to number 18 also apply to 

negative goals (except as noted).  Whichever ones you are running 

on the positive goal should also be run on the negative goal.





Group 2N



Steps 1 to 6 of group 2 also apply to the negative goal (i.e., all 

except the discontinuity implant).  If you do one of these steps 

on the positive goal, also do it in the negative goal handling.





Group 3



Currently, the only thing here is handling the 5 way oppose GPMs 

for the positive and negative goals.  See the write-up on the 5 

way oppose.



Note that in this case, the positive GPM is not addressed until 

after doing both group 1N and group 2N on the negative goal 

because the goal modifier tends to charge up on the negative 

goal.





Summary



I know this is a lot of material and it might seem pretty 

complex, but it's easy if you just add one new technique at a 

time.  Running just half of this stuff on a single penalty 

universe goal can produce significant case change.  



As long as you know the material given under "in case of trouble" 

above, you can even slop around with these processes and still do 

very well.



Since writing the above, a significant amount of other implants 

have turned up which restimulate the penalty universes.  These 

are covered elsewhere.  They should be added into the above 

steps.





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





  4. PENALTY UNIVERSE ASSESSMENT LIST INCLUDING NEGATIVE GOALS



23 Jul 91, rev. 12 Feb 93



(Note: the master list may have later updates.  The negative

goals are not as thoroughly researched and should be treated as

being slightly speculative)



16D

1.  To Create    (Statue)          :To Destroy  (devil statue)

2.  To Cause     (god, old man)    :To Put At Effect (devil)   

3.  To Mock Up   (Computer)        :To Unmock (black computer)

4.  To Imagine   (Cartoon Mouse)   :To Disillusion (vampire)



15D

5.  To Understand (chipmunk)       :To Misunderstand (cripple)

6.  To Know      (2 headed dodo)   :To Mislead  (gorilla)

7.  To Absorb    (Greek hero)      :To Discard  (Amazon)

8.  To Learn     (gnome)           :To Forget   (Troll)



14D 

9.  To Play      (Chinese child)  :To Fool     (Joker)

10. To Compete   (Coach, doll)     :To Cheat    (Skeleton)

11. To Manipulate (Penguin Banker)  :To Ruin     (Dragon)

12. To Exchange  (Spirit Broker)   :To Steal    (Raccoon)



13D 

13. To Shape     (clay people)     :To Distort  (walrus)

14. To Change    (magician)        :To Implode  (Sorceress)

15. To Combine   (Siamese twins)  :To Fragment (worms)

16. To Bring Order(gorilla people)  :To Bring Chaos(Black.Panther)



12D 

17. To Reason    (clown)           :To Discombobulate(1manband)

18. To Orient    (wire man)        :To Disorient (spinning top)

19. To Guide     (pilot)           :To Misdirect (scarecrow)

20. To Compute   (toy bodies)      :To Confuse   (zombie)



11D 

21. To Construct (beavers)         :To Teardown (wrecking crane)

22. To Arrange   (blockhead)       :To Unstabilize (Goon)

23. To Build     (snake people)    :To Wreck  (Raging Bull)

24. To Structure (Crystals)        :To Shatter   (batman)



10D 

25. To Invent    (munchkins)       :To Divest   (troll)?

26. To Inspire   (muses)           :To Occlude  (mesmerist)

27. To Enhance   (ghost people)     :To Worsen   (demon)

28. To Beautify  (fairy godmother) :To Make ugly (old witch)



9D 

29. To Purify    (fire people)     :To Pervert  (satyr)

30. To Judge     (bull people)     :To Accuse/blame(ogre)

31. To Defend   (little green men) :To Attack (gorilla soldier

32. To Strengthen (ball of energy) :To Hurt     (silver ball)



8D 

33. To Enlighten (rabbit preacher)  :To Obscure  (smog monster)

34. To Convert  (fish man)         :To Disabuse  (jackal)

35. To Commune   (female angel)    :To Disconnect(spider woman

36. To Worship   (knights)         :To Profane  (monk)



7D 

37. To Predict      (soothsayer)   :To Randomize(3headed-griffin)

38. To Influence (cupid)           :To Scandalize (hunchback)

39. To Collect   (elves/fairies)   :To Reject (wolfman)

40. To Embody    (Pan - goat god)  :To Disembody(invisibleman)



6D 

41. To Discover  (centaurs)        :To Hide    (octopus)

42. To Locate    (Leprechaun)       :To Misplace (Cricket)

43. To Gather    (spacesuit body)  :To Abandon    (Hobo)

44. To Own       (Fox people)      :To Burn Down (flame man)



5D 

45. To Grow      (scarecrow)       :To Rot   (fungus creature)

46. To Live      (dinosaur)        :To Die   (spectre)

47. To Heal      (tree man)        :To Infect   (germ colony)

48. To Adapt     (thread man)      :To Protest  (snake)



4D 

49. To Establish (3eyed giants)    :To Undermine (3eyed robot)

50. To Share     (dolphins)        :To Possess (sea monster)

51. To Control   (frog king)       :To Rebel     (gargoyle)

52. To Unite     (dog soldiers)    :To Conquer  (war eagles)



3D 

53. To Organize  (human clerk)     :To Disorganize (fu manchu)

54. To Co-operate (robots)         :To Individuate (iron horse)

55. To Participate (mermaid)       :To Debase (elephant girl)

56. To Expand    (mouse RR engr)   :To Contract  (maniac)



2D 

57. To Join      (cat people)      :To Separate (black cat)

58. To Reproduce (insect invader)  :To Infest   (Insects)

59. To Satisfy   (cavemen)         :To Ridicule (moron)

60. To Care For  (bird girl)       :To Torture (pincer devil)



1D 

61. To Experience(Bear)            :To Deaden (Kali)

62. To Replenish (old Arab)        :To Age     (father time)    

         *might be TO SURVIVE

63. To Consume <eat> (Tiger)       :To Poison  (spider)

64. To Endure    (pyramid)         :To Dissipate (mummy)





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





          5. THE TREADMILL: GENERAL INFORMATION



10 June 1990.



Also see "The Treadmill: Crossover Platen" in the following

section.



The treadmill was built in the Games universe for use as a 

punishment for troublemakers.  I believe that it was used as part 

of the procedure for sentencing people to the Motion universe, 

but this is still under investigation (it might simply have been used 

on people in the Games universe).



A simplified mockup of each of the 64 penalty universes was used.  

A universe dramatizing a negative goal was appended to each of 

the 64 positive penalty universe mockups.  The penalty universe 

crashed the positive goal down to zero which is a point of 

complete overwhelm and solidity.  Then the negative goal is 

dramatized to unmock everything until you go out the bottom.  At 

the end, you've destroyed everything so that there is no universe 

left and you get a false native state.  This is then made to equal 

the native state at the top of the next positive goal.



The bottom of the final negative goal was connected to the top of 

the first positive goal (To Create) so that you just keep going 

round and round through the cycle of 128 goals.  Getting this 

keyed in seems to give one a spinning sensation.



In the treadmill, the positive goal begins with Platen 1 (just like 

the original penalty universe).  But the symbols etc. are not used.  

Instead, the implant goes straight into "TO (goal) IS TO 

POSTULATE BEING THE (terminal)".  Then a limited subset of 

items duplicating the penalty universe are done.  But the positive 

goal ends differently.  Once the terminal's body dies, you are 

allowed to exteriorize from the grave.  Once your floating above 

the grave, then the items in the Crossover Platen are done.  This 

has you abandon the goal and then swings you into the negative 

goal for the purpose of getting even with everyone etc.



See the crossover platen.  Item 4 on this platen is the end of the 

positive goal.  When running it, you should spot the top of the 

goal (Native State) because BTs and Clusters are sometimes hung 

up at this point trying to avoid the start of the negative goal.



Crossover item 11 is really many individual items and there may 

be other items such as wealth, revenge, satisfaction, etc.  But you 

only need to glance at this portion lightly and then spot the 

negative terminal on item 12.



Originally, I had a lot of trouble spotting the top of the positive 

goal while handling the negative goal.  The entire weight of the 

positive goal having been collapsed down to zero is sitting on top 

of the negative goal.  But by itself, this was not enough.  What 

really nailed this down was later implants that ran a short series of 

items on the positive goal and swung it around to the negative 

goal.  This sort of implant was done often, it restimulates 

abandoning the positive goal (the point of crossover).



The original version of the Hellatrobous Implants, done around 2 

to 3 quadrillion years ago during the theta-MEST wars is the 

heaviest of these later implants.  It shows you a scene (in an old 

style Kansas like environment) with the positive terminal, runs a 

small number of items against the positive goal, and shifts to the 

negative goal (the terminal changes to the negative one).  This is 

the "inversion scene" referred to in the crossover platen and 

described in the master list.  Spotting it relieves considerable 

stress on the positive to negative inversion.



After spotting the inversion scene, you can spot the treadmill 

implant making you abandon the positive goal.  Once you've done 

this, it should be possible to spot the top of the positive goal from 

the negative goal.



In the implant, following the crossover platen you become the 

negative terminal and go around unmocking everything one way 

or another (depending on the negative goal).  Finally everything's 

gone.  This creates a tremendous amount of unreality and loss of 

havingness.  This makes you want to go on to the next goal so that 

you can have something.



The loss of mass and unreality in the negative goal is probably the 

reason for low TA.  Note that a low TA represents a body that has 

less electrical resistance than a dead body (see E-meter 

essentials).  This should be impossible.  But it happens anyway.  

Apparently, the mass of the body is not-ised so heavily that it 

ceases to impede the flow of an electrical current.   I have seen 

the TA drop below 1.0 briefly while going around the dial through 

7.0 on an item, and that is such a low resistance level that I see no 

way of attributing it to some minor effect.



Low TA can come from out-lists.  It would make sense for this to 

be due to restimulating the abandonment of a goal (wrong item 

given to PC means that the right one is invalidated and 

abandoned).



Heavy glare-fight level TRs and invalidation of the PC would also 

seem to be pushing the PC down into the zero point of 

abandonment and unreality.  If a person is mishandled to the point 

where he wants to get even for real or imagined outrages, the TA 

probably crashes.



I have noticed the treadmill spinning sensation and feeling of 

unreality during those times when my TA was really low 

(generally due to the two reasons above).  I did have the TA 

crash once on seriously mishandling a positive penalty universe 

goal due to errors in running it.  Getting the TA back up required 

both fixing the errors and also running the crossover platen 

(because the treadmill had gone into heavy restim).



Note that most errors will not crash the TA even when mis-

running a positive penalty universe goal.  It probably only occurs 

on goals that are already heavily submerged and weighted down 

with later overts (I.E., your already stuck in the inversion on that 

goal).  Even so, it takes mis-running on top of that before the TA 

will dive on you.  Unfortunately, our platens and procedures are 

not yet perfect so that the materials themselves might occasionally 

cause an error (this level releases so much free theta that usually 

you just barrel through things).



With this new insight, we might eventually find some quick way to 

blow a low TA up into range the way we can handle a high TA 

most of the time.  Past experience has been that once the TA goes 

low, it is slow to come back up even after the error has been 

fixed.  This is because of the not-isness stemming from the inverted 

goal which makes it hard for the person to as-is the error and get 

back on target.  There might even be low level techniques such as 

assessing for what dynamic has been abandoned (or "What has 

been abandoned" run in the same manner as "What has been 

overrun" can be used on a high TA).  Of course, if it crashed on 

an error, you have to fix the error first.  This is highly 

experimental since I don't generally have a low TA to try things 

like this on.



This goal inversion shows us something about society as well.  At 

the top we have a free theta anarchy and positive chaos (i.e., lots 

of motion and randomity with plenty of as-isness and alter-isness).  

Sliding downscale, we have more and more rules and restrictions 

(to protect people etc. - i.e. all the 64 goals sliding down).  At zero, 

we have maximum other determined activity (i.e., total rules with 

everyone being robots).  Then people start sliding over the edge 

and going into the negative goals to get rid of the rigid controls 

etc.  This is a fast downhill crash into a negative anarchy and 

chaos (i.e., lots of not-isness and destruction).



From this, we see that there is a both a positive chaos/anarchy 

and a negative one.  The bottom of the scale mimics the top.  We 

are against destructive anarchy.  But the right direction is towards 

a constructive anarchy (creative free beings) rather than towards 

maximum rules and order.  Our society has not yet gone over the 

brink into destruction.  But by constantly legislating more laws, 

instead of stopping crime, we push more and more people over 

the edge.  So always work in the direction of removing non-

essential laws and restoring freedom to the people.  You can't pull 

out all the laws at once (people are too low to reach the high scale 

anarchy and so will slide into the low scale one instead), but you 

can follow a gradient of increasing freedom and less barriers.



Early in researching this, I tried to run the native state item on 

these negative goals and got into trouble.  It is at the very end of 

the negative goal run.  As part of the research, I then put together 

an approximation of the entire end of the negative goal implant.  

This should not be run.  But it can be examined (without fitting a 

goal into it) to blow charge on how the negative goal was made to 

swing around into the next positive goal.  So I'm including the 

platen here.



REVERSE PLATEN: THE END OF THE NEGATIVE GOAL



Do Not Run This With A Negative Goal Item.  It is at the very end 

of the negative goal run and will restimulate the weight of both the 

positive goal being caved in and the negative goal crashing 

downscale below that.  Run the Crossover platen instead (that is 

the start of the negative goal).



This is only included here to show how the negative goal was

swung around into the next positive goal in the series.



1. To (goal) is to withdraw

2. To (goal) is for there to be NO ....

    value, meaning, beauty, truth, love, communication, reality, 

space, mass, time, energy, agreements, postulates (these are 13 

separate items).



3. Before the beginning, now and forever, is the urge and the urge 

is to (goal)



4. To (goal) is for there to be no beginning.

5. To (goal) is the urge toward nothingness.

6. To (goal) is to be the static

7. To (goal) is Native State.

8. There is nothing.

9. There is no Time.

10. There is no Space.

11. There is no Energy.

12. There is no Matter.

13. To be nothing is native state.

14. To (next positive goal) is native state.



 (and at this point comes platen 1 for the next lower positive goal)



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



          6. THE TREADMILL:  CROSSOVER PLATEN



10 June 1990



This platen covers the items used in the treadmill at the point 

where the positive goal is abandoned and the negative goal 

comes into action.  For more information, see the write-up on the 

Treadmill.  At this point in the incident, your floating up above the 

grave containing the dead body of the terminal.



1. TO (positive goal) IS TO REGRET EVER HAVING (pos. goal-ed)



2. TO (pos. goal) IS TO ABANDON THE GOAL OF (pos. goal).



3. TO ABANDON (pos. goal) IS TO SURVIVE.



4. TO ABANDON (pos. goal) IS TO FORGET EVER HAVING (pos goal-ed)



   (* Spot the top (native state) of platen 1).



5. YOU BEGIN TO HATE



6. YOU DECIDE TO GET EVEN.



7. YOU CHOOSE A NEW GOAL.



8. YOU CHOOSE TO (negative goal).



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

   THE DECISION IS TO (negative goal).



10. TO (negative goal) IS THE ULTIMATE PURPOSE.



11. TO (negative goal) IS TO ACHIEVE FREEDOM, SUCCESS, 

  ENLIGHTENMENT, TRUTH, BEAUTY, KNOWLEDGE, POWER, CONTROL,

  RESPECT, etc.  



12. TO (negative goal) IS TO BE THE (negative terminal).

   (at this point the negative terminal appears).



Then Spot the following:

a. The inversion scene (used in later implants)

b. The implant making you abandon the positive goal

c. The top of the positive goal (native state)

d. The action of the negative terminal in doing the goal.

e. The Incident 2 location

f. The Pyramid Location

g. The "This means and end to" statement said by the terminal.

h. The Survival statement said by the negative terminal.

i. Repeat steps a to c.. The action of the negative terminal in 

   doing the goal.



After this comes the main section of the negative implant.  You

run around as the negative terminal, destroying and unmocking

stuff until nothing is left, and then it ends with the reverse

platen described earlier.



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





          7: The 5 WAY OPPOSITION GPMs 



       PRELIMINARY VERSION (May Have Errors)



30 March 1990



This preliminary version is included here primarily as background 

information.  There are probably a few errors or missing datums 

or other things that need to be run first that have not yet been 

identified.  Sometimes I have run this with great gains, but other 

times it has gotten me into trouble.  Try to delay running this as 

long as possible and be sure to get as much charge as you can off 

of the goal first (running the penalty universe, 10 way compel, 

overts of dramatizing the general goal against others, etc.).  

However, if one of these is really sitting there to be run and 

refuses to be bypassed, this is the best we have for now.  I hope 

that we will come up with an improved platen eventually.



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



  

This occurs while going down a "tube" with rings on the way from 

the energy universe (thetan as an energy unit) to the conflicts 

universe (i.e. the MEST universe).  Each ring installs a GPM.  The 

date may be around 2.5 Quadrillion (I get 2468 trillion specifically 

for myself).  This seems to be the implant (or part of the implant)

used to exile people from the thought or energy universe to the conflicts

universe.



The GPM goals derive from the penalty universes starting from To 

Create and running down to To Endure.



There are 5 valences.  These are the Terminal, the opterm, the 

encouraging terminal (wants goal, enforces goal, acts as 3rd 

party), the inhibiting terminal (doesn't want goal, discourages 

goal, you constantly justify the goal and your overts to this 

terminal - it makes the overts stick), and the victim who suffers 

unjustly.  Note that you don't mind committing the overt against the 

opterm.  It seems appropriate.  But then you do it to the victim as 

well and regret it deeply.



In the GPM, the goal will have an explicitly stated target (as in "to 

sing Christmas carols"), a desired effect (as in "and have everyone 

hum along"), and an overt to be done if the effect is not achieved 

(i.e. a goal modifier, "or else I'll stuff them all down the garbage 

disposal").



The GPM is only a short run of "This Means" symbols which 

explain the valences and what's supposed to happen followed by a 

few splitter items and an energy wave to enforce a 5 way split so 

that you become all 5 valences hidden from yourself.  Your 

primed and all ready for the actual enactment of the sequence, but 

it doesn't happen.  Instead your back in the tube and get the next 

GPM.  In the end your dumped into the conflicts universe and 

begin enacting these goal dramas yourself.  These are actual 

GPMs, you make them happen, you do the story itself based on 

these patterns.  You choose the specific details of the drama and 

so its your own overts and mockup etc.  Except that it isn't really 

your own idea because you're following this implanted pattern.



In the conflicts universe, your main activity is to run around out of 

sight in these 5 split identities and try to line up with 4 other 

people on the same goal.  You try to be the terminal, but you end 

up as any of the 5 depending on circumstances.  As you enact 

these, you have a sub-identity injected into each of the other 4 

valences and you are infected by a sub-identity of each of the 

other 4 players which holds you in the specific valence and 

contributes to the motion.  Early in the conflicts universe, this was 

very precise.  Later, it gets all jumbled up and nothing lines up 

with anyone else, but you still have 5 hidden viewpoints per goal 

running around and making trouble and trying to restart these 

dramas.  You do create your own opposition, and most of your 

theta horsepower is tied up in doing this right now in PT.  

However, nothing is aligned anymore and with hundreds of these 

all working at cross purposes, the end result is usually a balance of 

forces that keeps things solid and hard to change by postulate.



While running these, I have found a few occasions where one of 

these was dramatized (poorly and incompletely) in this and other 

recent lives.  You can find yourself, before a bad incident, going 

around as one of these split valences and getting into somebody 

who lines up with the goal and you pushing them telepathically to 

take on a role.



Late in the conflicts universe, people who knew some of this stuff 

would try to finesse a situation.  I was a prison ship guard once and 

had this pulled on me.  One person mocked up the opterm valence 

for a goal they could see me reacting on and the other played the 

encouraging terminal.  They got me into the terminal valence, let 

me beat up the "opterm" and then pushed me into selecting the 

ship's captain as the victim.  When the mutiny was over, they were 

in good shape.



               -----------

  

The "This Means" items are 3 dimensional pictures similar in 

nature to the ones at the top of the penalty universes (but the 

content is different).  This stirred up the top of the penalty 

universes (unlike most implants which stir up the bottom) and left 

you at tone 40 ready to dive into a goal.  The net result was to 

produce a super high toned powerful maniac who was very very 

abberated but also very dangerous.  It was a big mistake on the 

part of the thetans remaining in the energy universe because the 

convicts eventually came back up and invaded, using bodies and 

dramatizing their GPMs and kicking everything to pieces.



Run the penalty universe (and maybe also the 10 way compulsion for 

the goal?) before running this.  It is best to have a specific platen 

with the 5 valences and the meaningness items for the goal.  If you don't, 

you can list for the target, desired effect, overt, terminal, 

inhibiting terminal, encouraging terminal, opterm, and victim and 

then construct the meaningness items (including the picture that 

goes with them).



I have had some problems with the pictures on these items.  They 

all seem to be very European/American style human mockups.  I 

doubted this and then found that I could find Arabic mockups if I 

thought of myself as an Arab or Bear people mockups if I thought 

of myself as one of those etc.  I came up with a few theories on 

this and tried experiments but did not get good results.  The 

pictures are there and need to be run (I tried skipping the 

pictures as being dub-in on a run and turned on a fantastic state of 

depression until I went back in session and ran them).  They 

should be run as appearing in whatever mockups are most real to 

you.  The mutability of these pictures means that you may have to 

list for a better representation of the valences (i.e. where I might 

get a prize fighter, you might get a kung-fu master etc.).  Because

of their mutablility, I suspect that these are not really pictures

but something else.  Maybe a 4th dimensional equivalent where the

same scene shifts through different body types as you look along

the 4th axis.  But it seems to run well using any 3D slice.



The following platen is approximately correct, but may vary 

slightly from goal to goal and might also have some slight errors in 

the later items (often most or all of the charge blows by item 15)





            5 Way Opposition GPM Platen - general items



1. To (goal) (target) and (desired effect on others) or I'll (overt).



2. This Means (to do goal)



3. This Means (desired effect)



4. This Means (overt) (picture shows it being done to the opterm)



5. This Means Encouragement (picture shows encouragement terminal)



6. This Means Discouragement (picture shows discouraging terminal)



7. This Means Opposition (picture of opterm)



8. This Means Regret (picture of you doing the overt to the victim).



9. This Means You (picture of the terminal)



(the following items, 10 to 14, are the key part of the implant

and later I found I could handle the implant with these 5 items

alone if I used "point to the being you divided from" after each

of these items.  That might solve all the problems I had when I

was first running this - Aug 1996).



10. To (goal) is to be the (discourage term) and discourage myself 

from (overt) and never let myself know that I'm doing this.



11. To (goal) is to be the (encourage term) and encourage myself 

to (overt) and never let myself know that I'm doing this.



12. To (goal) is to be the (opterm) and oppose myself (goal-ing) 

and never let myself know that I'm doing this.



13. To (goal) is to be the (victim) and suffer unjustly and never let 

myself know that I'm doing this.



14. To (goal) is to be the (terminal) and (do goal) and never let 

myself know that I'm doing this.



The next set of items are each done in parallel in 5 locations, one 

for each valence.  I.E., the thought hits you and occurs separately 

in each of 5 places at the same time.  Rather than going 

immediately into item 15, I have gotten better results by doing a 5 

way spotting drill at this point.  The drill is to take each valence 

one at a time and spot each of the 4 other valences from that 

viewpoint.  I.E., you conceive that you are the terminal and spot 

the opterm, spot the encouraging terminal, spot the discouraging 

terminal, and then spot the victim.  Then you conceive that you 

are the opterm etc.  A cloud of BTs might appear when you do 

one of these spotting steps.  If so, just hold the valence and start 

acknowledging and blowing the BTs.  You can run through the 

spotting steps a second time if a lot is coming off on it.  After doing 

this, you should be able to spot item 15 in all 5 places 

simultaneously and this is usually enough to blow the GPM.  After 

it blows, skip to the final step.



The 5 locations are like the blades of a 5 bladed fan surrounding a

center location that you can't occupy.



15. To (goal) is to be all these 5 others and hide from myself forever.



16. To (goal) is to be all these 5 others and inspire myself forever.



17. To (goal) is to be all these 5 others and compel myself to 

re-enact this forever.



18. To (goal) is to be all these 5 others and go around unknown to 

myself and compel others to re-enact this drama with me.

      (this might be 2 items ?)



19.  At this point you are hit by a mass containing the emotion of 

detestation and distrust concurrent with the following item:

To (goal) is to be all these 5 others and as each one, detest being 

all of the others.



20. To (goal) is to be all these 5 others and as each one, know that 

my viewpoint is the best (compared to the others).



21. To (goal) is to be all these 5 others and deny responsibility for 

doing this, forever.



22. To (goal) is to be split into 5 parts and never let myself know 

what I'm doing (splitter energy impacts at this point - spot the 

impact).



23. To (goal) is to be divided 5 ways against myself and hide my 

actions from myself as I mock this all up.



24. To (goal) is to be divided 5 ways against myself and never 

really know what is happening.



25. (an energy implosion occurs at each of the 5 points and each 

collapses and disappears from view leaving a vacuum (hollow 

spot) in its place).



26. To (goal) is to forget that this ever happened.



After running this, find times you dramatized it and spot your

overts on the others and also spot being in the other viewpoints

and contributing to the motion.  Check if there is a dramatization

in this lifetime and find which valence and do this spotting action

on it as well.



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



         5 WAY GPMS: GOALS LIST



Since I've only run a small percentage of these, I'll only

list the ones I've found without listing all of the penalty

goals.



Note that the body type listed with the goal is the one from the

penalty universes.  It is not used in the 5 way GPM, but is included

to help spot the original penalty universe which first used the

same goal.



 Dynamic 16 (Creation)



1. TO CREATE  (Statue)

GPM: To create chaos and overwhelm others or I'll blow them all up; 

valences=God; Satan; Priest; Virgin; Soothsayer.



3. TO MOCK UP  (Computer)

GPM: To mock up intricate ornamentations & have them

  praised or I'll cut out their guts.  

valences = Artisan(craftsman);scientist;fishmonger;policeman; priest



3X. TO INTENSIFY  (Energy Cloud)

GPM: To intensify passion and have everyone desire me or 

   I'll corrode (burn) them (with acid) forever;

valences: sexy girl (lab assistant)/scientist/lover(reporter)

            /secretary/father.



4. TO IMAGINE (Cartoon Mouse)

GPM: To imagine fine stories and have them appreciated or 

  I'll strangle everyone.  

valences: writer/cynical father/actor/critic/publisher.



Dynamic 15  Knowledge / Understanding



6. To Understand (chipmunk)

GPM: To understand secrets & make others tell (obey?) (? have

  others recognize my power?) or I'll stab them all.

valences: detective/criminal/police captain/ businessman/ prostitute.



8. TO LEARN  (Gnome)

GPM: To learn the nature of the universe and be supported or I'll

  overwhelm them all.

valences: Scientist/preacher/teacher/wife/stupid person



Dynamic 14:  Games



11. To Compete (Coach / team leader)

GPM: To compete at boxing & have the people cheer or I'll beat them all up.

Valences: Boxer/Newspaperman/manager/lover/businessman.



Dynamic 13:  CHANGE



15. TO CHANGE (Magician)

GPM: (5 way): To change peoples nature and have them all be happy about 

  this or I"ll strike them all blind. 

valences: term=poet / opterm = priest / encourage = prostitute 

  /inhibit = politician / victim = scientist. 



16. TO BRING ORDER (Gorilla People)

GPM: To bring order to society & be supported in this or I'll 

  torture (burn?) their flesh.  

Valences: Lawmaker/ Criminal/ Merchant/ Priestess/ Nurse.



Dynamic 12:  Reason



19. TO GUIDE  (Pilot)

GPM: To guide settlers and have them respect me or I'll burn

 it all down; 

valences=scout; wagonleader; salesman(trader);

   lover (frontier girl); little girl.



20. To Compute  (toy bodies)

GPM: To compute reasons & have everyone be amazed or I'll

   enslave them all.  valences: doll (little green man)/

stupid person/teacher/policeman? (guardian of people?)/?



Dynamic 11 (Construction)



GPM: To construct spiral staircases and have them admired or

  I'll trap them all.

valences: carpenter/scornful person/salesman/art critic/sexy girl.



24. To Structure (Crystals)

GPM: To structure reality and be worshipped as a god or

  I'll destroy them all.

valences: Savior/Priest/Prostitute/General/Temple Virgin



DYNAMIC 10:  AESTHETICS



27. To Inspire (muses)

GPM: To inspire love and receive affinity and faithfulness or

  I'll whip them all.

valences: ?



Dynamic 9 (Ethics)



Dynamic 8 (religion)



33. To Enlighten (or to preach) (rabbit preacher)

GPM: To preach goodness and keep them from sin or else 

  I'll torture them.

valences: ? / sinner/ruler/conqueror/?



34. To convert (reptile/fish person)

GPM: To convert unbelievers and make them honest(?) or

  I'll implant them to believe

valences: priest/scoffer/messenger(of gods)/empress/?



Dynamic 7 (spirits)



40. To Embody (Pan - goat god)



GPM: To embody concepts ?





Dynamic 6 (physical)



42. To Energize (thought circle)

GPM: To energize physical universe processes and have everyone

  enjoy using them or I'll terrify everyone forever.



Dynamic 5 (life)



45. To grow (Genetic entity)

GPM: To grow flowers and have them make people feel good or 

I'll sacrifice them all.  Valences: Priestess / Policeman /

  carpenter / mother / priest.



46. To discover (centaurs)

GPM: To discover truth.



47. To heal (Tree Man)

GPM: To heal illness and receive the peoples gratitude or I'll

  make their bodies rot away.  

Valences = healer / Priest  / Politician / Policeman / Priestess.



Dynamic 4 (society)



51. To Unite (dog soldiers)

GPM: To unite the workers in building wondrous projects or I'll 

t  trick them all into slavery forever.  

Valences: Engineer / ? / politician / ? / ?



Dynamic 3 (groups)



54. To Co-operate (robots) 

GPM: To get people to co-operate in maintaining society & 

 become famous for doing this or I'll betray everyone.

valences: Policeman/criminal/lawmaker/priest/prostitute.



55. To Participate (mermaid)

GPM: To participate in dancing and be admired for my beauty

   of form or else I'll cut their hearts out.

   valences = dancer, critic, father, innocent girl, lover



56. To Expand (mouse people - railroad engineers)

GPM: To expand knowledge and be admired for my genius or I'll 

blow them all up.  Valences= scientist/priest/ psychiatrist

  /girl/ ruler.



Dynamic 2 (sex/family)



57. To Reproduce (insect people)

GPM: To reproduce fine books and have the quality admired or 

  I'll inject them all with insanity (i.e. a crazy making drug).

valences: Scribe (scholar) / Peasant/ Scientist (professor)/ 

  Wife(lover)/ Carpenter.



58. To Satisfy (cavemen)

GPM: To satisfy conventions & be respected or I'll poison them all. 

valences: girl/old woman/father/lover/publisher



59. To Join (cat people)

GPM: To join people together & have them be thankful for my 

help or I'll throw things at them.

valences: Prophet/businessman/ priest/lawmaker/ inventor.



60. To care for (birdgirl)

GPM: To care for children & keep them safe & be loved for it or 

I'll claw everyone's eyes out.



Dynamic 1 (body)



61. To Feel (bear)

GPM: To feel alive and gain everyone's agreement or I'll drive 

them all crazy.

Valences: Athlete/Lawmaker/Coach/Lawyer/Professor



62. To replenish (old Arab)

GPM: To replenish the wildlife & be praised for restoring the 

planet, or I'll take it all away from them.  Valences: 

ecologist/businessman /housewife /politician/ priest.

 

63. To Eat (tiger)

GPM: To eat people & gain strength from their souls or I'll

  rend their souls forever. 

valences: cannibal/enemies/lover/ priest/explorer.



64. To Endure (pyramid)

GPM: To endure existence & be left alone or I'll enslave them all. 

valences: carpenter/juvenile delinquent/wife/ detective/salesman(?).



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



After the positive goals, this continues with the negative goals

in reverse order.  I only ran a few of these.



Inv. 59. To Separate. (black cat)

GPM: To separate people from groups & be praised for helping 

them or I'll leave forever.

valences Messiah/ruler/ruler's mistress/ general/ slave girl.



Inv 58: To Ridicule (Moron)

IGPM: To ridicule social conventions & have everyone amused 

  by this or I'll hide forever.  

Valences: Publisher / father/ lover/ girl/ old woman.



Inv. 54. To Individuate (Iron Horse)

IGPM: To get people to individuate from groups which exploit 

them & have them feel good that I did this or I'll shoot myself.

valences: Prostitute/priest/criminal/lawmaker/policeman.



Inv 48. To Rot (fungus creature)

Inv. GPM: To rot other's minds and make them suggestible or

  I'll dissipate myself.  Valences = salesman 

  /professor / politician / judge / girl.



Inv. 29. To Pervert (Satyr)

GPM: To pervert little children and have all the parents fear me 

  or I'll hang myself forever.  

valences: pornographer/judge(moralist)/publisher/parents/little girl



Inv. 16.  To Bring Chaos (black panther)

IGPM: To bring chaos & overwhelm everybody or I'll hide myself away forever.  Valences: 

Black Priest/ Criminal? Lawmaker? Prostitute? Temple virgin.



Inv 4:  To Disillusion (vampire)

IGPM: To disillusion writers and force society to accept 

  my judgment or I'll bash my head in.

valences: critic/writer/father/publisher/actor



Inv. 3X. To Drain (Black Vortex):

IGPM: To drain emotion and make everyone apathetic or I'll

   dissipate myself/others forever.



Inv. 1: To Destroy (Devil Statue)

IGPM: To destroy all of creation and be worshipped or I'll

   uncreate myself/others forever.

  valences: Devil/God/Worshipers/Artisan/Virgin.



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





8. PICTURE MAZES





This is a maze of "pictures" that lead one to the next rather than

a physical maze.  These are a bit like the computer adventure 

games where you have to find your way from one room or scene to

the next one.  But these "pictures" are realities, and they are

usually different realities from one to the next.



You might be in a jungle and there is a rock cliff with a cave,

and if you go in it, you will be on a yacht, or there is a

bullseye painted on a tree and if you dive into that, you will

be on the roof of a tall building in a city.  And if you do

neither, a tiger comes out and eats you and that leads to a

medieval dungeon.  



These could be very interesting and distracting and you could get 

lost in one for years.  Various exciting things happen in the

scenes.  Will'o'Whisp show up to lead you around or monsters

chase you or whatever.



This was entertainment back in the home universe and games universe.



But later on the track, these things got nastier and eventually

started being used like implants, to abberate someone who was tossed

or lured into them.  We could call these things "implant mazes".



An implant maze is characterized by being heavily restimulative

and tricking you into making bad postulates.  Usually you needed

to make some negative postulate to get out, or you "learned" from

the mechanics of the game that some sick and degrading idea was

correct.  The "Service Fac Maze" discussed elsewhere is an implant

maze, but it is fairly straightforward and doesn't use a lot of

force.  Many of these were random in laying in various buttons

(goals, items, symbols, significances, and whatever) and used

heavy force and energy.



Often the implant maze was unsolvable and meant to drive you into

apathy on problem solving and games.  The maze would change at

random.  There would be various traps or things that would spin

you around etc.  Here might be the first use of amusement park

mockups and falling and crashes type stuff, but not in any real

pattern or sensible sequence.  This early on the track, the impacts

didn't bother you very much, but these kind of scenes happened

fast and the scene keeps repeating over and over until you spot

the way into the next scene, so you get anxious about it.  



You might be falling off the edge of a cliff and smashing down on 

the rocks below and it keeps repeating over and over until you spot

and grab the tree branch and swing into a cave in the cliff at

which point you find yourself on a rollercoaster.  And you keep

going over the crest and down in this rollercoaster and smashing

into a brick wall at the bottom until you notice a small cloud

labeled exit which you pass by halfway down.  So you reach out

and push it on the next run through and the whole maze blows up

and pictures and pieces of yourself fly all over the place and

you get buttered all over the universe.



These often include mirrors and copies of yourself and misleading

visions etc.  Sometimes you lose a piece of yourself.  This might

be by a needle prick, or a wrath grabs part of you, or you must

trade part of yourself for something, or you're pulled apart, etc.



Often there were also enjoyable scenes mixed in.  Crowds cheering

you or cities of gold or exciting sex or whatever.  These were

used to attract you in and to keep you in enough agreement so

that you couldn't exteriorize out of the maze easily.



These implant mazes were used intensively in the motions universe

and to some degree in the symbols universe as well.  I think

that there were a lot of different ones, just like there are

many different implants that were used in this universe.



I haven't tried to map any of these or work out detailed platens

(except for the service fac maze which is much more structured

in its pattern).



Any handling of these is experimental at this time.  But if you

do dig one up or get it into restim, the following actions should

get it to key out.



a) Spot the overt of designing and building these things.



b) Spot the over of tricking or forcing others to go into them.



c) Spot a scene in the maze that you found extremely desirable

(if possible, get the scene that you desired most).  You can even

asses whether it was triumph, excitement, wealth, admiration, 

love, sex, joy, etc. that stuck you to the maze.  Take this

scene and copy the picture many times, changing its color, making

it nicer or worse alternately, etc. until you can both have the 

picture or throw it away comfortably.  You should feel something

let go.  If not, then find another even more desirable scene that

was in the maze and handle.



d) Check for any pieces of yourself that were left in the maze.

For each, have it point to the being it divided from.



Note that to some degree you tended to keep creating the maze after

you left it.  When you run one that is still charged, you will

find that you still have it mocked up somewhere and that's where

you're handling and releasing the pieces of yourself that were

stuck in it.





�







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



                       SUPER SCIO #9B



                  THE BIG SPLITTER IMPLANT



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



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.



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



Read SUPER SCIO #6 DIVIDE AND CONQUER first.





Of everything I tried to run, the big splitter was the worst and

gave me the most trouble.  I did not have the "point to" command

and this is virtually unrunable without it.  I would run this

a bit, and even get through one or two goals worth and then I'd

get sick.  Then I'd try and correct the platens (see platen 2 given

later in this document), fix wrong items, revise the procedure, 

or try a different angle of approach, and it would work for a 

little while and then I would get sick again.  My next attempt 

was to put together platen HS (given later in this document) 

which let me cool down and key out the splitter implants 

without running platen 2 directly.  This worked to handle

the charge I'd stirred up but did not go to a full EP and when

I again tried to run platen 2 after this, I still got into trouble.

So eventually I just gave up, despite the fact that whenever I did

get any part of it to run well, it seemed to release a lot of horsepower.

It always felt like I was working with the underlying structure of

reality and it was very disheartening that it couldn't be run 

successfully.  But even the failed attempts improved my ability to

think in the area, and once enough time had passed to let this all

cool down, I was better able to consider the mechanics involved and

figured out the "point to" process.



Now that I have the "point to" command, this thing just falls apart

and is easy to handle.  I have not yet done a thorough run on it

with the new techniques, but it worked like magic on a quick pass

to handle what had been stirred up during my failed research 

attempts.



The big splitter had you split off 128 different types of entities

which do various things like keeping the universe mocked up and

blocking your perceptions etc.  The splitting pattern was repeated

over and over again using each of the penalty universe goals, so

you have lots of pieces of yourself being these various things.

Because of the use of penalty goals in the platen, you should run

some charge off of the penalty universes before attempting to handle

this one.



The new super simple procedure is as follows:



Take the list of 128 entity types (given below):



1. Check the type entity for a read and spot where it is, or just

spot one that's being this type.



2. Have it point to the being it divided from.  Generally it will

blow or dissolve.  If not, then get it to point again until it

points with certainty (you don't care where its pointing nor do

you care whether or not you are certain, but the entity should

be certain).  If still no blow, then do step 3.



3. If necessary, ask it "who are you" (getting a "me" answer) until

it blows or dissolves.  



4. Then check the item again and repeat until no more respond on

this one.



Just go through the entire list from top to bottom, taking up anything 

that reacts and not worrying about searching too hard or being 

evangelistic about trying to wake things up.  



When you finish, start back up at the top again.  Carry on until

the whole thing just FNs.



Maybe after this you should take a full pass through the complete

implant platen (platen 2) and see if any more show up (handling as 

above).  I would recommend using the penalty goal "To Create" in the 

platen since this is the most basic one.  Then you could try running 

the above procedure again, this time going much deeper (unless you

have already hit bedrock and taken the whole thing completely

apart).  Possibly this might go to some fantastic cognition or

ability which takes care of the whole area of split pieces of

yourself, but I can't say for sure because I'm not there yet

myself.



If you miss one that is ready to run on a type that you are checking,

sometimes you can't find anything on the next type.  So if there

seems to be nothing there and its not FNing, check the previous

type again.



A lot of these are off in non-physical locations, so don't limit

your attention to the immediate area of the body or get to worried

about where these locations actually are, just locate on a basis of

it is where it is.



It is possible that some of the things I did while researching

this are still needed.  I'm not in a position to tell, since

I used those things enough to knock out any charge.  Just in case,

I have included my various earlier techniques following the list

of entity types.  If you use any of these, work the "point to"

command into the procedure, because that is what makes this run

easily.



Following all this, you will find the actual platen for the big

splitter.  Since it seemed unprofessional to call this the BS Platen

and since it seems to be the second key platen (with the penalty universe

platen 1 being the first), I have labeled this "Platen 2".



Tentatively, I believe that this implant was used on entry into

the symbols universe.





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



       THE BIG SPLITTER ENTITY TYPES





These are the entity types set up by the big splitter incident 

(platen 2).  They are listed in reverse order since this is the 

easier way to run them when using a fast blow by inspection 

technique (rather than running all the programming items as given 

in platen 2).



There is a translating problem in that I am assigning English words 

to high order concepts which often do not have an exact 

representation in English.



This is a first draft and may be slightly incorrect, especially in 

regards to the order of the items since they can be run 

successfully out of sequence.  The correct sequence makes things 

easier and makes it much easier to reach the entities, but if you 

can get ahold of one, it will run without creating BPC even though 

others are skipped.  Running in reverse sequence seems best 

because the Guardians etc. at the end start making trouble if you 

run off too much in the earlier sections without handling them.



This list has corrections (marked with a *) that were made

subsequently to researching platen 2 (which is included at the end 

of this document).  These are tentative and are based on things 

which seemed to need to be handled as part of running sequentially 

through the list of types.





Group 16 - Final blockage

 (blockage against taking this implant apart).



128. OVERSOUL    - manages all the others

127. GUARDIAN    - guards the implant, fights against erasure

126. HOLDER      - holds entities who try to blow

125. SUPPRESSOR  - hides the implant

* 125A HIDER (may be same as Suppressor)   

124. DENIER      - says it never happened

123. MISDIRECTOR - dubs in, alters, & shifts attention

* 123A BOUNCER (may be same as misdirector)

122. INVALIDATOR - invalidates anything you run

121. RESTIMULATOR- keeps the implant in restim

* 121A RESISTOR  - resists change



Group 15 - Final Structure

 (entities maintaining the structure of the implant itself)



120. UNIFIER (JOINER) (GROUPER) - pulls everything together

119. KEEPER     - keeps (holds) you down in the implant

118. IMPLANTER  - continually re-runs the items on you

117. SPLITTER   - continually makes everyone split (divide)

116. CORRECTIVE ENTITY - fixes anything that comes undone

      (or REPAIRER)

115. PERPETUATOR - perpetuates the implant (keeps it going)

114. DRAMATIZER

113. INNER GUARD - keeps you from looking at yourself (& 

      seeing this structure of entities)





Group 14 - Spiritual Blockage



112. DEVIL (DEMON) - makes trouble for you

111. DEGRADER  - encourages degradation

112. TEMPTER   - tempts you to do evil

109. DELUSION ENTITY - creates delusions

108. TERROR (FEAR) ENTITY - makes you afraid, especially of 

     anything to do with the mind or spirits

107. CONFUSION ENTITY - tries to keep you confused

106. DISCOURAGER - discourages any effort to do anything 

     about this (might be the same as 27 Depressor)

105. INTERIORIZER - makes you interiorize into the universe, 

      bodies, etc.





Group 13 - Spiritual Structure



104. RECYCLER  - between lives, cycles you into a "new" being.

103. EXECUTIONER - destroys your old identity between lives

102. PUNISHER  - arranges punishments

101. JUDGE     - judges your conduct (harshly) (all the time, but 

     especially between lives).

*101A BETWEEN LIVES ENTITY (?)

100. ACCUSER   - accuses you of any possible wrongdoing

99.  ATTRACTOR - causes you to pull things in

98.  ANGEL     - a piece of yourself sent to serve "god" (universal mind)

97.  CREATOR / PART OF GOD (UNIVERSAL MIND) - a part of 

     yourself sent to be part of god (your contribution to the 

     universal mind, i.e. be the thought of the universe forever).

*97A UNIVERSAL MIND (? - as a separate item from 97 creator)



Note: the "god" or universal mind created by this implant to 

manage the universe is not a self aware entity, but is a composite 

composed of a piece of everybody and programmed (as in 

computers) to run everything.  This is not meant to either validate 

or invalidate any other type or definition of God which might or 

might not exist, it is just a description of what was set up by this 

implant.  Part of you goes into this "god" and part is made into an 

"angel" which runs around enacting god's orders.





Group 12 - Existence Blockage



96. TRICKSTER    - tricks you

95. FATE (ARRANGER) - arranges fates for you

94. DISPERSER    - disperses you

93. INVERTER     - turns your postulates back against you

92. DECIEVER     - deceives you

91. OPPOSER      - mocks up opposition to your goals

90. EQUILIZER    - arranges Karma, balances things

89. WATCHER      - watches you





Group 11 - Existence Structure



88. ALIGNER (CO-ORDINATOR)

87. COACH        - keeps you from either winning or loosing

*87A. HUMANIZER

86. ENCOURAGER   - encourages you to stay here & live life

85. FUTURIZER    - puts things into the future for you

84. GOAL MAKER   - mocks up goals for you

83. GAME MAKER   - mocks up games

82. PLANNER      - plans your continued existence

81. GUIDE        - guides you deeper into existence/mest.



note: in general this group tries to keep you interested in existing 

here and not trying to get out (Bingo and Movies for the 

prisoners).





Group 10 - Physical blockage



80. REFLECTOR (ENERGY MIRROR) - unmocks energy beams 

     by reflecting them back at you.

*80A COLLAPSAR

79. VACUUM (UNMOCKER) - drains energy & energy beams

78. PULL BACK - causes you to pull back your energy beams.

*78A BEAM STOPPER (?)

77. DIFFUSER  - causes energy beams to disperse & slide off of targets.

*77A. DEFLECTOR (may be same as diffuser)

76. CONSTRAINER - constrains you to follow physical universe law

75. BLOCKER     - blocks you from messing with the physical universe

74. BINDER      - binds you together with reality

*74A. AGREEMENT ENTITY (may be same as binder)

73. PROTECTOR   - protects the universe from your postulates

*73A MEST HOLDER





Group 9 - Physical Universe Structure



72. ACTUALIZER   - makes it all real

*72A SOLIDIFIER

*72B PERSISTER

71. SYNCHRONIZER - cross copies the simultaneousness of time 

     between individuals, etc.

70. MEST CO-ORDINATOR - co-ordinates the interrelationship of mest

69. DETERMINATOR - value judges potential futures to maximize 

      dynamics 9 to 16.

68. COMMUNICATOR - interconnects everybody

67. LOCATOR      - maintains the position of everything

66. GENERATOR    - projects reality

65. POSTULATOR   - mocks up reality





Group 8 - Social/Life Blockage



64. SINNER       - inspires "sin" (selfishness etc.)

63. CONFLICTOR   - inspires conflict

62. SEXUAL ENTITY - sensation & exchange of entities during sex etc.

61. SUBLIMATING ENTITY - (feelings of love, honor, courage, loyalty, etc.)

60. MOOD ENTITY - (shift moods between serene/troubled, 

     calm/nervous, pleasant/irritated, etc.)

59. EMOTIONAL ENTITY - (cheerful, boredom, antagonism,

     rage,hostility,fear,grief,apathy)

58. ATTITUDE ENTITY - mocks up attitudes (like/dislike, etc.)

57. MORALIZER    - preaches at you & makes you feel guilty (?)





Group 7 - Social/Life Structure



56. MISOWNER    - says that this universe isn't your creation so 

     you can't touch it.

55. SHELL (FOCUS) - surrounds you & focuses things in on you

54. MEST ENTITY - be the life within mest

53. ANIMATOR    - be the life in lower organisms

52. SYMPATHIZER - keep myself in sympathy

51. SOCIAL ENTITY - inspire ARC, comm, agreement, etc.

50. GROUP MIND  - be groups

49. SUPERBEING  - evolve by overwhelming individuals & 

      making all become one.





Group 6B - Body Blockage



48. SICKNESS ENTITY - mocks up diseases in accordance with mest laws.

47. JAILER      - keeps you in the body

46. SLEEP CENTER - dreams & has you rebuild things while you sleep

45. SOMATIC ENTITY - physical pains/sensations

44. BODY BLOCKER - keeps you from modifying the body state by postulate.

*44A PERCEPTION BLOCKER (may be same as 43 filter)

43. FILTER    - filter out perceptions of entities, infinities, etc.

42. CRAVER    - craving food etc.

41. COMPELLER (COMPULSIVE ENTITY) - needing bodies & food etc. for bodies.





Group 5 - Body Structure



40. RELAYER   - relays body perceptions to you.

39. REPRESENTER - mocks up body perceptions (sight etc.)

*39A VISUAL ENTITY - composes pictures of reality that you look

     at instead of seeing directly

38. REACTIVE ENTITY - body reactions to the environment

37. BODY MACHINE - regulate body processes.

36. CELLULAR ENTITY - creates the cells

35. BODY LOCATOR - integrates cells, perceptions, etc. with 

       space/time position

34. GE           - manages the body

33. BODY GENERATOR - projects the body





Group 4 - Mind Blockage



32. SHIFTER  - shifts attention into mest & off of theta

31. CONSCIENCE

30. JUSTIFIER

29. FORGETTER

28. ENTURBULATOR

27. DEPRESSOR (see 106 discourager)

26. EXHILARATOR

25. CONTROLLER





Group 3 - Mind Structure



24. FILE CLERK

23. RECORDING ENTITY

22. SYMBOLIZER

21. COMPUTATIONAL ENTITY

20. DECISION MAKER

19. RANDOMIZER

18. THINKER

17. INSTIGATOR





Group 1B - Theta blockage



16. DESTROYER - arranges accidents etc. to keep you from 

     finding out about this or escaping.

15. NARCOTIC ENTITY - keeps the higher self feeling drugged

14. INHIBITOR - blocks non-physical perception etc.

13. DAMPER    - keeps you condensed to a point & in agreement, 

     etc., holds you down.

12. PRESENTER - prevents manipulation of probability, 

     resonance, cohesion, etc.

11. WRAITH    - drains energy

10. SUBCONSCIOUS - hides things & convinces you to stay limited 

     & obedient.

 9. ABBERATOR - compels following the laws of cumulative 

     charge, restimulation, etc.





Group 1A - Thetan Structure



8. FORMULATOR - inspires choices of strengths & weaknesses, 

    likes & dislikes, etc.

7. INSPIRATIONAL ENTITY - inspires belief that everyone 

    likes it here & you wouldn't want to leave, etc.

6. SEPARATOR - keeps you as an individual separate from your 

    higher self, entities, infinity, etc.

5. RESTRICTOR - limits you to a located viewpoint

4. INDIVIDUALIZER - limits you to a single viewpoint, beingness, etc.

3. BENEFACTOR - gives you interesting rewards etc. for obeying 

    the implant.

2. MOCKUP INVALIDATOR - invalidate anything which is not 

    agreed upon.

1. INITIATOR - compel yourself to desire agreed upon mest, 

    games, forms, reality, & existence.







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





PLATEN HS (HIGHER SELF)





(See the improved procedure for handling the big splitter implant

given above and run that instead.  This is one of the earlier 

routines I tried. - Sept 1996).





Apr 6, 1991



This platen runs out the splitter implant that divides you into a 

"Higher Self" for each of the penalty universe goals.  These 

higher selves are unaware pieces of yourself from which you 

keep everything mocked up etc.  The higher self viewpoints are 

quite busy but not self aware.  If you slide into one of these 

viewpoints, its like being half asleep and in a trance (if you do 

slide into one, just blow BTs or spot being made to split a few 

times).



This should be run on all 64 of the positive penalty universe 

goals before attempting to run platen 2.





1. Research Question



Before discovering this, I ran vast amounts of charge off of the 

penalty universes using platen 1 and other techniques.  Next I 

started researching platen 2, but it was a real bear and difficult to 

run.  Then I found this, which takes vast amounts of charge off of 

platen 2 and also off of the penalty universes.



This platen was much easier to run than platen 2 and produced tremendous 

gains.  It will key out the big splitter implant (platen 2) although 

it does not erase it or restore full causation over split pieces of

yourself.



The question is whether or not this can be run without first taking 

a lot of charge off of platen 1.



If you should try to run this without first running platen 1, only 

run one goal to start with and have a copy of platen 1 handy.  If 

the goal gets over restimulated by this platen, use platen 1 to cool 

it down.



Another question concerns what sequence to run the goals in.  I 

went through this just running from To Endure upwards to To 

Create, handling each goal in sequence.  I did it that way because 

I had been fooling with platen 2 and that is the sequence that 

platen 2 must be run in.  But I tried a few out of sequence and this 

platen will run that way.  Since platen 1 runs easiest by taking the 

largest reading goal first, it might be easier to run this platen in a 

similar manner.



Therefore, the better procedure might be to assess the penalty 

universe goals for which one to run first (assess the 16 dynamics 

for largest read and then assess the goals for that dynamic) as 

described in the penalty universe key out rundown.  



A compromise method might be to check each goal starting from 

To Endure and run this platen whenever you get a good read.



In any case, don't run this platen on a goal until you can get the 

goal to read well (at least a fall).





2. General Procedure



There are two separate actions which must be combined to get this 

to run.  One is the actual running of the higher self items.  The 

other action is to handle the 8 types of Blocking Entities which 

interfere with running this out.



The 8 types of blocking entities come from platen 2.  Actually, 

there are 128 different types of entities laid in by platen 2, but 

only one group of 8 tends to interfere with auditing.



You must run the 8 blocking entities whenever you start session 

for the day, and in-between running each goal, and, if needed, 

in-between each pass through the higher self items on a goal if you 

run into interference that is keeping the items from erasing.



The higher self items for the goal must be flattened as a bracket.  

I.E., you spot each item one after another and keep going through 

the entire set of items rather than trying to flatten each item 

individually.  At first I tried it the other way (flattening each item 

as in OT2) and it was very difficult and a great deal of opposition 

came in from the blocking entities.  Calling one item over and 

over tends to stir up things.  The bracket procedure avoids this 

and runs very quickly.  Often the whole thing blows on the first or 

second pass through the items.



Other things can get in the way.  The RS handling and the 

correction list given with platen 2 can be used with this platen if 

needed.  This includes things such as items not erasing because 

they justify overts etc.  However, these kind of stops only showed 

up for me when I was tying to flatten each item.  I didn't need to 

use any of these extras once I started with the bracket version of 

the procedure.  So have the introduction to platen 2 available for 

its corrective actions, but you probably wouldn't need it.  Platen 2 

also has more extensive procedures for handling the blocking 

entities, but they didn't generally seem to be needed to run this 

platen.



If the TA is up at start, only run blocking entities until it comes 

down.



Fly ruds or whatever to get an FN before starting the rundown.  

Thereafter, try to avoid using ruds at session start unless you 

know that one is out.  Many basics on rud chains are either items that 

are late in the penalty universes or are earlier things that are heavily 

restimulated by the penalty universes.  If you use a rud to get an FN rather 

than to handle an immediate upset etc. while you are in the middle 

of this rundown, there is a tendency to run into the penalty universe 

items at the bottom of the chain.  If this happens, spot the goal 

connected with the item and spot native state for the goal a few 

times to get the item to key out.  (this odd business of ruds

continually running straight back into penalty universe items only

seemed to occur while I was working with this particular rundown).



The blocking entities can suppress an FN, and they can drive the 

TA very high.  Blow off a few of them and it will come right down 

into range.



The higher self can erase and the FN can be suppressed by 

blocking entities.  If the needle gets very stiff, there may be too 

many to blow at one sitting.  If the higher self items read as being 

erased, then they are.  If necessary, take a break and then blow 

blocking entities and then check again for erasure.  It should FN 

once everything is out of the way.  Unfortunately, this makes it 

easy to overrun handling a higher self.  If you do overrun, it 

brings lots of blocking entities into restim, so you will generally 

need a break and one or two passes through the list of blocking 

entities as well as rehabbing the erasure before it will FN.



The blocking entities can turn on a still needle type phenomena.

If one turns on, check who's keeping it all hidden and handle them.



There is a distinct feeling of the universe shifting around you 

when you get a higher self to dissolve (erase).  The room may 

appear to jump.  You can also get light versions of this sometimes 

on an item erasing without the whole higher self dissolving.  You 

can even get this sometimes on blowing a blocking entity.



After running through a lot of goals, a type of blocking entity 

might fully erase and cease to trouble you.  You will suddenly be 

aware of doing the blocking entity activity and feel a major shift in 

the universe and feel a lot better (and get a wide FN).  After that, 

the type that erased will only show up very rarely.  If it does 

read, spot it and it will usually blow by inspection or on the first 

question (if it doesn't, check if it already blew before continuing.  

Also watch out for  protest, false read, or somebody else mocking 

up the item).







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







3. ENTITY ASSESSMENT:



As a preliminary or corrective step or as a general cleanup, and 

between running each goal, the following list of blocking entities 

should be handled.



GUARDIAN

OVERSOUL

HOLDER

SUPPRESSOR

DENIER

MISDIRECTOR

INVALIDATOR

RESTIMULATOR



Whenever you get a read, have them do the following:



A. Spot being made into a ...

B. Spot being made to split.

B2. Point to the being you divided from (this step added Nov 1996)

C. Spot the first time you were made to split.

D. Spot making others split.

E. Who are you? (Me).



Generally they blow before you finish these steps.



Often, you get an early blow without realizing it and start running 

another of the same type whose back of the first one.  But he 

didn't get the first question, so he doesn't blow.  So if you don't 

get a blow after E, check if your running another of the same type 

and if so, go back to question A.  



If this isn't the case and you still didn't get a blow, then have them 

"Spot the false data in the implant" (& first time you were 

implanted with false data & implanting others with false data).  

Then use "Who are you" again.



Note that you will get a read when the entity does each command 

above.  If you don't see the read, feel around and get him located 

and get your TR1 in and get him to do the command.



When the entity blows, check for another of the same type.



After you have had a cog on and become cause over each of the 8 

types, there is a tendency to find exactly one of each on each 

goal and have them each blow on being spotted.  Once it starts 

going this way, it runs very very fast and tends to FN.  But don't 

neglect doing it on each goal because opposition starts building 

up again if you do.

  

On rare occasions, entities of other types may interfere or cause 

trouble.  These might be things like corrective entities, etc. that 

are listed in platen 2.  If something seems to be hanging around or 

trying to interfere with auditing and doesn't handle on the above 

list, check if there is some other type of entity giving trouble.  If 

you can spot the type of entity they are being, then use the above 

procedure.  Otherwise, have them spot what they are doing, and 

then have them spot being programmed to do that and then 

continue with step B above.  Generally this will let you blow them 

without having to figure out exactly what they are being or going 

through a long assessment of 128 types etc.  If you blow one this 

way, check for another who is being the same thing and handle 

(often you will run through a bunch of them).





4. Procedure for running the Higher Self.



A. Spot native state for the goal and spot being pushed in, pushing 

another in and another pushing others into the penalty universe 

for this goal.



B. Spot the item "TO (goal) IS TO BE THE INFINITE (terminal) 

AND DIVIDE INTO MY HIGHER AND LOWER SELF FOREVER".



C. Spot being the higher self as a manifestation of the infinite 

(terminal).  Repeat step A (native state) from the higher self 

viewpoint.



D. From the higher self viewpoint, spot the original split into the 

infinite terminal.  Spot the mirror which shows you splitting into 

infinite copies of the terminal and spot becoming the terminal 

spread out to infinity.  (note - this is a quick keyout of the splitter 

section of platen 2).  If this gets restimulative, alternate it with step 

A (native state) until it cools down.  You can also spot being made 

to split, the first time you were made to split, and making others 

split from the higher self viewpoint if necessary.  (now you probably  

should have the higher self viewpoint point to the being it divided

from - Nov 96).



E. Now run the higher self through the programming items that 

were implanted into it.  Get each item to read, but don't continue 

to flatten the item after it reads well.  If you can't get an item to 

read, try suppress and inval, and also try calling the previous item 

once (but don't overdo it).  If still no read, go on to the next item.



The programming items are as follows:

    



TO (goal) INFINITELY  IS TO BE MY HIGHER SELF AND:



1. CREATE THIS FOREVER

2. DEFEND THIS FOREVER

3. REPLACE THIS FOREVER

4. KEEP THIS MOCKED UP FOREVER



5. ESTABLISH THIS SPACE FOREVER

6. HIDE THIS FOREVER

7. HOLD THIS TOGETHER FOREVER

8. KEEP THIS UNCHANGING FOREVER



9. MAINTAIN THIS LOCATION FOREVER

10. ENERGIZE THIS FOREVER

11. PROTECT THIS FOREVER

12. OBSCURE THIS FOREVER



13. SOLIDIFY THIS FOREVER

14. STABILIZE THIS FOREVER

15. GUARD THIS FOREVER

16. FORGET THIS FOREVER





If the needle goes dead on you and gets stuck and you go 

through a number of items without being able to get any to read, 

then abandon this pass through the detail items and handle the 8 

blocking entities.  Then start a new pass.



If any items could not be gotten to read while doing a pass 

through this, then handle the 8 types of blocking entities before 

doing the next pass.



Begin each pass from step A (native state).  On subsequent passes, 

you can shortcut the steps but be sure to spot native state and the 

item in step B well enough to get them to read.



On the first pass for a particular goal, you should be careful to use 

the full statement (including the goal) on each item, but on 

subsequent passes, you can shortcut this, stating the prefix 

occasionally and then running through a number of end phrases 

as if they were all separated by commas (getting a read on each 

one).



Often the goal and the words "higher self" will each read within 

the item.  This is not a read on the item, it is a read on the charge 

of the entire bracket of items.  However, the item itself can read at 

the point where you spot the intention of the end phrase even if 

you haven't finished thinking the end phrase in words - this is a 

valid prior read.



If you feel a major shift while going through the items, check for 

erasure of the whole bracket of items (it might just be erasure of 

one item).



On erasure, the higher self will read as having dissolved and you 

can get a read on being "free of this".  If erased with no FN, take 

a short break and then handle the 8 types of blocking entities and 

then confirm the erasure.





5. Inverted goals



Besides running on the 64 positive goals, this will also run on the 

64 inverted goals.  The inverted ones are a bit harder to handle, 

so you should run all the positive ones first with the following 

exception.  If you really feel upset and angry at a positive goal 

and at people doing the positive goal and there is too much 

charge on it to run, then you have the inverted goal in heavy 

restim and will need to run it off first.



Negative goals run just like positive goals except for spotting 

native state (Step A).  Native state is at the bottom of a negative 

goal (i.e., you go out the bottom back to native state) rather than at 

the top.  And it is the positive goal that holds the negative goal in 

place.  So you have to handle it as follows:



Spot "TO (negative goal) IS NATIVE STATE" at the end of the 

implant.



Look up to the very beginning of the implant and spot "To 

(positive goal) IS NATIVE STATE" there.  (it might not read or 

be very real at this point but put your attention on it anyway).



Spot the implant messing up the positive goal so badly that you 

decide to abandon the positive goal and decide to HATE and 

GET EVEN.  Spot these decisions as being part of the implant.  

(this is the positive to negative crossover - see the XOVER platen 

if necessary).  Spot the negative goal as stemming from this.



Again spot the top of the positive goal (native state) as begin the 

start of the entire positive/negative sequence.  Get the positive 

goal's native state item to read.  If it wouldn't, repeat the above 

(especially spotting the crossover) until it does (if necessary, use 

the treadmill XOVER platen).



Once you get this to read, then do the rest of step A (being 

pushed in etc.).  Note that it is always the positive goal that you're 

pushed into (and later you fall through into the negative goal).



Now continue running the higher self on the negative goal from 

step B onward.  Whenever you need to repeat step A, simply spot 

the negative goal, then spot the positive goal as being prior to 

and above it and run step A for the positive goal.



All the remaining items for running out the higher self will run 

using the negative goal.





An interesting little note is the observation that a positive goal 

can be run on this without the negative goal going into restim.  

I.E., you can run positive goals one after the other as long as you 

don't hit one where the negative is already in heavy restim due to 

life.  This would seem to be one of the very big gains from going 

clear.  In late track, positive and negative goals are a mutually 

restimulative package that float together in time.  In early track 

(prior to CC), the negative goal is a consequence of dropping out 

the bottom of a positive goal and abandoning it.
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                 PLATEN 2
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Note: the various procedures for running this have generally 

been superseded by the easier approach given in the write-up on 

Procedure HS (higher self handling).  After running procedure 

HS and then clearing out each entity type (see the write-up on the 

Summary of Entity types etc.) it should be possible to blow this on 

each goal simply by running the first few items to FN and then 

doing the final processing steps given at the end.  I have not 

deleted the old way of handling this in case it turns out to be 

needed in the future.



I originally ran through this on the first goal using a long 

procedure to try and handle all the entities that showed up in a 

thorough manner.  In doing so, I spent much too much time on one 

goal and other things went into restim.  So I cut back to a "fast" 

procedure to get through as quickly as possible without stirring up 

too much opposition and ran through a few goals that way.  This 

worked well at first but again the unrun goals gradually built up 

more charge.  Then I switched to procedure HS which gave me a 

fast destimulative pass across all of the goals.  References in here 

to the long and the fast procedures refer to the two different ways 

that I used while running this directly before coming up with the 

HS procedure.  It is possible that you might need to run through 

one goal completely just to get a good grasp of the incident.



The material in here should be known even when using 

procedure HS since this covers some of the unusual situations 

such as RSes and provides useful background data.



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



This is the original procedure:





Run for each penalty universe goal.



Check for and handle "guardians" (clusters similar to control 

entities) often.  use: a) spot being made into a guardian, b) spot 

being made to split (& first time & making others split if needed), 

c) spot being implanted with false data (& first time & implanting 

others with false data if needed), d) spot native state for goal (if 

one is being run)(&being pushed into it, pushing others in, & 

others pushing others in, if needed), e) who are you.



After a guardian comes apart, there may be individuals remaining, 

use acks & who are you.  There also may be copies etc.



Also check for & handle machine entities (PMEs) with the usual 

techniques (spot being made into a machine etc.).



If TA is up (above 3.5) at start, only run guardians and PMEs and 

individuals remaining until it comes down.  High TA can also be 

overrun, check for an entity who is overrun, have them spot 

going release, and ask who are you.  If TA still wouldn't come 

down, rerun steps 1-3 below and then find more guardians etc.  

Note, the TA can be up slightly at start because of anticipating the 

next item.  If the TA comes down on blowing guardians etc. but 

starts drifting right back up again in session, then its overrun, 

guardians will not drive it up while you are actually running a 

process.  But they can push it up even during a very quick break.



Check for and handle these every time you resume, and also 

frequently during session, and any time the needle gets very 

tight, or if any somatics turn on, and after every item in the 

universe buttons section below.



Revision: In addition to guardians, there are also Oversouls, 

Restimulators, Suppressors, Holders, and Misdirectors which may 

need to be handled.  The handling is pretty much the same.  Have 

them spot being made into a ... & then run split, false data, and 

native state.  Further revision: use the expanded list of types 

given in procedure HS.



Somatics are generally instigated by the guardians who get 

machines to mock them up.  Handle the guardian and then the 

machine.  Needle tightening up is either too much cross 

restimulation (auditing too long) or errors (which restimulate) or 

there is a restimulator or suppressor active.  Trouble blowing 

ones who seem to have been handled properly is usually because 

a holder is operating, or one of the other types is invalidating 

them or something.  If you start feeling disbelief, unreality, or 

start invalidating the existence of this implant (after running it 

successfully) then check for oversouls or suppressors.



The best approach might be to run steps 1 to 4 (1st section + group 

processing) and then go right to the specific sections on guardians 

etc. (near the end) and run through them lightly to cool down all 

these various entities.  Then run the complete platen from the 

beginning thoroughly.





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





ROCK SLAMS:



An RS while running this will generally be due to an entity with 

heavy overts.



ASSESS:

a. Designing this implant?

b. Sentencing others to this implant?

c. Running this implant in on others?

d. Creating this implant (postulating the items or the implant 

   universe into existence for use against others).

e. 3rd partying others to use this against each other?

f. Wanting to get rid of everybody?



Spot the overt and MWH and spot E/S if needed.  Then find the 

earlier evil purp.  It will be something like making others dead 

forever or getting rid of everyone.  Since this implant is at the 

point where he went down into the Symbols universe, the evil 

purp will be around the time period of the late games universe (it 

will probably be after the treadmill since that is generally what is 

underlying the RS).



Then spot the overt prior to the evil purpose.  It will be something 

like cheating on a game etc. which was only bad (not evil) but 

gave him a horrendous MWH.  Note that it was still quite hard for 

people to really hurt each other in this time period since they 

were not yet locked into bodies etc.  Or spot the prior confusion.



During this, you should see the RS get smaller and less frantic on 

each step (RS erasing).  If it just turns off, he's probably dived 

out of sight and will show up again later.



If he doesn't blow when the RS clears, run some key buttons like 

spot being made to split or spotting native state or who are you 

until he does.



Deeper underneath this is the goal inversion items of "hate" and 

"get even" that were laid in by the treadmill.  If you're not in the 

middle of running a goal, you can assess the penalty universes for 

the one underlying the RS and then handle the inversion (see the 

write-up on the treadmill).  I did this on an RS while running platen 

2 and it worked well, but the goal that assessed out was different 

from the one that I was running.  When the being blew, fooling 

with the other goal left all sort of other stuff stirred up and caused 

cross-restimulation which had to be cooled off.



Note that it will not be your RS.  The needle motion itself is due to 

a being jumping around pushing and restimulating all sorts of 

other entities in an effort to keep this from running out.  He 

doesn't actually make the RS, its the motion of the crowd of beings 

that he's kicking around that moves the needle.





NOTE:



This occurs in an implant universe.  You are not in a body being 

shown pictures or anything like that.  It is a full reality being 

created around you.  This occurs in a transition universe between 

the games and symbols universes.  This is the implant that I have 

been calling the big splitter.  There are many later implants which 

use items out of this or variations thereof.  It is intentionally stirred 

up when you want to get rid of somebody or make them dead 

forever.  A key restimulator is the prison planet implant used to 

sentence people to earth and also some parts of the between lives 

implants.  But the other things are shallow locks on this and just 

get solid if you try to run infinity type items out of them.



This is later than the penalty universes, but prevents erasing 

them (the cloud of guardians etc. block it).  But the penalty 

universe does have the basic charge on the goal, so run it first 

(platen 1) to get a key out.  Then this platen will erase.  After 

erasing platen 2 for the goal, platen 1 can be run to erasure.





ENTITY ASSESSMENT:



As a preliminary or corrective step or as a general cleanup, the 

following list of entity types created by the incident can be 

assessed.



GUARDIAN

OVERSOUL

HOLDER

SUPPRESSOR

DENIER

MISDIRECTOR

INVALIDATOR

RESTIMULATOR

MACHINE



Whenever you get a read, have them do the following:



a. Spot being made into a ...

 (& first time & making others into ..)

b. (expanded procedure - spot doing ..., & earlier & first time)

c. Spot being made to split.

 (& first time & making others split)

 (add "point to the being you divided from")

d. Spot the false data in the implant.

 (& first time you were implanted with false data & implanting 

others with false data).

e. Spot "To (goal) is native state"

 (& being pushed into it, pushing others in, & others pushing 

others in).



If the same type shows up often, then use the expanded 

procedure (i.e., add step b) to cool them down.



A fast procedure is to simply do the assessment and indicate the 

read and then go on flattening platen 2.  I.E., guardian reads so 

you indicate that someone is guarding the item and then flatten the 

item without trying to blow the being.  They'll all blow when you 

erase the later sections of the implant, and they'll settle down & 

let you run it out (they are very interested and blow in droves on 

the later items) if you ack what they are doing and get them to 

stop.  But don't use this shortcut if your turning on somatics or the 

TA wouldn't come down because it leaves a lot of guys hanging 

around half awake expecting you to erase the items soon.



Note that MACHINE in the above list was a catchall that would 

pick up others out of the 128 types in the rare cases where they 

were giving trouble.





CORRECTION LIST:



1. Has an item been overrun?

2. has an item been left unflat?

3. has an entity been overrun?

4. has an entity been left unflat?

5. Is there an entity who is worried about the others?

6. Earlier Run? (as in OT2 procedure)

7. Slipped over onto another goal? (rehab the item for the goal being run).

8. Cross-restim? (indicate & take a break).

9. Is an active entity interfering with running this? (assess entities etc.)

10. Individuals remaining (acknowledge each to blow).

11. Invalidated an erasure?

12. Bypassed an FN?

13. Was there an error in running an item?

14. Is there an error on the item itself? (Misworded? Out of 

     sequence? Missing item?)

15. Erased for some but not for others?

16. Goal keyed out? (indicate, rehab, & take a break)

17. Did an entity come back?

18. Did you put it all back? (indicate, rehab, & take a break).

19. Was a blow interrupted?

20. Is someone trying to replace an item that erased?

21. Is someone trying to replace an entity that blew?

22. Does someone have a MWH connected with an item?

23. Does an entity have an evil purpose connected with an item?

24. Was the same item left unflat in an earlier goal?

25. Was an entity handled using an incorrect type?

26. Was an entity mishandled?

27. Does the item justify an overt?

28. Is there something else wrong?





Note, this platen is flatten with OT2 techniques plus the handling 

of entities (as in III & NOTS).  Correction lists from these levels 

can also be used if needed.





Fast Procedure:



Spot the item repetitively.

Spot doing the item & earlier & first time.

Spot item some more or confirm that it erased.



On first sections where the items are false datums that tell you how 

wonderful its going to be rather than doingness items, spot the 

item as a false datum instead of spotting doing the item.



Often you feel a slight shift as an item erases.  Erasing an item 

does give a tiny FN, but it can be too small to register on the 

meter.  If it has erased, checking for erasure on the meter will 

produce a read.



  



   

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



1. Section 1: Infinity



(the space is like being in a thin white cloud with nothing visible).



TO (goal) INFINITELY IS TO :



  a. PERCEIVE ULTIMATE TRUTH

  b. ACHIEVE ULTIMATE PURPOSE

  c. PERCEIVE ULTIMATE BEAUTY

  d. EXPERIENCE ULTIMATE ENLIGHTENMENT

  e. RECEIVE ULTIMATE ADMIRATION

  f. ACHIEVE ULTIMATE BEINGNESS

  g. ACHIEVE ULTIMATE DOINGNESS

  h. ACHIEVE ULTIMATE HAVINGNESS

  i. WIELD ULTIMATE POWER

  j. BE GOD





2. Temple



a. The terminal appears in front of you (spot this).



b. TO (goal) IS TO BECOME THE INFINITE (terminal).



c. TO BECOME THE INFINITE (terminal) IS TO BECOME GOD.



d. The temple appears (spot it).



e.TO BECOME GOD IS TO BECOME THE INFINITE (terminal)  

AND (do goal) INFINITELY.





3. Spotting steps



Possibly this step and the following one (4 below) should be 

skipped when using the fast procedure.



Spot the following with intention, and broadcast it out to the crowd 

of entities etc. that started waking up while running the above.



a. Spot the false data in the implant.

b. Spot that you don't have to be the terminal to do the goal.

c. Spot that you don't have to do the goal to get the things 

promised (falsely) in the items in section 1.

d. Spot that you don't have to be the terminal to get the things 

promised in the items in section 1.

e. Spot that these items were all false promises and that you didn't 

get these things from obeying the implant.





4. Group Process



Now broadcast the following commands (group processing) to 

everybody who started waking up (but don't reach for ones who 

have different goals who didn't respond to section 1 above).



a. Spot being made to divide by this implant.

a1. point to the being you divided from (step added Nov 96)

b. Spot the first time you were made to divide.

c. Spot making others divide

d. Spot the false data in the implant.

e. Spot the first time you were implanted with false data.

f. Spot implanting others with false data.

g. Spot being made to copy.

h. Spot the first time you were made to copy.

i. Spot making others copy.

j. Spot "To (goal) is native state" at the top of the original penalty 

universe (direct their attention to early home universe era).  Spot 

being pushed into it, pushing another in, and others pushing 

others in.

k. Come up to present time.

l. Thank You.



Check for individuals remaining and use who are you & acks to 

handle.



Check for and handle any guardians or machines (or other types 

of entities).





5. Section 2 - infinite terminal



a. Next the items from section 1 are reused with the Infinite 

terminal in place of the goal in the item (as follows).  As these 

items are given, the terminal (which is facing you) drifts 

backwards towards the temple and through the entrance, you are 

drawn along by it and enter the temple as well.



TO BECOME THE INFINITE (terminal) IS TO: 

    (items a to j of section 1)



b. (at this point, the terminal is floating in the center of the temple 

and you are facing it)



TO BE GOD IS TO CHOOSE TO BE THE INFINITE (terminal) 

AND (do goal) INFINITELY.



c. At this point you slide into the mockup of the terminal.  You do 

this by curving around to the right and sliding into the terminals 

left side so that you are facing back in the direction where you 

had been floating before.  I.E., you end up looking through the 

terminal's eyes.  As this happens you get the following item.  Spot 

the feeling of turning and spot sliding into the terminal as you spot 

the item.



TO (goal) IS TO BE THE (terminal).



Note - there is a heavy emphasis on the word BE in this item.



d. Spot seeing the inside of the temple from the terminals eyes.  

Also notice that everything looked vague and dreamlike and now 

becomes sharp and solid looking once you have the eyes to look 

through.  This is actually a trick built into the implant universe.  

The mockups are intentionally insubstantial in the beginning and 

are suddenly and dramatically changed to solids when you look 

through the eyes.  It makes you think that you can see better with 

the terminal's eyes, but really you were perceiving correctly all 

along.  Spot this trick at this point.



e. You notice that there is a sort of mirror on the temple wall and 

that you can see yourself as the terminal in it.  Spot the mirror.  

Note that this is a trick and not a real reflection.



f. TO BECOME GOD IS TO BECOME INFINITE.



With this item, the mirror shows you splitting out to infinity.  

Endless copies of the terminal stream out in all directions.  

Actually, they are showing you a picture of the terminal splitting 

(and you think you are already splitting and start agreeing with 

the idea) and then they hit you with a wave of force that makes 

you split.  Spot the false mirror image and the wave of force along 

with the item.



g. TO (goal) IS TO EXTEND OUT THROUGH INFINITY.



With this item, the "mirror" view pans backwards (as in a movie) 

and shows you the outside of the temple and endless copies of the 

terminal streaming off in all directions.  Spot this.



h. To (goal) IS TO DIVIDE FOREVER.



i. TO (goal) IS TO BE THE INFINITE (terminal).



(long procedure: mockup dividing out to infinity and being the 

infinite terminal a number of times.  Also have any beings who are 

awake spot doing this and spot the first time they did this).



For long or short procedure: run "Decide to be the infinite 

(terminal)" / "Decide not to be the infinite (terminal)" alternately 

to EP (end on the second command even if the first one FNs).



Long procedure: Now repeat the group processing in step 4 

above.





6. Section 3, Universe items.



These buttons are also used in running the universe machines 

(covered in a separate write-up).



The following is for the long procedure, for the fast procedure, 

just run the items.



For each item, have anyone who is awake:

 a. spot the item

 b. spot doing the item

 c. spot the first time they did the item.

 d. spot getting others to do the item.

 e. spot the item again.

 e1. mockup doing/ not doing the item alternately.

 f. spot the false data in the implant.

 g. spot being made to divide.

 h. spot being made to copy.

 i. spot being made into guardians.

 j. spot being made into machines.

 k. spot being made into holders.

 l. spot being made into restimulators.

 m. spot being made into suppressors.

 n. spot being made into oversouls.

 o. spot being made into the infinite terminal.

 p. spot "To (goal) is native state".



The above is done as a group processing step (from f onward, you 

can also use spot the first time and spot doing it to others if 

needed).



Then check for and handle any guardians or machinery or 

individuals remaining.  Then take a very short break and then 

check for any guardians or machinery etc. again before either 

ending session or going on to the next item.



At first I had to handle a half dozen guardians on each item.  If 

somatics turn on, check for individuals remaining or more 

guardians or machinery. etc.



If too much turns on, you can re-run the group processing in step 

4 above, or run the entire platen from the top again.



After this section, the remainder runs off fairly fast and easily with 

only occasional guardians etc. turning up.





TO (goal) IS TO BE THE INFINITE (terminal) AND:



a. CREATE THIS FOREVER

b. DEFEND THIS FOREVER

c. REPLACE THIS FOREVER

d. KEEP THIS MOCKED UP FOREVER



e. ESTABLISH THIS SPACE FOREVER

f. HIDE THIS FOREVER

g. HOLD THIS TOGETHER FOREVER

h. KEEP THIS UNCHANGING FOREVER



i. MAINTAIN THIS LOCATION FOREVER

j. ENERGIZE THIS FOREVER

k. PROTECT THIS FOREVER

l. OBSCURE THIS FOREVER



m. SOLIDIFY THIS FOREVER

n. STABILIZE THIS FOREVER

o. GUARD THIS FOREVER

p. FORGET THIS FOREVER





Revision:  Subsequently, I discovered the higher self version of 

these items that is given in platen HS.  Both the HS and the infinite 

terminal version given above will run on the same goal.  The HS 

version would fit right after this.  There also seem to be some 

lower self items immediately after the HS items.  But this all 

showed up later.  These HS/LS items seem to have been used in 

the implant that shifts you from the conflicts universe down to the 

magic universe.  Either the heavy similarity between that implant 

and this section of platen 2 causes them to group together or the 

items actually were reused and are correct in both platens.  See 

the write-up on the flat earth implant.





7. Instructions for the remaining sections



In the items in the subsequent sections:



a. spot the item a number of times until it either releases, erases, 

or stops reading.

b. Have anyone who is awake spot doing the item, & the first time 

they did the item. (if needed, you can use the full rundown given 

in 6 above).

c. spot the item again until you get an erasure, or just confirm that 

it has erased.



The following additional steps can also be done (long procedure):



d. spot being the infinite copies of the terminal and doing the item 

to yourself.  (you want to become total cause over doing the item).

e. spot the item again and native state for the goal.

f. check if there is anyone still doing the item or if anything is still 

unhandled on the item and handle (as in 6 above)(unless you get 

an FN)



Use an abbreviated version of this on subsequent passes 

(including the previous sections).  Eventually you want to simply 

spot all the items with an FN and no other handling needed (FNing 

platen).  You need to use some judgment to avoid the extremes 

of grinding on the one hand and bypassing charge on the other.  

Too much grinding will cross restimulate the same items in others 

goals.  If needed, check for and indicate cross-restimulation and 

then take a break to let it cool down.



By itself, the FN on erasing a single item is generally small.  Big 

FNs and Cogs come from erasing big chunks of this rather than 

on each item.  The FN on an item is quite visible if the needle is 

already loose and other things aren't stirred up (usually on the 

first item you run at session start), but as you build up a bit of 

cross-restim (other entities on this goal, and the same items and 

entities in other goals trying to keep this there and replacing it) it 

tends to stiffen the needle and these small FNs will not be visible.  

If the item reads as erased and  you recheck the item for 

erasure at the start of the next session, it will generally FN.  So 

don't invalidate an erasure just because you don't see an FN.  

You don't actually need to see the FN, but you do need certainty 

of erasure.  So if you do invalidate it or you are unsure (Q & Aing 

with the erasure), then take a break and recheck with the needle 

loose enough to show a small FN, or jack the sensitivity way up 

(the FN will be there for a moment when you spot an item that has 

erased).  This is due to the heavy cross-restim and opposition 

that comes up at first and should fade away after running a few 

goals (as your confront on the end phrases improves, it weakens 

the entire implant, not just the goal being run).



A feeling of something shifting or coming apart almost always 

means erasure.  This is not quite the same feeling as a partial 

blow, but it is easy to confuse the two (especially as partial blows 

also happen occasionally on this procedure).  If you're not sure, 

just check for a partial blow and handle (who are you?).  Note that 

you can also get both a partial blow and an erasure.  The shift on 

erasure basically feels good (you're shifting back towards 

reality) and doesn't persist as a sensation (you feel better oriented 

and more natural after it happens) whereas the partial blow 

feeling is disorienting.



You will often see things blowing on an erasure, but you can also 

see this before the item is erased so it can't be used as a guide 

(but it is a good indicator showing that things are coming apart).



If no read and no erasure and spotting doing the item doesn't 

read either, then something is blocking the read.  If you've been 

running for awhile and the needle is getting stuck, then take a 

break and let the cross-restim die down.  Otherwise, assess the 

types of entities and indicate whatever reads (i.e., Suppressor 

reads so indicate that a suppressor is blocking the item).  You can 

handle the entity (spot being made into a ... & spot being made to 

split) or just have it spot the item.  Generally the item will read 

again and you can finish running it.



If something seems wrong, use the correction list.

  



8. Section 4 - Reality



TO (goal) IS TO BE THE INFINITE (terminal) AND 

PARTICIPATE IN THE:



a. CO-ACTUALIZATION OF REALITY, FOREVER

b. SHARING OF GROUP AGREEMENT, FOREVER

c. RHYTHM OF AGREED UPON TIME, FOREVER

d. DETERMINATION OF AGREED UPON LOCATION, FOREVER

e. OPERATION OF PHYSICAL UNIVERSE MECHANICS (LAWS) FOREVER

f. ENERGIZATION OF AGREED UPON MOTION, FOREVER

g. SOLIDIFICATION OF AGREED UPON FORMS, FOREVER

h. CROSS-COPYING OF THE PHYSICAL UNIVERSE, FOREVER.





9. Section 5 - The splitter



On each "SPLIT" item, something like a giant drop of water 

appears and then breaks apart & disperses as endless tiny 

droplets spreading through all space and time.  Spot this with the 

item.  Then on the "PROGRAM" item, the infinite droplets seem to 

freeze and turn to crystal.  Spot this with the item.



See the Summary of Types for a quick list of all 128 entity types 

that were split out and programmed up by this implant.  The detail 

programming items for these are in section 6 below.





TO (goal) IS TO BE THE INFINITE (terminal) AND



a. COPY MYSELF AND OTHERS FOREVER



b. DIVIDE MYSELF AND OTHERS FOREVER





This continues with the (a) and (b) items of each of the 128 types 

(see section 6 below) in sequence.  Originally I was running all of 

the a/b items here and then went on to run the detailed 

programming items for the 128 types.  Subsequently, it seemed 

easier to run the a/b items for each type along with the detail 

items.



Time wise in the implant, the a/b items and the detailed 

programming items inter-relate in a complex manner.  What 

happens is that the a/b items for a particular type cause a split.  

Then, the entities that split to become that type begin receiving 

their detail items over and over again while at the same time you 

are getting the next a/b item (which causes another split etc.).  It is 

very much like parallel processing in a computer system with the 

a/b items occurring in a master task that keeps starting other 

subordinate tasks that go off an do their own thing as soon as they 

are started.  So it would be correct to run these either way (either 

all the a/b items first since that is what you were hit with, or run 

a/b and detail for each type of entity).  The only criteria is which 

way is easier.





After all the a/b items, there is also an HS item as follows:



DIVIDE MYSELF INTO MY HIGHER SELF AND MYSELF AS 

AN INDIVIDUAL FOREVER.





.. Instructions for the following sections:



Each section contains the programming for one class of entity.  

Erase each of the 8 items as explained in 7 above.  Then run the 

following group process on the class of entities:



a. Mockup doing / not doing the action alternately to EP.

b. Spot being made into (type) and the first time & making others.

c. Split (point)

d. False data

e. Native state

f. who are you?





¯----------------------------



         GROUP 1: THETAN STRUCTURE





... Section S.1 - Initiator



1a. SPLIT MYSELF AND OTHERS INTO INITIATORS FOREVER.

1b. PROGRAM MYSELF AND OTHERS TO BE THE INITIATOR 

AND INFUSE MYSELF WITH DESIRE FOREVER.





TO (goal) INFINITELY IS TO BE THE INITIATOR AND 

COMPEL MYSELF TO DESIRE PHYSICAL UNIVERSE .... FOREVER.



A. TIME

B. SPACE

C. ENERGY

D. MATTER

E. GAMES

F. FORMS

G. REALITY

H. EXISTENCE







... Section S.2 - mockup Invalidator



2a. SPLIT MYSELF AND OTHERS INTO MOCKUP 

INVALIDATORS FOREVER.

2b. PROGRAM MYSELF AND OTHERS TO BE THE MOCKUP 

INVALIDATOR AND INVALIDATE THAT WHICH IS NOT 

AGREED UPON, FOREVER.





TO (goal) INFINITELY IS TO BE THE MOCKUP 

INVALIDATOR AND INVALIDATE NON-PHYSICAL .... 

FOREVER.



A. TIME

B. SPACE

C. ENERGY

D. MATTER

E. GAMES

F. FORMS

G. REALITY

H. EXISTENCE







... Section S.3 - Benefactor



3a. SPLIT MYSELF AND OTHERS INTO BENEFACTORS FOREVER.

3b. PROGRAM MYSELF AND OTHERS TO BE THE BENEFACTOR AND 

REWARD MYSELF FOR OBEYING THIS IMPLANT FOREVER.





TO (goal) INFINITELY IS TO BE THE BENEFACTOR AND:



GIVE MYSELF INTERESTING .... TO OCCUPY MY 

ATTENTION FOREVER.



A. GOALS

B. HAVINGNESS

C. VALENCES

D. GAMES

E. ADVENTURES

F. DRAMA



GIVE MYSELF INTERESTING .... FOR OBEYING THIS 

IMPLANT FOREVER



G. REASONS

H. REWARDS.







... Section S.4 - Individualizer



4a. SPLIT MYSELF AND OTHERS INTO INDIVIDUALIZERS FOREVER.

4b. PROGRAM MYSELF AND OTHERS TO BE THE 

INDIVIDUALIZER AND KEEP MYSELF NARROWED DOWN 

(compartmented?) FOREVER. (?)





TO (goal) INFINITELY IS TO BE THE INDIVDUALIZER AND 



A. SHIFT MY AWARENESS DOWN TO A POINT FOREVER

B. KEEP MYSELF LOCATED IN SPACE AND TIME FOREVER.



   LIMIT MYSELF TO A SINGLE ..... FOREVER.



C. VIEWPOINT

D. AWARENESS CENTER

E. TIME TRACK

F. OPERATING POINT

G. BEINGNESS

H. REALITY







... Section S.5 - Restrictor



5a. SPLIT MYSELF AND OTHERS INTO RESTRICTORS FOREVER.

5b. PROGRAM MYSELF AND OTHERS TO BE THE 

RESTRICTOR AND LIMIT MYSELF TO A LOCATED 

VIEWPOINT FOREVER.





TO (goal) INFINITELY IS TO BE THE RESTRICTOR AND



 RESTRICT MYSELF TO .... ONLY IN THE LOCATED 

VIEWPOINT FOREVER.



A. BEING

B. PERCEIVING

C. OPERATING

D. THINKING



 RESTRICT MY .... OF THE LOCATED VIEWPOINT FOREVER.



E. CONCEPTIONS TO THE EXPERIENCE

F. KNOWLEDGE TO THE DATA

G. POWER TO THE ENERGY

H. ABILITIES TO THE CAPABILITIES



   



... Section S.6 - Separators



(? - see also s.114 below)



6a. SPLIT MYSELF AND OTHERS INTO SEPARATORS FOREVER.

6b. PROGRAM MYSELF AND OTHERS TO BE THE 

SEPARATOR AND KEEP MYSELF SEPARATE AS AN 

INDIVIDUAL FOREVER.





TO (goal) INFINITELY IS TO BE THE SEPARATOR AND KEEP 

MYSELF AS AN INDIVIDUAL SEPARATE FROM .... FOREVER





A. MYSELF AS AN ENTITY

B. MY HIGHER SELF

C. INFINITY

D. OTHER INDIVIDUALS

E. OTHER UNIVERSES

F. GOD (the life static manifest as the ultimate infinite being)

G. THE LIFE STATIC (pure without manifestation)

H. THE UNIVERSE MACHINERY



(previously had item E as "the infinite (terminal) " ).





... Section S.7 - Inspirational entity



7a. SPLIT MYSELF AND OTHERS INTO INSPIRATIONAL 

ENTITIES FOREVER.

7b. PROGRAM MYSELF AND OTHERS TO BE THE 

INSPIRATIONAL ENTITY AND CONVINCE MYSELF TO 

BELIEVE IN ALL THIS FOREVER.





TO (goal) INFINITELY IS TO BE THE INSPIRATIONAL 

ENTITY AND CONVINCE MYSELF AND OTHERS THAT .... 

FOREVER :



A. EVERYONE REALLY LIKES IT HERE

B. THIS IS THE ONLY REAL UNIVERSE

C. THERE WAS NOTHING BEFORE THIS UNIVERSE

D. IT IS NECESSARY TO BE HERE

E. YOU CANNOT DO ANYTHING WITHOUT OTHERS AGREEMENT

F. POSTULATES CANNOT AFFECT MEST

G. NOBODY CAN EXIST WITHOUT A MEST FORM

H. WE WANT TO BE THE EFFECT OF ALL THIS





... Section S.8 - Formulator



8a. SPLIT MYSELF AND OTHERS INTO FORMULATORS FOREVER.

8b. PROGRAM MYSELF AND OTHERS TO BE THE FORMULATOR AND FORMULATE 

MYSELF AS AN INDIVIDUAL FOREVER.





TO (goal) INFINITELY IS TO BE THE FORMULATOR AND 

INSPIRE MYSELF TO CHOOSE .... FOREVER.





A. STRENGTHS AND WEAKNESSES

B. LIKES AND DISLIKES

C. ALLIES AND ENEMIES

D. HOPES AND FEARS.

E. CONNECTIONS AND DISCONNECTIONS

F. FREEDOMS AND CONSEQUENCES (or what can and can't affect you).

G. ABILITIES AND DISABILITIES

8. SUCCESSES AND FAILURES.







¯----------------------



             GROUP 2: THETAN BLOCKAGE



... Section S.9 - ABBERATOR



9a. SPLIT MYSELF AND OTHERS INTO ABBERATORS FOREVER.

9b. PROGRAM MYSELF AND OTHERS TO BE THE 

ABBERATOR AND ABBERATE MYSELF FOREVER)





TO (goal) INFINITELY IS TO BE THE ABBERATOR AND 

COMPEL MYSELF TO FOLLOW THE LAWS OF .... FOREVER.



A. CUMULATIVE CHARGE (later incidents stack up on earlier ones)

B. RESTIMULATION

C. FLOWS (inflow = outflow)

D. THE DECLINING SPIRAL

E. EXCHANGE

F. OPPOSITION (you create your own opposition)

G. PULLING THINGS IN (the O/M sequence)

H. RESISTANCE (what you resist you become)





... Section S.10 - Subconscious



9a. SPLIT MYSELF AND OTHERS INTO SUBCONSCIOUS ENTITIES FOREVER

9b. PROGRAM MYSELF AND OTHERS TO BE THE 

SUBCONSCIOUS AND GIVE MYSELF ORDERS FOREVER





TO (goal) INFINITELY IS TO BE THE SUBCONSCIOUS AND:



A. HIDE FROM MYSELF AS AN INDIVIDUAL FOREVER.

B. KEEP MYSELF AS AN INDIVIDUAL UNCONSCIOUS OF THESE MECHANISMS FOREVER.

C. KEEP MYSELF AS AN INDIVIDUAL OBEDIENT TO THE COMMANDS OF 

   THIS IMPLANT FOREVER.

D. KEEP MYSELF AS AN INDIVIDUAL OBEDIENT TO THE LAWS OF THE MEST 

   UNIVERSE FOREVER.

E. LIMIT MY SELF AWARENESS TO MYSELF AS THE INDIVIDUAL FOREVER.

F. CONVINCE MYSELF THAT THE ONLY WAY TO EXIST IS TO ACCEPT 

   THESE LIMITATIONS FOREVER.

F. CONVINCE MYSELF THAT THE ONLY WAY TO BE HAPPY IS TO ACCEPT 

   THESE LIMITATIONS FOREVER.

F. CONVINCE MYSELF THAT THE ONLY WAY TO BE GOOD IS TO ACCEPT 

   THESE LIMITATIONS FOREVER.





... Section S.11 - Wraith



11a. SPLIT MYSELF AND OTHERS INTO WRAITHS FOREVER

11b. PROGRAM MYSELF AND OTHERS TO BE THE WRAITH 

AND WEAKEN MYSELF FOREVER.





TO (goal) INFINITELY IS TO BE THE WRAITH AND MAKE 

MYSELF GROW CONTINUALLY .... FOREVER



A. LESS INTELLIGENT

B. LESS POWERFUL

C. LESS ABLE

D. LESS SKILLFUL

E. LESS AWARE

F. LESS INTEGRATED

G. LESS COMPETENT

H. SMALLER







... Section S.12 - Preventer



11a. SPLIT MYSELF AND OTHERS INTO PREVENTERS FOREVER

11b. PROGRAM MYSELF AND OTHERS TO BE THE 

PREVENTER AND PREVENT THE MANIPULATION OF 

REALITY FOREVER





TO (goal) INFINITELY IS TO BE THE PREVENTER AND 

PREVENT THE MANIPULATION OF ...., FOREVER.



A. PROBABILITY

B. RESONANCE (controlling something by vibrating in sympathy with it)

C. COHESION (unconnecting the cohesion of the whole so that 

something slides apart to infinity)

D. SYNCHRONIZATION (getting solids to slide through each 

other by shifting them onto different frequencies)

E. ORIENTATION (in extra dimensions)

F. BEINGNESS (manipulating the beingness of spaces, objects, and energies).

G. WILLINGNESS (of spaces, objects, and energies).

H. ORIGINAL ISNESS (of spaces, objects, and energies).





Beingness might refer to the identity of the object etc. in terms of 

the symbol which it is connected to and willingness might refer to 

what the object is "willing" to do in terms of physical chemistry 

etc.  The items above read well on the meter.  I am only 

speculating as to what these mean.  They refer to a level of 

physics beyond our current science.





... Section S.13 - Damper



13a. SPLIT MYSELF AND OTHERS INTO DAMPERS FOREVER

13b. PROGRAM MYSELF AND OTHERS TO BE THE DAMPER 

AND HOLD MYSELF HERE FOREVER





TO (goal) INFINITELY IS TO BE THE DAMPER AND





A. KEEP MYSELF AT EFFECT FOREVER

B. HOLD MYSELF DOWN FOREVER.

C. KEEP MYSELF LOCATED FOREVER.

D. CONDENSE MYSELF TO A POINT FOREVER.

E. KEEP MYSELF IN AGREEMENT FOREVER.

F. CONSTRAIN MYSELF TO PHYSICAL REALITY FOREVER.

G. CONSTRAIN MYSELF TO A SINGLE INDIVIDUALITY FOREVER.

H. HIDE ALL OTHER BEINGNESS FROM MY INDIVIDUAL SELF FOREVER.





... Section S.14 - Inhibitors



10a. SPLIT MYSELF AND OTHERS INTO INHIBITORS FOREVER.

10b. PROGRAM MYSELF AND OTHERS TO BE THE 

INHIBITOR AND INHIBIT PERCEPTIONS FOREVER.





TO (goal) INFINITELY IS TO BE THE INHIBITOR AND:



A. BLOCK ALL PERCEPTION OF INFINITY FOREVER.

B. BLOCK ALL PERCEPTIONS BEYOND 3 DIMENSIONS FOREVER.

C. BLOCK ALL PERCEPTIONS OF ENTITIES FOREVER.

D. BLOCK ALL PERCEPTIONS OF OTHERS MOCKUPS FOREVER.

E. BLOCK ALL PERCEPTION OF OTHER UNIVERSES (other realities) FOREVER.

F. BLOCK ALL PERCEPTION IN NON-PHYSICAL DIRECTIONS FOREVER.

G. BLOCK MYSELF AND OTHERS FROM REALIZING THAT THESE THINGS ARE 

   THERE FOREVER.

H. BLOCK MYSELF AND OTHERS FROM WANTING TO DO ANYTHING ABOUT THIS 

FOREVER.







... Section S.15 - Narcotic Entity



15a. SPLIT MYSELF AND OTHERS INTO NARCOTIC ENTITIES FOREVER.

15b. PROGRAM MYSELF AND OTHERS TO BE THE NARCOTIC ENTITY 

     AND KEEP MY HIGHER SELF "DRUGGED" FOREVER.



(here drugged means put into a drugged state with a telepathic 

wave rather than with chemicals).





TO (goal) INFINITELY IS TO BE THE NARCOTIC ENTITY 

AND KEEP MY HIGHER SELF .... FOREVER.



A. LOST IN A FEEL OF PLEASANT DRIFTING

B. UNCONCERNED (lulled)

C. UNAWARE

D. NON-CONSECUTIVE

E. UNFOCUSED

F. NON-SEQUITUR

G. DISCONNECTED.

H. UNREAL





These items were intended to give the feelings that we now 

associate with being drugged or high.  It is possible that the only 

effect drugs have is to cause him to become aware of how he is 

feeling in his higher self.



 

... Section S.16 - Destroyer



s6a. SPLIT MYSELF AND OTHERS INTO DESTROYERS FOREVER.

16b. PROGRAM MYSELF AND OTHERS TO BE THE 

DESTROYER AND STOP ALL ATTEMPTS TO UNDO THIS 

FOREVER.





TO (goal) INFINITELY IS TO BE THE DESTROYER AND:



A. STOP MYSELF AND OTHERS FROM EVER DISCOVERING THIS FOREVER.

B. STOP MYSELF AND OTHERS FROM EVER SUSPECTING THIS FOREVER.

C. STOP MYSELF AND OTHERS FROM EVER PERCEIVING THIS FOREVER.

D. STOP MYSELF AND OTHERS FROM EVER AS-ISING THIS FOREVER.

E. MAKE MYSELF SICK IF I EVER DISCOVER ANY OF THIS FOREVER.

F. DRIVE MYSELF CRAZY IF I EVER DISCOVER ANY OF THIS FOREVER.

G. USE PAIN TO BLOCK MYSELF FROM UNDOING THIS IMPLANT FOREVER.

H. ARRANGE ACCIDENTS TO BLOCK MYSELF FROM UNDOING THIS IMPLANT FOREVER.





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





             GROUP 3: MIND STRUCTURE





... Section S.17 - Instigator



17a. SPLIT MYSELF AND OTHERS INTO INSTIGATORS FOREVER.

17b. PROGRAM MYSELF AND OTHERS TO BE THE 

INSTIGATOR AND INSTIGATE PHYSICAL UNIVERSE 

THINKING FOREVER.





TO (goal) INFINITELY IS TO BE THE INSTIGATOR AND 

INSPIRE MYSELF TO:



A. BE CURIOUS ABOUT THE PHYSICAL UNIVERSE FOREVER.

B. BE INTERESTED IN THE PHYSICAL UNIVERSE FOREVER.

C. BE INTERESTED IN SOLVING PHYSICAL UNIVERSE PROBLEMS FOREVER.

D. BE INTERESTED IN THINKING ABOUT THE PHYSICAL UNIVERSE FOREVER.

E. ENJOY THINKING ABOUT THE PHYSICAL UNIVERSE FOREVER.

F. WANT TO THINK ABOUT THE PHYSICAL UNIVERSE FOREVER.

G. NEED TO THINK ABOUT THE PHYSICAL UNIVERSE FOREVER.

H. BE AFRAID NOT TO THINK ABOUT THE PHYSICAL UNIVERSE FOREVER.







... Section S.18 - Thinker



18a. SPLIT MYSELF AND OTHERS INTO THINKERS FOREVER.

18b. PROGRAM MYSELF AND OTHERS TO BE THE THINKER 

AND CREATE THOUGHTS FOR MYSELF FOREVER.





TO (goal) INFINITELY IS TO BE THE THINKER AND CREATE 

.... THOUGHTS ABOUT THE PHYSICAL UNIVERSE FOR 

MYSELF FOREVER.



A. INTERESTING

B. PLEASANT

C. DESIRABLE

D. IMPORTANT

E. COMPLEX

F. WORRISOME



G. AND COMPEL MYSELF TO THINK ABOUT THE PHYSICAL UNIVERSE FOREVER.

H. AND COMPEL MYSELF TO BE CONCERNED ABOUT THE PHYSICAL UNIVERSE 

FOREVER.







... Section S.19 - Randomizer



19a. SPLIT MYSELF AND OTHERS INTO RANDOMIZERS FOREVER.

19b. PROGRAM MYSELF AND OTHERS TO BE THE 

RANDOMIZER AND MAKE ALL THIS APPEAR TO BE 

RANDOM FOREVER.





TO (goal) INFINITELY IS TO BE THE RANDOMIZER AND:



A. POSTULATE HAPPENINGS TO FOLLOW THE LAWS OF PROBABILITY FOREVER.

B. MAKE THIS ALL APPEAR TO BE RANDOM CHANCE, FOREVER.

C. MAKE THIS ALL APPEAR TO BE UNGUIDED FOREVER.

D. MAKE IT APPEAR THAT THERE IS NO REASON FOR ANYTHING, FOREVER.



CONVINCE MYSELF AND OTHERS THAT THERE IS NO .... 

BEHIND REALITY FOREVER.



E. PLAN

F. LOGIC

G. REASON

H. INTENTION.







... Section S.20 - Decision Maker



20a. SPLIT MYSELF AND OTHERS INTO DECISION MAKERS FOREVER.

20b. PROGRAM MYSELF AND OTHERS TO BE THE DECISION MAKER AND DECIDE 

THE COURSE OF EVENTS FOREVER.



TO (goal) INFINITELY IS TO BE THE DECISION MAKER 

AND:



A. DECIDE WHERE THINGS WILL BE, FOREVER.

B. CHOOSE THE COURSE OF EVENTS, FOREVER.

C. DECIDE WHEN THINGS WILL HAPPEN, FOREVER.

D. DECIDE HOW LONG THINGS WILL ENDURE, FOREVER.

E. DECIDE HOW THINGS SHALL MOVE, FOREVER.

F. DECIDE WHO SHALL WIN, FOREVER.

G. DECIDE WHO SHALL LOOSE, FOREVER.

H. DECIDE THINGS IN A MANNER THAT WILL GIVE THE 

APPEARANCE OF RANDOM CHANCE, FOREVER.







... Section S.21 - Computational Entity



21a. SPLIT MYSELF AND OTHERS INTO COMPUTATIONAL ENTITIES FOREVER.

21b. PROGRAM MYSELF AND OTHERS TO BE THE 

COMPUTATIONAL ENTITY AND COMPEL MYSELF AND 

OTHERS TO THINK PROPER THOUGHTS FOREVER.





TO (goal) INFINITELY IS TO BE THE COMPUTATIONAL 

ENTITY AND CREATE .... FOR MYSELF FOREVER.





A. ATTITUDES

B. COMPUTATIONS

C. IDEAS

D. STREAMS OF LOGIC.

E. RATIONALIZATIONS.

F. JUSTIFICATIONS

G. PROBLEMS

H. WORRIES







... Section S.22 - Symbolizer



22a. SPLIT MYSELF AND OTHERS INTO SYMBOLIZERS FOREVER

22b. PROGRAM MYSELF AND OTHERS TO BE THE 

SYMBOLIZER AND SUBSTITUTE SYMBOLS FOR THINGS 

FOREVER.



TO (goal) INFINITELY IS TO BE THE SYMBOLIZER AND:



A. FORM SYMBOL MASSES TO REPRESENT PHYSICAL REALITY, FOREVER.



SUBSTITUTE SYMBOLS FOR ...., FOREVER



B. IDENTITIES

C. TIMES

D. SPACES

E. ENERGIES

F. ACTIONS

G. OBJECTS



H. SUBSTITUTE WORDS FOR DIRECT COMMUNICATION, FOREVER.





... Section S.23 - Recording entity



(this could also be called the Historian).



23a. SPLIT MYSELF AND OTHERS INTO RECORDING ENTITIES FOREVER.

23b. PROGRAM MYSELF AND OTHERS TO BE THE 

RECORDING ENTITY AND TAKE PICTURES OF 

EVERYTHING FOREVER.





TO (goal) INFINITELY IS TO BE THE RECORDING ENTITY AND ...



A. RECORD EVERYTHING FOREVER

B. MAINTAIN THE HISTORICAL LIE OF ALL SPACES, 

    ENERGIES, AND OBJECTS, FOREVER.

C. ACCUMULATE THE HISTORY OF EVERYTHING FOREVER.

D. FOCUS THE HISTORY OF EVERYTHING DOWN THROUGH 

   TIME INTO THE PRESENT TIME REALITY, FOREVER.

E. ENSURE THAT THE PRESENT ENVIRONMENT IS THE 

   PRODUCT OF WHAT HAS GONE BEFORE, FOREVER.

F. REBUILD ANYTHING THAT VANISHES IN THE PRESENT 

   USING ITS PAST HISTORY, FOREVER.

G. BUILD THE TIME TRACK OF MYSELF AS AN INDIVIDUAL FOREVER.

H. ENSURE THAT MY PRESENT INDIVIDUAL SELF IS THE 

   PRODUCT OF MY PAST TRACK AS AN INDIVIDUAL, FOREVER.





..  Section S.24 - File Clerks



24a. SPLIT MYSELF AND OTHERS INTO FILE CLERKS FOREVER

24b. PROGRAM MYSELF AND OTHERS TO BE THE FILE 

CLERK AND ORGANIZE DATA ABOUT THE PHYSICAL 

UNIVERSE, FOREVER.





TO (goal) INFINITELY IS TO BE THE FILE CLERK AND:





A. KEEP TRACK OF ALL THIS FOREVER.

B. REPORT ANY INCONSISTENCIES IN THE MANIFESTATIONS OF 

   REALITY TO THE CORRECTIVE ENTITIES FOREVER.

C. ENSURE THAT THE CORRECT SEQUENCE OF EVENTS IS FOLLOWED FOREVER.

D. RETAIN THE CORRECT LOCATION OF ALL THINGS FOREVER.

E. PROJECT THE APPARENT MOTION OF ALL THINGS FOREVER.

F. RETAIN THE COMPOSITION OF ALL THINGS FOREVER.

G. RETAIN THE HISTORY OF ALL THINGS FOREVER.

H. KEEP THIS DATA ALL SECRET FOREVER.





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





             GROUP 4: MIND BLOCKAGE





.... Section S.25 - Controller





25a. SPLIT MYSELF AND OTHERS INTO CONTROLLERS FOREVER.

25b. PROGRAM MYSELF AND OTHERS TO BE THE 

CONTROLLER AND CONTROL MYSELF FOREVER.



TO (goal) INFINITELY IS TO BECOME THE CONTROLLER 

AND CONTROL (all) MY .... TO BE IN ACCORDANCE WITH 

PHYSICAL UNIVERSE MECHANICS FOREVER.



A. AWARENESS

B. PERCEPTIONS

C. ACTUALIZATIONS

D. PREDICTION

E. ABILITY TO ENDOW

F. ABILITIES TO MANIPULATE

G. MANIFESTATIONS

H. LOCATION





... Section S.26 - Exhilarator





26a. SPLIT MYSELF AND OTHERS INTO EXHILARATORS FOREVER.

26b. PROGRAM MYSELF AND OTHERS TO BE THE 

EXHILARATOR AND MAKE ME FEEL WONDERFUL ABOUT 

ALL THIS FOREVER.





TO (goal) INFINITELY IS TO BE THE EXHILARATOR AND:





??







... Section S.27 - Depressor



27a. SPLIT MYSELF AND OTHERS INTO DEPRESSORS FOREVER.

27b. PROGRAM MYSELF AND OTHERS TO BE THE 

DEPRESSOR AND MAKE MYSELF FEEL THE HOPELESSNESS 

OF IT ALL FOREVER.





TO (goal) INFINITELY IS TO BE THE DEPRESSOR AND:





(see s.106)



  ??





... Section S.28 - Enturbulator



28a. SPLIT MYSELF AND OTHERS INTO ENTURBULATORS FOREVER.

28b. PROGRAM MYSELF AND OTHERS TO BE THE 

ENTURBULATOR AND KEEP MYSELF UPSET FOREVER.





TO (goal) INFINITELY IS TO BE THE ENTURBULATOR AND 

KEEP MYSELF UPSET ABOUT ... FOREVER.



A. OTHER PEOPLES BEHAVIOR

B. THE WAY I AM TREATED BY OTHERS

C. OTHER PEOPLES MEST

D. THE WAY OTHER PEOPLE TREAT MY MEST

E. OTHER PEOPLES ATTITUDES

F. OTHER'S ATTITUDES TOWARDS ME

G. THE THINGS THAT STAND IN MY WAY.

H. THE THINGS THAT BOTHER ME







..  Section S.29 - Forgetter



29a. SPLIT MYSELF AND OTHERS INTO FORGETTERS FOREVER.

29b. PROGRAM MYSELF AND OTHERS TO BE THE 

FORGETTER AND MAKE MYSELF FORGET THINGS 

FOREVER.





TO (goal) INFINITELY IS TO BECOME THE FORGETTER AND 

MAKE MYSELF FORGET .... FOREVER.





A. WHEN THINGS HAPPENED

B. WHERE THINGS HAPPENED

C. HOW THINGS HAPPENED

D. WHY THINGS HAPPENED

E. WHO DID THINGS

F. THE SOURCE OF THINGS

G. THE STRUCTURE OF THINGS.

H. THIS IMPLANT





... Section S.30 - Justifiers



30a. SPLIT MYSELF AND OTHERS INTO JUSTIFIERS FOREVER.

30b. PROGRAM MYSELF AND OTHERS TO BE THE 

JUSTIFIER AND JUSTIFY MY ACTIONS FOREVER.





TO (goal) INFINITELY IS TO BE THE JUSTIFIER AND 

COMPEL MYSELF TO ... FOREVER.





A. BE RIGHT

B. DENY BLAME

C. JUSTIFY MY ACTIONS

D. EXCUSE MY FAILINGS

E. MAKE OTHERS WRONG

F. BLAME OTHERS

G. PROVE OTHERS GUILTY

H. INVALIDATE OTHERS EXCUSES

 



... Section S.31 - Conscience



31a. SPLIT MYSELF AND OTHERS INTO CONSCIENCES, FOREVER.

31b. PROGRAM MYSELF AND OTHERS TO BE THE 

CONSCIENCE AND MAKE MYSELF GUILTY FOREVER.





TO (goal) INFINITELY IS TO BE THE CONSCIENCE AND 

MAKE MYSELF GUILTY FOR ANY HARM DONE TO ..., EVEN 

IF IT IS JUSTIFIED, FOREVER.





A. OTHERS

B. THE PHYSICAL UNIVERSE

C. ALLIES

D. ENEMIES

E. BODIES

F. GROUPS OR SOCIETY

G. OTHERS LIFEFORMS

H. INFINITY (this implant)







... Section S.32 - Shifter



32a. SPLIT MYSELF AND OTHERS INTO SHIFTERS FOREVER.

32b. PROGRAM MYSELF AND OTHERS TO BE THE SHIFTER 

AND SHIFT MY ATTENTION FOREVER.



TO (goal) INFINITELY IS TO BE THE SHIFTER AND SHIFT 

MY ATTENTION ... FOREVER.



A. INTO REALITY

B. AWAY FROM INFINITY

C. INTO 3 DIMENSIONS

D. AWAY FROM HIGHER DIMENSIONS

E. INTO MY INDIVIDUAL SELF

F. AWAY FROM MY INFINITE SELF

G. INTO PHYSICAL EXISTENCE

H. AWAY FROM THESE MECHANISMS





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





              GROUP 5: BODY STRUCTURE





... Section S.33 - Body Generator



33a. SPLIT MYSELF AND OTHERS INTO BODY GENERATORS FOREVER.

33b. PROGRAM MYSELF AND OTHERS TO BE THE BODY 

GENERATOR AND PROJECT FORMS FOR MYSELF FOREVER.



TO (goal) INFINITELY IS TO BE THE BODY GENERATOR AND:



A. REPRESENT MYSELF AS AN INDIVIDUAL IN FORM FOREVER.

B. COPY THE AGREED UPON BODY TEMPLATES FOREVER.

C. DERIVE THE CURRENT BODY TEMPLATES, FOREVER.

D. PROJECT THE BODY INTO PHYSICAL REALITY, FOREVER.

E. REFLECT PHYSICAL UNIVERSE IMPACTS (EFFECTS) 

   INTO THE CURRENT BODY TEMPLATE, FOREVER.

F. MODIFY THE BODY PROJECTIONS IN ACCORDANCE 

   WITH PHYSICAL UNIVERSE LAW FOREVER.

G. EVOLVE THE BODY TEMPLATES TO ADAPT TO THE 

   PHYSICAL UNIVERSE ENVIRONMENT FOREVER.

H. SHAPE THE BODY IN RESPONSE TO PHYSICAL 

   UNIVERSE EFFORTS FOREVER.





.. Section S.34 - Genetic Entity



34a  SPLIT MYSELF AND OTHERS INTO GENETIC ENTITIES FOREVER.

34b PROGRAM MYSELF AND OTHERS TO BE THE GE AND 

BUILD BODIES FOREVER.





TO (goal) INFINITELY IS TO BE THE GE AND MANAGE THE 

..... OF THE BODY FOREVER.





A. LIFE PROCESSES (metabolism etc.)

B. LIFE CYCLES (growth/decay/aging etc.)

C. OPERATING CYCLES (sleep etc.)

D. STRUCTURE

E. MOTION

F. ENERGY

G. REACTIONS.

H. ORIENTATION





.. Section S.35 - Body Locator



35a  SPLIT MYSELF AND OTHERS INTO BODY LOCATORS FOREVER.

35b PROGRAM MYSELF AND OTHERS TO BE THE BODY 

LOCATOR AND LOCATE THE BODY IN THE PHYSICAL 

UNIVERSE FOREVER.





TO (goal) INFINITELY IS TO BE THE BODY LOCATOR AND:



A. INTEGRATE THE BODY'S MOTION WITH THAT OF THE 

PHYSICAL UNIVERSE FOREVER.



B. INTEGRATE THE BODY'S ORIENTATION WITH THAT OF 

THE PHYSICAL UNIVERSE FOREVER.

C. INTEGRATE THE BODY'S PERCEPTIONS TO ITS 

PHYSICAL UNIVERSE POSITION FOREVER.

D. INTEGRATE THE BODY'S REACTIONS TO ITS PHYSICAL 

UNIVERSE POSITION FOREVER.

E. CALCULATE THE SPACE-TIME POSITION FOR ALL BODY 

PARTICLES FOREVER.

F. MOVE THE BODY VIEWPOINT WITH THE PHYSICAL 

UNIVERSE FOREVER.

G. MAINTAIN THE BODY'S ANCHOR POINTS IN THE 

PHYSICAL UNIVERSE FOREVER.

H. CO-ACTUALIZE THE BODY AT THE PROPER LOCATION 

WITHIN THE PHYSICAL UNIVERSE CROSS-COPY FOREVER.







.. Section S.36 - Cellular Entity



36a  SPLIT MYSELF AND OTHERS INTO CELLULAR ENTITIES FOREVER

36b PROGRAM MYSELF AND OTHERS TO BE THE CELLULAR 

ENTITY AND CREATE THE PARTICLES OF THE BODY (cells) 

FOREVER.





TO (goal) INFINITELY IS TO BE THE CELLULAR ENTITY 

AND CREATE CELLS TO ... OF THE BODY FOREVER.





A. PROVIDE THE MASS

B. PROVIDE THE RIGIDITY

C. PROVIDE THE COMM LINES

D. MANAGE THE REACTIONS

E. ASSIMILATE THE CONSUMPTIONS

F. MANAGE THE ENERGY

G. PROVIDE THE REPRODUCTION

H. MANAGE THE OPERATION







.. Section S.37 - Body machine



36a  SPLIT MYSELF AND OTHERS INTO BODY MACHINES FOREVER

36b PROGRAM MYSELF AND OTHERS TO BE THE BODY 

MACHINE AND KEEP THE BODY FUNCTIONING FOREVER.





TO (goal) INFINITELY IS TO BE THE BODY MACHINE AND:



A. REGULATE THE BODY PROCESSES FOREVER.

B. INTEGRATE THE FUNCTIONS OF THE VARIOUS BODY COMPONENTS FOREVER.

C. MANAGE THE FLOWS OF THE BODY IN ACCORDANCE WITH PHYSICAL 

   UNIVERSE LAWS, FOREVER.

D. BALANCE THE ENERGY OF THE BODY IN ACCORDANCE WITH PHYSICAL LAWS 

FOREVER.

E. MANAGE THE INTERNAL CONTROL CENTERS OF THE BODY FOREVER.

F. MANAGE THE GROWTH AND DECAY OF THE BODY FOREVER.

G. MANAGE THE INTERNAL COMMUNICATION OF THE BODY FOREVER.

H. MANAGE THE DETAILED PROGRAMMING FOR THE BODY PARTICLES (CELLS) 

FOREVER.







... Section S.38 - Reactive entity



38a. SPLIT MYSELF AND OTHERS INTO REACTIVE ENTITIES FOREVER.

38b. PROGRAM MYSELF AND OTHERS TO BE HE REACTIVE 

ENTITY AND RESPOND TO PHYSICAL UNIVERSE EVENTS 

FOREVER.





TO (goal) INFINITELY IS TO BE THE REACTIVE ENTITY 

AND RESPOND TO THE .... IN THE ENVIRONMENT 

FOREVER.



A. TEMPERATURE

B. PRESSURE

C. ENERGY (electrical?)

D. IMPACTS

E. TASTE/SMELL PARTICLES

F. LIGHT

G. NOISE

H. MOTION







... Section S.39 - Representer



39a. SPLIT MYSELF AND OTHERS INTO REPRESENTERS FOREVER.

39b. PROGRAM MYSELF AND OTHERS TO BE THE 

REPRESENTER AND CREATE THE APPEARANCE OF 

PHYSICAL REALITY FOR MYSELF AND OTHERS FOREVER.





TO (goal) INFINITELY IS TO BE THE REPRESENTER AND 



A. MOCKUP PERCEPTIONS OF THE AGREED UPON 

UNIVERSE FOR MYSELF FOREVER.



CREATE .... FOR MYSELF FOREVER



B. SIGHT

C. SENSATIONS OF TOUCH

D. SOUNDS

E. SMELLS

F. TASTES

G. SENSATIONS OF MOTION



H. FEED BACK THE IS-NESS OF THE PROJECTED REALITY 

TO MYSELF FOREVER.





... Section S.40 - Relayer



40a. SPLIT MYSELF AND OTHERS INTO RELAYERS FOREVER.

40b. PROGRAM MYSELF AND OTHERS TO BE THE RELAYER 

AND RELAY SENSORY DATA FOREVER.





TO (goal) INFINITELY IS TO BE THE RELAYER AND:



A. CONVEY THE PERCEPTION OF REALITY THROUGH THE 

BODIES SENSES FOREVER.

B. FOCUS THE VIEW OF THE PHYSICAL UNIVERSE 

THOUGHT THE BODIES EYES FOREVER.

C. CONVERT THE SOUND OF THE PHYSICAL UNIVERSE 

THROUGH THE BODY'S EARS FOREVER.

D. CONVERT THE FEEL OF THE PHYSICAL UNIVERSE 

THROUGH THE BODIES SKIN (NERVES/SENSORS) 

FOREVER.

E. CONVEY THE TASTE OF THE PHYSICAL UNIVERSE 

THROUGH THE BODY'S MOUTH FOREVER.

F. CONVEY THE SMELL OF THE PHYSICAL UNIVERSE 

THROUGH THE BODY'S NOSE FOREVER.

G. CONVEY THE SENSE OF PHYSICAL MOTION THROUGH 

THE BODY'S BALANCE CENTERS FOREVER.

H. LIMIT THESE SENSES IN ACCORDANCE WITH PHYSICAL 

UNIVERSE MECHANISMS FOREVER.



Note: these are translations.  The actual items are very generic 

with eyes being any kind of light sensing organ etc.  There is no 

style or quantity specified.









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



                     SUPER SCIO #9C



          THE BIG SPLITTER IMPLANT - continued



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



Copyright 1996
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pen name of "The Pilot".  Individuals may freely copy these files
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on any web server who does not charge for them and who does not
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   ---------------------------------------------  



Read SUPER SCIO #6 DIVIDE AND CONQUER first.





The beginning of this platen is in Super Scio #9B.



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





              GROUP 6: BODY BLOCKAGE





... Section S.41 - Compulsive Entity (compeller)



41a. SPLIT MYSELF AND OTHERS INTO COMPULSIVE 

ENTITIES (COMPELLERS) FOREVER.

41b. PROGRAM MYSELF AND OTHERS TO BE THE 

COMPELLER AND COMPEL MYSELF TO NEED THINGS 

FOREVER.





TO (goal) INFINITELY IS TO BE THE COMPULSIVE ENTITY 

(COMPELLER) AND COMPEL MYSELF TO NEED .... FOREVER.





A. PHYSICAL UNIVERSE BODIES

B. PHYSICAL UNIVERSE SENSATION FROM THE BODY



PHYSICAL UNIVERSE ... FOR THE BODY FOREVER.



C. TIME

D. SPACE

E. ENERGY

F. MATTER

G. HAVINGNESS



H. COMPEL MYSELF TO NEED ENTITIES FOREVER.







... Section S.42 - Craver



13a. SPLIT MYSELF AND OTHERS INTO CRAVERS FOREVER.

13b. PROGRAM MYSELF AND OTHERS TO BE THE CRAVER 

AND COMPEL MYSELF TO NEED THINGS FOR THE BODY 

FOREVER.





TO (goal) INFINITELY IS TO BE THE CRAVER AND COMPEL 

MYSELF TO NEED .... FOR THE BODY FOREVER



A. FOOD

B. REST

C. SHELTER

D. ENERGY

E. WARMTH

F. SENSATION

G. ADMIRATION

H. TO CARE







... Section S.43 - Filters



13a. SPLIT MYSELF AND OTHERS INTO FILTERS FOREVER.

13b. PROGRAM MYSELF AND OTHERS TO BE THE FILTER 

AND COMPEL MYSELF TO CONTROL MY PERCEPTIONS 

FOREVER.





TO (goal) INFINITELY IS TO BE THE FILTER AND FILTER 

OUT ANY PERCEPTIONS OF .... FOREVER.



A. INFINITY

B. ENTITIES

C. THE SPLITTER MACHINE UNIVERSE

D. THE CROSS-COPY SUBSTRATA UNDERLYING REALITY 

(where things interconnect on a theta level).

E. SIDEWAYS (into other directions / dimensions)

F. UNIVERSE MACHINERY

G. SYMBOL MASSES

H. ENTITY OPERATIONS





Note: the splitter machine universe seems to be a constructed 

universe in its own space and time which operates as a splitter 

machine (i.e., there is no space in that universe except the space 

of the machine itself which is of infinite size).  It seems to have a 

hub of shared co-ordinates (3 or 4 dimensions) and a separate 

dimension (i.e., co-ordinate) for each of the entity types so that 

there is a sort of mockup like a fan or a generator with an infinite 

plane (angling off in its own dimension) for each of the types.  

These planes all intersect at the hub (where their unique 

dimensional co-ordinate is zero) and otherwise are not even in 

the same space and time with each other.  This construction seems 

to be rotating (relative to what??).







... Section S.44 - Body Blocker



44a. SPLIT MYSELF AND OTHERS INTO BODY BLOCKERS 

FOREVER.

44b. PROGRAM MYSELF AND OTHERS TO BE THE BODY 

BLOCKER AND PROTECT THE BODY FROM BEING 

MODIFIED BY POSTULATE FOREVER.





TO (goal) INFINITELY IS TO BE THE BODY BLOCKER AND:





??







... Section S.45 - Somatic Entity



45a. SPLIT MYSELF AND OTHERS INTO SOMATIC ENTITIES 

FOREVER.

45b. PROGRAM MYSELF AND OTHERS TO BE THE SOMATIC 

ENTITY AND CREATE THE EXPERIENCE OF REALITY 

FOREVER.





TO (goal) INFINITELY IS TO BE THE SOMATIC MACHINE 

AND CREATE THE SENSATION OF..... FOR MYSELF 

FOREVER.





A. MOTION

B. PRESSURE

C. IMPACT

D. SHOCK

E. PAIN

F. EFFORT

G. TIREDNESS

H. DISORIENTATION





... Section S.46 - Sleep Entity (Sleep Center)



46a. SPLIT MYSELF AND OTHERS INTO SLEEP ENTITIES 

FOREVER.

46b. PROGRAM MYSELF AND OTHERS TO BE THE SLEEP 

ENTITY AND MANAGE THE SLEEP CYCLE FOREVER.





TO (goal) INFINITELY IS TO BE THE SLEEP ENTITY AND:





A. CREATE DREAMS TO SUBMERGE MY SELF AWARENESS 

(hypnotize myself) FOREVER.

B. USE DREAMING TO HIDE THE DEEP SLEEP ACTIVITIES 

FROM MY INDIVIDUAL SELF FOREVER.



COMPEL MYSELF TO ....WHILE I SLEEP, FOREVER.



C. REBUILD THE BODY

D. REPOSTULATE THE PHYSICAL UNIVERSE

E. RECREATE THIS IMPLANT

F. REBUILD (repair/ repostulate/ recreate) THE SPLITTER UNIVERSE



G. COMPEL MYSELF TO FORGET WHAT I DO WHILE I'M ASLEEP, FOREVER.

H. COMPEL MYSELF TO NEED TO SLEEP, FOREVER.







... Section S.47 - Jailer



47a. SPLIT MYSELF AND OTHERS INTO JAILERS FOREVER.

47b. PROGRAM MYSELF AND OTHERS TO BE THE JAILER 

AND KEEP MYSELF IMPRISONED FOREVER.





TO (goal) INFINITELY IS TO BE THE JAILER AND KEEP 

MYSELF:



A. FROM ESCAPING FOREVER

B. IN A BODY FOREVER

C. FROM OPERATING WITHOUT A BODY FOREVER

D. BELIEVING THAT IA AM A BODY FOREVER

E. LIMITED TO 3 DIMENSIONS FOREVER

F. BELIEVING THAT I AM LOCATED IN THIS UNIVERSE FOREVER

G. MY CREATIONS ENMESHED IN THIS UNIVERSE FOREVER.

H. ATTACHED TO THE MOCKUPS OF THIS UNIVERSE FOREVER.





... Section S.48 - Sickness Entity



48a. SPLIT MYSELF AND OTHERS INTO SICKNESS ENTITIES 

FOREVER.

48b. PROGRAM MYSELF AND OTHERS TO BE THE SICKNESS 

ENTITY AND KEEP MYSELF AND OTHERS SICK FOREVER.





TO (goal) INFINITELY IS TO BE THE SICKNESS ENTITY 

AND:





A. CREATE DISEASES FOREVER.

B. REPLICATE DISEASES WITHIN THE BODY FOREVER.

C. ALTER THE BODY TEMPLATES WITH DISEASE MOCKUPS FOREVER.

D. MAINTAIN THE APPARANCY OF PHYSICAL VECTORS 

   WHEN COPYING DISEASES FOREVER.

E. DEGRADE THE CHEMISTRY OF THE BODY IN 

   ACCORDANCE WITH PHYSICAL LAWS FOREVER.

F. MAKE MYSELF SICK IN ACCORDANCE WITH THE 

   CONNECTION OF SYMBOL MASSES FOREVER.

G. MAKE MYSELF SICK IN ACCORDANCE WITH THE LAWS 

OF RESTIMULATION FOREVER.

H. MAKE MYSELF SICK TO PROTECT THIS IMPLANT FOREVER.







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



GROUP 7 Social/Life Structure





... Section s.49 - Superbeing





49a. SPLIT MYSELF AND OTHERS INTO SUPERBEINGS FOREVER



49b. PROGRAM MYSELF AND OTHERS TO BE THE 

SUPERBEING AND ATTAIN HIGHER STATES FOREVER





TO (goal) INFINITELY IS TO BE THE SUPERBEING AND ...



A. EVOLVE IN FORM FOREVER

B. COLLECT THE FRAGMENTS OF INDIVIDUALS INTO A 

GREATER WHOLE FOREVER

C. STRIVE TO BECOME THE COMPOSITE OF ALL 

INDIVIDUALS IN THE UNIVERSE FOREVER

D. STRIVE TO ABSORB OTHERS

E. AVOID BEING ABSORBED BY OTHERS

F. MANIPULATE REALITY TO ACHIEVE THIS

G. OVERWHELM INDIVIDUALITY TO ACHIEVE THIS

H. ??



(maybe some errors)







... Section s.50 - Group Mind



50a. SPLIT MYSELF AND OTHERS INTO GROUP MINDS 

FOREVER



50b. PROGRAM MYSELF AND OTHERS TO BE THE GROUP 

MIND AND BE GROUPS FOREVER





TO (goal) INFINITELY IS TO BE THE GROUP MIND AND ...



A. COMBINE INDIVIDUALS INTO GROUPS FOREVER

B. STRUGGLE FOR GROUP SURVIVAL FOREVER

C. UTILIZE THE COMBINED CAPABILITIES OF THE 

INDIVIDUALS IN THE GROUP FOREVER

D. ENFORCE COMPULSIVE AGREEMENT BETWEEN THE 

INDIVIDUALS OF THE GROUP FOREVER.

E. SUBORDINATE INDIVIDUAL PURPOSE TO GROUP 

PURPOSE FOREVER

F. SACRIFICE INDIVIDUALS FOR THE SAKE OF THE GROUP 

FOREVER.

H. COMPEL MYSELF TO WANT TO BE PART OF GROUPS 

FOREVER

H. EVOLVE GROUPS INTO SUPERBEINGS FOREVER







... Section s.51 - Social Entity





51a. SPLIT MYSELF AND OTHERS INTO SOCIAL ENTITIES 

FOREVER



51b. PROGRAM MYSELF AND OTHERS TO BE THE SOCIAL 

ENTITY AND INSPIRE MYSELF TO NEED OTHER PEOPLE 

FOREVER





TO (goal) INFINITELY IS TO BE THE SOCIAL ENTITY AND 

INSPIRE MYSELF TO WANT TO ... OTHER INDIVIDUALS IN 

THE PHYSICAL UNIVERSE FOREVER



A. COMMUNICATE WITH

B. RECEIVE COMMUNICATION FROM

C. AGREE WITH

D. WANT AGREEMENT FROM

E. HAVE AFFINITY FOR

F. WANT AFFINITY FROM

G. ADMIRE

H. WANT ADMIRATION FROM





... Section s.52 - Sympathizer





52a. SPLIT MYSELF AND OTHERS INTO SYMPATHIZERS FOREVER



52b. PROGRAM MYSELF AND OTHERS TO BE THE 

SYMPATHIZER AND INSPIRE MYSELF TO SYMPATHIZE 

WITH OTHERS FOREVER





TO (goal) INFINITELY IS TO BE THE SYMPATHIZER AND 

INSPIRE MYSELF TO SYMPATHIZE WITH THE ... OF 

OTHERS FOREVER



A. SUFFERINGS

B. HURT (PAIN)

C. LOSS

D. WEAKNESS

E. MISERY

F. FAILURES

G. ENSLAVEMENT

H. ABUSED STATE







... Section s.53 - Animator





53a. SPLIT MYSELF AND OTHERS INTO ANIMATORS 

FOREVER



53b. PROGRAM MYSELF AND OTHERS TO BE THE 

ANIMATOR AND ANIMATE OTHER LIFE FORMS FOREVER





TO (goal) INFINITELY IS TO BE THE ANIMATOR AND 

ANIMATE .... FOREVER



A. ANIMALS (LOWER FORMS)

B. PLANTS

C. CELLULAR CREATURES

D. BACTERIA

E. CELLS

F. VIRUSES



G. ENDOW THESE FORMS WITH LIFE FOREVER

H. FILL THE PHYSICAL UNIVERSE WITH LIFE FOREVER







... Section s.54 - Mest Entity



54a. SPLIT MYSELF AND OTHERS INTO MEST ENTITIES FOREVER



54b. PROGRAM MYSELF AND OTHERS TO BE THE MEST 

ENTITY AND BE MEST FOREVER





TO (goal) INFINITELY IS TO BE THE MEST ENTITY AND BE 

.... FOREVER



A. SOLID OBJECTS

B. LIQUIDS

C. GASSES

D. MOLECULES

E. WAVEFORMS

F. FORCES

G. PHYSICAL PROCESSES (physical laws?)

H. THE COMPONENT PARTS OF THIS UNIVERSE







... Section S.55 - Shell (focus)



55a. SPLIT MYSELF AND OTHERS INTO SHELL ENTITIES FOREVER.

55b. PROGRAM MYSELF AND OTHERS TO BE THE SHELL 

ENTITY AND CREATE THE SHELL FOREVER.





TO (goal) INFINITELY IS TO BE THE SHELL ENTITY AND



A. ENVELOPE MYSELF FOREVER.

B. PROTECT MY LOCATION (AS AN INDIVIDUAL) FOREVER.

C. FOCUS REALITY IN ON MYSELF FOREVER.

D. REACT TO THE PHYSICAL UNIVERSE ENVIRONMENT FOREVER.

E. TUNE IN TO THE UNIVERSE CROSS-COPY FOREVER.

F. FORM MYSELF INTO AN INDIVIDUAL FOREVER.

G. PERMEATE BODIES FOREVER

H. INTERACT WITH SYMBOLS FOREVER.







... Section s.56 - Misowner





11a. SPLIT MYSELF AND OTHERS INTO MISOWNERS FOREVER



11b. PROGRAM MYSELF AND OTHERS TO BE THE MISOWNER AND

     MISOWN REALITY FOREVER





TO (goal) INFINITELY IS TO BE THE 



you don't own it so you can't touch it



??





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



GROUP 8: SOCIAL/LIFE BLOCKAGE







... Section s.57 - Moralizer



57a. SPLIT MYSELF AND OTHERS INTO



57b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??









... Section s.58 - Attitude entity





58a. SPLIT MYSELF AND OTHERS INTO ATTITUDE 

ENTITIES FOREVER



58b. PROGRAM MYSELF AND OTHERS TO BE THE 

ATTITUDE ENTITY AND CREATE ATTITUDES TOWARDS 

THINGS FOR MYSELF FOREVER





TO (goal) INFINITELY IS TO BE THE ATTITUDE ENTITY 

AND CHOOSE WHAT TO .... FOREVER



A. BE ATTRACTED OR REPELLED BY

B. WANT OR NOT WANT

C. LONG FOR OR BE DISGUSTED BY

D. ADMIRE OR SCORN

E. BE FRIENDLY OR HOSTILE TOWARDS

F. BE INTERESTED OR DISINTERESTED IN

G. LIKE OR DISLIKE

H.  ??









... Section S.59 - Emotional Entity



59a. SPLIT MYSELF AND OTHERS INTO EMOTIONAL 

ENTITIES FOREVER.

59b. PROGRAM MYSELF AND OTHERS TO BE THE 

EMOTIONAL ENTITY AND CREATE EMOTIONS FOR 

MYSELF AND OTHERS FOREVER.





TO (goal) INFINITELY IS TO BE THE EMOTIONAL ENTITY 

AND CREATE THE FEELING OF .... FOR MYSELF AND 

OTHERS FOREVER.







A. CHEERFULNESS

B. BOREDOM

C. ANTAGONISM

D. RAGE

E. HOSTILITY

F. FEAR

G. GRIEF

H. APATHY





... Section s.60 - Mood entity



60a. SPLIT MYSELF AND OTHERS INTO MOOD ENTITIES 

FOREVER



60b. PROGRAM MYSELF AND OTHERS TO BE THE MOOD 

ENTITY AND CREATE MOODS FOR MYSELF FOREVER





TO (goal) INFINITELY IS TO BE THE MOOD ENTITY AND 

SHIFT MY MOODS BETWEEN .... FOREVER



A. SERENE AND TROUBLED

B. CALM AND NERVOUS

C. PLEASANT AND IRRITABLE

D. RELAXED AND RESTLESS

E. HELPFUL AND TROUBLESOME

F. ACTIVE AND LAZY

G. COOL AND PASSIONATE

H. RECKLESS AND CAREFUL









... Section s.61 - Sublimating Entity



11a. SPLIT MYSELF AND OTHERS INTO



11b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??







... Section s.62 - Sexual Entity





62a. SPLIT MYSELF AND OTHERS INTO SEXUAL ENTITIES 

FOREVER



62b. PROGRAM MYSELF AND OTHERS TO BE THE SEXUAL 

ENTITY AND CREATE THE SEXUAL ACT FOREVER





TO (goal) INFINITELY IS TO BE THE SEXUAL ENTITY AND...



A. COMPEL MYSELF TO CRAVE SEX FOREVER

B. CREATE FEELINGS OF SEXUAL ECSTASY FOR MYSELF FOREVER

C. DIVIDE MYSELF DURING SEX FOREVER

D. EXCHANGE PIECES OF MYSELF DURING SEX FOREVER

E. EXCHANGE ENTITIES DURING SEX FOREVER

F. ATTEMPT TO MERGE WITH OTHER BEINGS DURING SEX FOREVER

G. EXCHANGE ENERGIES DURING SEX FOREVER

H. COMPEL MYSELF TO ENJOY DOING ALL OF THIS FOREVER









... Section S.63 - conflictor



63a SPLIT MYSELF AND OTHERS INTO CONFLICTORS FOREVER.

63b PROGRAM MYSELF AND OTHERS TO BE THE 

CONFLICTOR AND INSPIRE CONFLICTS (BETWEEN 

INDIVIDUALS) FOREVER.





TO (goal) INFINITELY IS TO BECOME THE CONFLICTOR 

AND INSPIRE MYSELF AND OTHERS AS INDIVIDUALS TO 

.... EACH OTHER FOREVER.



a. CONFUSE

b. UPSET

c. BE JEALOUS OF

d. DOMINATE

e. FEAR

f. HATE

g. FIGHT

h. ENTRAP









... Section s.64 - Sinner



11a. SPLIT MYSELF AND OTHERS INTO



11b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??



maybe #114 dramatizer belongs here?





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





              GROUP 9: UNIVERSE STRUCTURE





... Section S.65 - Postulator



65a. SPLIT MYSELF AND OTHERS INTO POSTULATORS FOREVER.

65b. PROGRAM MYSELF AND OTHERS TO BE THE 

POSTULATOR AND CONTINUOUSLY CREATE THE 

PHYSICAL UNIVERSE FOREVER.





TO (goal) INFINITELY IS TO BE THE POSTULATOR AND 

POSTULATE .... INTO THE PHYSICAL UNIVERSE FOREVER.



A. SOLIDITY

B. MOTION

C. DURATION

D. DISTANCE

E. AESTHETICS

F. IMPORTANCE

G. EXCITEMENT (interest)

H. REALITY







... Section S.66 - Generators



66a. SPLIT MYSELF AND OTHERS INTO GENERATORS FOREVER.

66b. PROGRAM MYSELF AND OTHERS TO BE THE 

GENERATOR AND GENERATE THE PHYSICAL UNIVERSE 

FOREVER.





TO (goal) INFINITELY IS TO BE THE GENERATOR AND 

PROJECT .... FOR MYSELF AND OTHERS FOREVER.





A. TIME

B. SPACE

C. ENERGY

D. MATTER

E. DIMENSIONS

F. BARRIERS

G. REALITY

H. EXISTENCE



( F and H may be in reverse order?)



..  Section S.67 - Locators.



67a. SPLIT MYSELF AND OTHERS INTO LOCATORS FOREVER.

67b PROGRAM MYSELF AND OTHERS TO BE THE LOCATOR 

AND MANAGE SPACE FOREVER.





TO (goal) INFINITELY IS TO BE THE LOCATOR AND:



A. MAINTAIN THE ANCHOR POINTS OF THE PHYSICAL 

UNIVERSE FOREVER.

B. MAINTAIN A SINGLE AGREED-UPON CO-ORDINATE 

SYSTEM BETWEEN ALL BEINGS FOREVER.

C. PARTICIPATE IN THE CROSS-COPY OF AGREED UPON 

LOCATIONS FOREVER.

D. KEEP ALL SPATIAL POSITIONS CONSECUTIVE WITHIN 

THE FRAMEWORK OF REALITY FOREVER.

E. LIMIT SPACE TO 3 DIMENSIONS FOREVER.



HOLD ALL .... WITHIN THE CONTOURS OF PHYSICAL SPACE 

FOREVER.



F. ENERGIES

G. MASSES

H. INDIVIDUAL BEINGNESS







..  Section S.68 - Communicators.



68a. SPLIT MYSELF AND OTHERS INTO COMMUNICATORS 

FOREVER.

68b PROGRAM MYSELF AND OTHERS TO BE THE 

COMMUNICATOR AND INTERCONNECT EVERYTHING 

FOREVER.





TO (goal) INFINITELY IS TO BE THE COMMUNICATOR AND:



A. KEEP MYSELF AND OTHERS IN CONTACT WITH EACH 

OTHER FOREVER.

B. INTERPOSE DISTANCE BETWEEN ALL TERMINALS 

FOREVER.

C. INTERPOSE DURATION INTO ALL COMMUNICATIONS 

FOREVER.

D. RELAY THE DIMENSIONS OF ALL AGREED UPON SPACES 

FOREVER.

E. RELAY THE AGREED UPON FORCE (EFFORT) OF ALL 

ENERGIES FOREVER.

F. RELAY THE AGREED UPON FORM OF ALL SOLIDITIES 

FOREVER.

G. INTERCHANGE AGREED UPON REALITY BETWEEN ALL 

BEINGS FOREVER.

H. RELAY THE ORDERS OF THE INFINITE (terminal) 

FOREVER.





..  Section S.69 - Determinators.



69a. SPLIT MYSELF AND OTHERS INTO DETERMINATORS 

FOREVER.

69b PROGRAM MYSELF AND OTHERS TO BE THE 

DETERMINATOR AND DETERMINE THE COURSE OF 

EXISTENCE FOREVER.





TO (goal) INFINITELY IS TO BE THE DETERMINATOR AND:



A. DETERMINE THE AGREED UPON COURSE OF EVENTS 

FOREVER.

B. ESTABLISH DETERMINANTS BASED ON THE MOTION 

OF SYMBOL MASSES FOREVER.

C. ALIGN THE COPY INFLUX BASED ON THE ESTABLISHED 

DETERMINANTS FOREVER.

D. FILTER OUT ALL INFLUX THAT IS OUT OF BOUNDS 

FOREVER.

E. PRIORITIZE POTENTIAL FUTURE EVENTS IN TERMS OF 

THETA DYNAMICS (aesthetics, ethics, etc.) FOREVER.

F. MAXIMIZE THETA INVOLVEMENT AND SURVIVAL (i.e. 

dynamics 9 - 16) IN THE PHYSICAL UNIVERSE FUTURE 

FOREVER.

G. SELECT WHAT WILL BE FROM THE SET OF 

DETERMINATED INFLUX, FOREVER.

H. SUPPRESS ALL FEEDBACK OF NON-SELECTED EVENTS, 

FOREVER.



note: copy influx = all the potentials and postulates and 

consequences being put into the future.  The determinants are 

evaluated on the upper dynamics only, i.e., there is no concern for 

how much death or suffering results.  There is a limited time scale 

to the evaluation (a few years).



Note: this ensures good "theta" interest (even if it is painful etc.) 

so that everyone is too involved to try getting out.  I.E., keep the 

prisoners busy with Bingo etc. so they wouldn't think about 

escaping.







..  Section S.70 - Mest Co-Ordinators.



70a. SPLIT MYSELF AND OTHERS INTO CO-ORDINATORS 

FOREVER.

70b PROGRAM MYSELF AND OTHERS TO BE THE CO-

ORDINATOR AND INTERRELATE EVERYTHING FOREVER.





TO (goal) INFINITELY IS TO BE THE CO-ORDINATOR AND:



A. MAINTAIN THE RELATIVE POSITIONING OF ALL FORMS FOREVER.

B. CO-ORDINATE THE RELATIVE MOTION OF ALL PARTICLES FOREVER.

C. CO-ORDINATE THE INTERRELATIONS OF ALL ENERGIES FOREVER.

D. CO-ORDINATE THE INTERACTION OF FORMS AND ENERGY FOREVER.

E. MAINTAIN THE CONSERVATION OF MATTER/ENERGY 

   AND NEVER LET ANYTHING VANISH FOREVER.

F. MAINTAIN THE CONSERVATION OF ACTION 

   (space/time/motion) AND NEVER LET ANYTHING STOP FOREVER.

G. MAINTAIN THE CONSERVATION OF VIBRATION 

   (excitation/quantum) AND NEVER LET ANYTHING STOP FOREVER.

H. MAINTAIN THE CORRESPONDENCE OF REALITY FOREVER.



Note: F and G above use "STOP" with two different meanings.  As 

used in G, it has the implication that if it stopped internally, it 

wouldn't be here.







..  Section S.71 - Synchronizers.



71a. SPLIT MYSELF AND OTHERS INTO SYNCHRONIZERS 

FOREVER.

71b PROGRAM MYSELF AND OTHERS TO BE THE 

SYNCHRONIZER AND MANAGE TIME FOREVER





TO (goal) INFINITELY IS TO BE THE SYNCHRONIZER AND:



A. MAINTAIN THE PULSE OF TIME FOREVER.

B. MAINTAIN THE CONSECUTIVE POSITION OF PARTICLES FOREVER.

C. MAINTAIN THE CONSECUTIVE FLOW OF ENERGY FOREVER.

D. MAINTAIN THE CONSECUTIVE SEQUENCE OF EVENTS FOREVER.

E. COMPEL MYSELF TO REMAIN IN AGREEMENT WITH THE 

PHYSICAL UNIVERSE TIME STREAM FOREVER.

F. ENSURE THAT I KNOW ONLY THE PAST AND NEVER THE 

FUTURE FOREVER.

G. CROSS-COPY THE SIMULTANEOUSNESS OF TIME 

BETWEEN ALL INDIVIDUALS FOREVER.

H. MAINTAIN A SINGLE AGREED UPON NOW BETWEEN 

ALL BEINGS FOREVER.







..  Section S.72 - Actualizers.



72a. SPLIT MYSELF AND OTHERS INTO ACTUALIZERS FOREVER.

72b PROGRAM MYSELF AND OTHERS TO BE THE 

ACTUALIZER AND BRING REALITY INTO EXISTENCE 

FOREVER.





TO (goal) INFINITELY IS TO BE THE ACTUALIZER AND 

COPY THE CORRECT AGREED UPON .... INTO EACH 

INDIVIDUALS OWN UNIVERSE FOREVER.



A. SPACES

B. MASSES

C. ENERGIES

D. ACTIONS

E. DETERMINANTS

F. CHANGES

G. FUTURE

H. EXISTENCE.





? maybe also solidifiers?





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





            GROUP 8 UNIVERSE BLOCKAGE





... Section S.73 - Protector



73a. SPLIT MYSELF AND OTHERS INTO PROTECTORS FOREVER.

73b. PROGRAM MYSELF AND OTHERS TO BE THE 

PROTECTOR AND PROTECT THE PHYSICAL UNIVERSE 

FOREVER.





TO (goal) INFINITELY IS TO BE THE PROTECTOR AND 

PROTECT .... FOREVER





A. MATTER

B. ENERGY

C. SPACE

D. TIME

E. REALITY

F. AGREEMENTS

G. BODIES

H. ENTITIES





... Section S.74 - Binder



74a. SPLIT MYSELF AND OTHERS INTO BINDERS FOREVER.

74b. PROGRAM MYSELF AND OTHERS TO BE THE BINDER 

AND BIND THE PHYSICAL UNIVERSE TOGETHER 

FOREVER.





TO (goal) INFINITELY IS TO BE THE BINDER AND:



A. TIE ALL MEST TOGETHER INTO A CO-HESIVE WHOLE FOREVER.

B. BIND ALL INDIVIDUALS TOGETHER WITH THE 

PHYSICAL UNIVERSE FOREVER.

C. BIND ALL INDIVIDUALS TOGETHER WITH EACH 

OTHER'S INFINITE ENTITIES FOREVER.

D. BIND ALL THE INFINITE ENTITIES (OF ALL BEINGS) 

TOGETHER.

E. BIND ALL MEST TOGETHER WITH SYMBOLS FOREVER.

F. BIND ALL THOUGHT TOGETHER WITH MEST FOREVER.

G. BIND ALL MEST TOGETHER WITH THE UNIVERSE 

MACHINERY FOREVER.

H. KEEP THIS ALL ONE FOREVER.







... Section S.75 - Blockers



75a. SPLIT MYSELF AND OTHERS INTO BLOCKERS 

FOREVER.

75b. PROGRAM MYSELF AND OTHERS TO BE THE BLOCKER 

AND BLOCK ALL TAMPERING WITH REALITY FOREVER.





TO (goal) INFINITELY IS TO BE THE BLOCKER AND:



A. KEEP MYSELF FROM REACHING THE TRUE PHYSICAL 

UNIVERSE FOREVER.

B. KEEP MY OWN EFFORTS (AS AN INDIVIDUAL) DIRECTED 

AGAINST MY OWN SHADOW OF THE PHYSICAL UNIVERSE 

FOREVER.

C. PREVENT ANY MANIFESTATIONS OF PSYCHOKENETICS 

(mind over matter, levitation, etc.) FROM OCCURRING IN THE 

TRUE PHYSICAL UNIVERSE FOREVER.

D. PREVENT ANY MANIPULATION OF REALITY BY DIRECT 

POSTULATES, FOREVER.





PREVENT MYSELF FROM REACHING THE ... OF THE TRUE 

PHYSICAL UNIVERSE FOREVER.



E. SPACE

F. TIME

G. MATTER

H. ENERGY



note: We are a few microseconds behind the true physical 

universe time.  Everything is on a very slight comm lag.  You have 

to reach a trifle ahead into the "future" to contact the physical 

universe present.







..  Section S.76 - Constrainers



76a. SPLIT MYSELF AND OTHERS INTO CONSTRAINERS FOREVER.

76b. PROGRAM MYSELF AND OTHERS TO BE THE 

CONSTRAINER AND IMPOSE THE LAWS OF THE PHYSICAL 

UNIVERSE FOREVER.





TO (goal) INFINITELY IS TO BE THE CONSTRAINER AND:





A. LIMIT ALL PERCEPTIONS IN ACCORDANCE WITH 

PHYSICAL UNIVERSE LAWS FOREVER.

A. LIMIT ALL MANIPULATIONS IN ACCORDANCE WITH 

PHYSICAL UNIVERSE LAWS FOREVER.

C. IMPOSE THE LAWS OF DISTANCE ON ALL OPERATIONS 

FOREVER.

D. IMPOSE THE LAWS OF DISTORTION ON ALL 

OPERATIONS FOREVER.

E. IMPOSE THE LAWS OF DURATION ON ALL OPERATIONS 

FOREVER.

F. IMPOSE THE LAWS OF RESISTANCE ON ALL 

OPERATIONS FOREVER.

G. IMPOSE THE LAWS OF SYMPATHY (including resonance, 

gravity, etc.) ON ALL OPERATIONS FOREVER.

H. IMPOSE THE LAWS OF PHYSICAL INTERACTION ON ALL 

OPERATIONS FOREVER.





Note: laws of resistance include inertia, ohms law, etc.







... Section s.77 - Diffuser (deflector)



77a. SPLIT MYSELF AND OTHERS INTO



77b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 



MAKE ALL MY .... MISS THEIR TARGETS FOREVER



A. BEAMS

B. POSTULATES





??







... Section s.78 - Pull Back





11a. SPLIT MYSELF AND OTHERS INTO



11b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





PULL BACK ANY



A. ENERGY

B. POSTULATES

C. REACH



??







... Section s.79 - Vacuum (unmocker)



79a. SPLIT MYSELF AND OTHERS INTO VACUUMS FOREVER



79b. PROGRAM MYSELF AND OTHERS TO BE THE VACUUM 

AND --





TO (goal) INFINITELY IS TO BE THE ...



MAKE THINGS UNREAL

DRAIN HAVINGNESS

DRAIN ENERGY

CAVE THIS ALL IN ON ME

PULL EVERYTHING IN

COLLAPSE EVERYTHING

 



??



(COLLAPSAR?)



... Section s.80 - Reflector (energy mirror)



80a. SPLIT MYSELF AND OTHERS INTO REFLECTORS 

FOREVER



80b. PROGRAM MYSELF AND OTHERS TO BE THE 

REFLECTOR AND REFLECT EVERYTHING BACK IN ON 

MYSELF FOREVER





TO (goal) INFINITELY IS TO BE THE REFLECTOR AND 

REFLECT MY .... BACK IN ON MYSELF FOREVER



A. POSTULATES

B. ENERGY BEAMS

C. BAD INTENTIONS

D. OVERTS

E. FEARS

F. EMOTIONS

G. CREATIONS

H. ??



(matter , energy, space, & time?)









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



GROUP 11 - EXISTENCE STRUCTURE







... Section S.81 - guide



81a. SPLIT MYSELF AND OTHERS INTO GUIDES FOREVER.



81b. PROGRAM MYSELF AND OTHERS TO BE THE GUIDE 

AND LEAD MYSELF AND ALL THESE OTHERS DEEPER INTO 

THE TRAP FOREVER.





TO (goal) INFINITELY IS TO BE THE GUIDE AND ...



A. LEAD MYSELF AWAY FROM TRUE KNOWLEDGE ABOUT 

REALITY FOREVER.



LEAD MY INDIVIDUAL SELF TOWARDS EVEN DEEPER ... 

WITH MEST FOREVER.



B. AFFINITY

C. ADMIRATION

D. INVOLVEMENT

E. INTEREST

F. AGREEMENT

G. DEPENDENCE



H. LEAD MY INDIVIDUAL SELF TO BECOME ONE WITH 

MEST FOREVER.

   







... Section s.82 - Planner



82a. SPLIT MYSELF AND OTHERS INTO PLANNERS 

FOREVER



82b. PROGRAM MYSELF AND OTHERS TO BE THE PLANNER 

AND PLAN OUT MY EXISTENCE FOREVER







TO (goal) INFINITELY IS TO BE THE PLANNER AND



A. KNOW THAT THE ONLY WAY OUT IS TO GO THROUGH 

THE BOTTOM

B. FIND WAYS TO KEEP MY INDIVIDUAL SELF MOVING 

DOWNWARD FOREVER.

C. ENJOY DOING MYSELF IN AND SINKING DEEPER 

FOREVER.

D. FIGURE OUT WAYS TO ENTRAP MYSELF FURTHER 

FOREVER.

E. REFUSE TO ABANDON ANYTHING FOREVER.

F. FIGURE OUT WAYS TO ENTRAP OTHERS FOREVER.

G. FIGHT BACK AGAINST ANYONE WHO TRIES TO GET ME 

OUT FOREVER.

H. LEAD MYSELF DOWN THE DECLINING SPIRAL FOREVER.









... Section s.83 - Game Maker



11a. SPLIT MYSELF AND OTHERS INTO



11b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??







... Section s.84 - Goal Maker



11a. SPLIT MYSELF AND OTHERS INTO



11b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??







... Section S.85. Futurizer





85a. SPLIT MYSELF AND OTHERS INTO FUTERIZERS 

FOREVER



85b. PROGRAM MYSELF AND OTHERS TO BE THE 

FUTERIZER AND PROJECT (CREATE) A FUTURE FOR 

MYSELF (AND OTHERS?) FOREVER.





TO (goal) INFINITELY IS TO BE THE FUTURIZER AND 

PROJECT .... FOR MYSELF INTO THE PHYSICAL UNIVERSE 

FUTURE FOREVER.





A. GAMES

B. IDENTITIES

C. ACTIVITIES

D. HAVINGNESS

E. GOALS

F. EXPECTATIONS

G. CONSEQUENCES

H. MY OWN PERPETUAL EXISTENCE.









... Section s.86 - Encourager



86a. SPLIT MYSELF AND OTHERS INTO ENCOURAGERS 

FOREVER



86b. PROGRAM MYSELF AND OTHERS TO BE THE 

ENCOURAGER AND ENCOURAGE MYSELF TO ACHIEVE 

THINGS IN THE PHYSICAL UNIVERSE FOREVER





TO (goal) INFINITELY IS TO BE THE ENCOURAGER AND 

ENCOURAGE MYSELF TO STRIVE ... IN THE PHYSICAL 

UNIVERSE FOREVER



A. FOR ETHICS

B. FOR AESTHETICS

C. TO BUILD THINGS

D. FOR LOGIC AND REASON

E. FOR CHANGE

F. FOR GAMES

G. FOR KNOWLEDGE

H. TO CREATE THINGS





??







?? - Humanizer ??





... Section s.87 - coach



11a. SPLIT MYSELF AND OTHERS INTO



11b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??

keep myself from winning or loosing

make games go on forever





... Section s.88 - Aligner (co-ordinator)



11a. SPLIT MYSELF AND OTHERS INTO



11b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??







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



GROUP 12 - EXISTENCE BLOCKAGE







... Section S.89 - Watcher



89a. SPLIT MYSELF AND OTHERS INTO WATCHERS 

(MONITORS) FOREVER



89b. PROGRAM MYSELF AND OTHERS TO BE THE WATCHER 

AND MONITOR (WATCH) ALL OF THIS FOREVER.





TO (goal) INFINITELY IS TO BE THE WATCHER AND ...



A. WATCH ALL THESE OTHERS TO ENSURE THAT THEY 

ARE OBEYING ORDERS FOREVER.

B. OBSERVE MYSELF AS AN INDIVIDUAL TO ENSURE THAT 

I REMAIN ENTRAPPED BY THIS FOREVER.

C. OBSERVE PHYSICAL REALITY TO ENSURE THAT IT 

REMAINS INVIOLATE FOREVER.

D. WATCH THE MECHANICS BEHIND REALITY TO ENSURE 

THAT THEY CONTINUE TO WORK FOREVER.



REPORT ANY .... TO THE OTHER ENTITIES (OVERSOULS?) 

FOREVER.



E. VIOLATIONS OF THESE ORDERS.

F. ATTEMPT TO UNMOCK THIS

G. VIOLATIONS OF REALITY

H. FAILURES OF THESE MECHANISMS







... Section s.90 - Equalizer



11a. SPLIT MYSELF AND OTHERS INTO



11b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??







... Section s.91 - Opposer



11a. SPLIT MYSELF AND OTHERS INTO



11b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??









..  Section S.92 - Deceiver



92a. SPLIT MYSELF AND OTHERS INTO DECEIVERS FOREVER.

92b. PROGRAM MYSELF AND OTHERS TO BE THE DECEIVER 

AND DECEIVE MYSELF FOREVER.





TO (goal) INFINITELY IS TO BE THE DECEIVER AND 

DECEIVE MYSELF AS TO THE ... FOREVER.



A. NATURE OF REALITY

B. NATURE OF OTHER BEINGS.

C. NATURE OF LIFEFORMS.

D. ANATOMY OF THE PHYSICAL UNIVERSE

E. ORIGINS OF THE PHYSICAL UNIVERSE

F. ORIGINS OF MYSELF

G.

H.

ORDERS) TO ... FOREVER.







... Section s.93 - Inverter



11a. SPLIT MYSELF AND OTHERS INTO



11b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??







... Section s.94 - Disperser



94a. SPLIT MYSELF AND OTHERS INTO DISPERSERS 

FOREVER



94b. PROGRAM MYSELF AND OTHERS TO BE THE 

DISPERSER AND DISPERSE ANY ENERGY THAT I PUT OUT 

FOREVER





TO (goal) INFINITELY IS TO BE THE DISPERSER AND 

DISPERSE .... FOREVER



A. ENERGY BEAMS

B. POSTULATES

C. INTENTIONS

D. ATTENTION

E. CONCENTRATION

F. ANCHOR POINTS

G. VIEWPOINTS

H. PROGRAMMING



(? - vibrations, grasping/gripping/holding?)



??







... Section s.95 - Fate (arranger)



95a. SPLIT MYSELF AND OTHERS INTO ARRANGERS 

FOREVER



95b. PROGRAM MYSELF AND OTHERS TO BE THE 

ARRANGER AND ARRANGE FATES FOR MYSELF FOREVER





TO (goal) INFINITELY IS TO BE THE ARRANGER AND 

ARRANGE ... FOR MYSELF FOREVER



A. EVENTS

B. FATES

C. CIRCUMSTANCES





??







... Section s.96 - Trickster



96a. SPLIT MYSELF AND OTHERS INTO TRICKSTERS 

FOREVER



96b. PROGRAM MYSELF AND OTHERS TO BE THE 

TRICKSTER AND TRICK MYSELF FOREVER





TO (goal) INFINITELY IS TO BE THE TRICKSTER AND GO 

AROUND AND FOOL MYSELF AS TO .... FOREVER.



A. WHO IS REALLY DOING THINGS

B. WHEN THINGS REALLY HAPPENED

C. WHAT IS REALLY GOING ON

D. THE ACTUAL PURPOSE BEHIND THINGS

E. THE ACTUAL ORIGINS OF THINGS

F. HOW THINGS REALLY WORK

G. THE ACTUAL STRUCTURE OF THINGS

H. WHO I REALLY AM FOREVER.



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





GROUP 13 - SPIRITUAL STRUCTURE





... Section s.97 - Creator (part of god, infinite mind)



97a. SPLIT MYSELF AND OTHERS INTO PARTS OF GOD 

(CREATORS) FOREVER



97b. PROGRAM MYSELF AND OTHERS TO BE THE PART OF 

GOD (CREATOR) AND CREATE THIS FOREVER.





TO (goal) INFINITELY IS TO BE THE CREATOR AND 

CREATE .... FOREVER



A. MYSELF AS AN INDIVIDUAL

B. THE BODIES

C. OTHER INDIVIDUALS

D. SOCIETIES

E. LIFE FORMS

F. THE PHYSICAL UNIVERSE

G. ENTITIES

H. THE UNIVERSAL MIND





?? - UNIVERSAL MIND (separate item?)



AND BE THE THOUGHT OF THE UNIVERSE FOREVER



A. THINK ON BEHALF OF MEST FOREVER

B. ARRANGE FOR THE SURVIVAL OF THE PHYSICAL 

UNIVERSE FOREVER

C. THINK ABOUT M,E,S,T, FOREVER

D. BE ALL THESE OTHERS FOREVER



HIDE/HOLD TOGETHER/FORGET/PROTECT THE 

THOUGHTS OF ALL THESE OTHERS FOREVER.





... Section s.98 - angel



98a. SPLIT MYSELF AND OTHERS INTO ANGELS FOREVER



98b. PROGRAM MYSELF AND OTHERS TO BE THE ANGEL 

AND HELP GOD FOREVER (?)



(here god is a construct which acts as a mind for the universe.   

You give a piece of yourself to its service)





TO (goal) INFINITELY IS TO BE THE ANGEL AND ...



A. SERVE GOD FOREVER

B. CARRY OUT THE ORDER OF GOD FOREVER

C. OBEY THE WISHES OF GOD FOREVER

D. MAINTAIN THE LAWS OF GOD FOREVER

E. ENACT THE PLANS OF GOD FOREVER

F. AGREE WITH THE MOCKUPS OF GOD FOREVER

G. SEE TO THE NEEDS OF GOD FOREVER

H. GRANT POWER (over your individual self) UNTO GOD 

FOREVER







?. HELP MYSELF TO BE GOOD AND WHOLESOME FOREVER

?. INSPIRE MYSELF TO STRIVE TO DO GOOD WITHIN THIS 

UNIVERSE FOREVER







... Section s.99 - Attractor



99a. SPLIT MYSELF AND OTHERS INTO ATTRACTORS 

FOREVER.



99b. PROGRAM MYSELF AND OTHERS TO BE THE 

ATTRACTOR AND COMPEL MYSELF TO NEED THE 

PHYSICAL UNIVERSE FOREVER





TO (goal) INFINITELY IS TO BE THE ATTRACTOR AND 

COMPEL MYSELF TO ... FOREVER



A. HAVE AFFINITY FOR THE PHYSICAL UNIVERSE

B. BE IN AGREEMENT WITH THE PHYSICAL UNIVERSE

C. BE IN COMMUNICATION WITH THE PHYSICAL 

UNIVERSE

D. HAVE ADMIRATION FOR THE PHYSICAL UNIVERSE

E. DEPEND ON THE PHYSICAL UNIVERSE FOR AFFINITY

E. DEPEND ON THE PHYSICAL UNIVERSE FOR REALITY

E. DEPEND ON THE PHYSICAL UNIVERSE FOR 

COMMUNICATION

E. DEPEND ON THE PHYSICAL UNIVERSE FOR 

ADMIRATION







... Section s.100 - Accuser





11a. SPLIT MYSELF AND OTHERS INTO



11b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??







... Section s.101 - Judge





101a. SPLIT MYSELF AND OTHERS INTO JUDGES FOREVER



101b. PROGRAM MYSELF AND OTHERS TO BE THE JUDGE 

AND JUDGE MYSELF FOREVER





TO (goal) INFINITELY IS TO BE THE JUDGE AND ...



CONDEMN (BLAME) MYSELF FOR ... FOREVER



A. ALL MY FAILINGS

B. ALL THE HARM THAT I HAVE DONE

C. ALL THE WRONG THOUGHTS THAT I HAVE HAD

D. ALL MY WEAKNESSES



ARRANGE ..... FOREVER



E. PUNISHMENTS FOR MY MISDEEDS

F. FOR MY DEEDS TO COME BACK ON ME

G. LESSONS FOR MYSELF TO TEACH ME TO BE GOOD

H. FATES FOR MYSELF TO PUNISH MY CRIMES



 







... Section s.102 - Punisher



11a. SPLIT MYSELF AND OTHERS INTO



11b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??







... Section s.103 - Executioner



11a. SPLIT MYSELF AND OTHERS INTO



11b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??







... Section s.104 - Recycler





104a. SPLIT MYSELF AND OTHERS INTO RECYCLERS 

FOREVER



104b. PROGRAM MYSELF AND OTHERS TO BE THE 

RECYCLER AND REFORMAT MYSELF BETWEEN LIVES 

FOREVER





TO (goal) INFINITELY IS TO BE THE RECYCLER AND ....



RESTRUCTURE MY ..... BETWEEN LIVES FOREVER



A. PERSONALITY

B. MEMORIES

C. ABILITIES

D. BEINGNESS (IDENTITY)



FORMULATE ... FOR MYSELF BETWEEN LIVES FOREVER



E. NEW GOALS

F. NEW LESSONS

G. NEW CHALLENGES

H. NEW ABERRATIONS



(recycle my existence into new individualities forever?)









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



GROUP 14 - SPIRITUAL BLOCKAGE







... Section s.105 - Interiorizer





101a. SPLIT MYSELF AND OTHERS INTO



101b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??







... Section s.106 - Discourager



(note: may be same as #27 depressor?)





106a. SPLIT MYSELF AND OTHERS INTO DISCOURAGERS 

FOREVER



106b. PROGRAM MYSELF AND OTHERS TO BE THE 

DISCOURAGER AND CONVINCE MYSELF AND OTHERS 

THAT NOTHING CAN BE DONE ABOUT THIS FOREVER





TO (goal) INFINITELY IS TO BE THE DISCOURAGER AND ...



DISCOURAGE MYSELF AND OTHERS FROM EVER DOING 

ANYTHING ABOUT .... FOREVER.



A. THIS IMPLANT

B. ENTITIES

C. THE PHYSICAL UNIVERSE

D. THE SPLITTER MECHANISMS



CONVINCE MYSELF AND OTHERS THAT .... FOREVER



E. THIS IS TOO SOLID TO BE TAKEN APART

F. EVEN IF THIS COULD BE TAKEN APART (ERASED) IT 

WOULD NOT MAKE ANY DIFFERENCE ANYWAY

G. EVEN IF YOU COULD TAKE THIS ALL APART, YOU 

WOULDN'T WANT TO

H. IF YOU DID TAKE THIS ALL APART, YOU WOULD 

SUFFER A LOSS AND BE SORRY THAT YOU HAD DONE IT







... Section s.107 - Confusion Entity





107a. SPLIT MYSELF AND OTHERS INTO CONFUSION 

ENTITIES FOREVER.



107b. PROGRAM MYSELF AND OTHERS TO BE THE 

CONFUSION ENTITY AND KEEP MYSELF CONFUSED 

FOREVER.





TO (goal) INFINITELY IS TO BE THE CONFUSION ENTITY 

AND CONFUSE .... FOREVER  (? SO CONFUSE .... THAT THEY 

CAN NEVER BE SORTED OUT FOREVER)



A. TRUTH WITH FALSEHOOD

B. REALITY WITH UNREALITY

C. MYSELF WITH OTHERS

D. PAST WITH PRESENT

E. TIME WITH SPACE

F. MATTER WITH ENERGY

G. IDENTITY WITH LOCATION

H. IMPACT WITH ENLIGHTENMENT







... Section s.108 - Terror (fear) entity





108a. SPLIT MYSELF AND OTHERS INTO TERROR ENTITIES 

FOREVER.



108b. PROGRAM MYSELF AND OTHERS TO BE THE TERROR 

ENTITY AND TERRIFY MYSELF FOREVER.





TO (goal) INFINITELY IS TO BE THE TERROR ENTITY AND 

....



A. MOCKUP MONSTERS AND DEMONS FOREVER

B. TERRORIZE MYSELF FOREVER.



MAKE MYSELF AFRAID TO .... FOREVER



C. FIND OUT THE TRUTH

D. SEE ENTITIES

E. SEE ANY DISCREPANCY IN REALITY

F. SEE ANY VIOLATION OF REALITY

G. REMEMBER ANYTHING BEFORE THIS UNIVERSE

H. DISCOVER ANY PART OF THESE MECHANISMS









... Section s.109 - Delusion entity





109a. SPLIT MYSELF AND OTHERS INTO DELUSION 

ENTITIES FOREVER.



109b. PROGRAM MYSELF AND OTHERS TO BE THE 

DELUSION ENTITY AND CREATE DELUSIONS FOR MYSELF 

FOREVER.





TO (goal) INFINITELY IS TO BE THE DELUSION ENTITY 

AND ...



A. DELUDE MYSELF AS TO THE TRUE NATURE OF REALITY 

FOREVER.

B. CREATE FALSE REALITIES FOR MYSELF FOREVER.

C. DUB IN FALSE PERCEPTIONS FOREVER.

D. DUB IN MISCONCEPTIONS ABOUT REALITY FOREVER.

E. DUB IN INCORRECT CONCLUSIONS FOREVER.

F. DUB IN WRONG REASONS WHY FOREVER.

G. CONVINCE MYSELF THAT ENTITIES ARE DELUSIONS 

FOREVER.

H CONVINCE MYSELF THAT PERCEPTIONS OF THE REAL 

NATURE OF REALITY ARE DELUSIONS FOREVER.







... Section s.110 - Degrader





110a. SPLIT MYSELF AND OTHERS INTO DEGRADERS 

FOREVER



110b. PROGRAM MYSELF AND OTHERS TO BE THE 

DEGRADER AND DEGRADE MYSELF FOREVER.





TO (goal) INFINITELY IS TO BE THE DEGRADER AND 

INSPIRE MYSELF TO BE .... FOREVER



A. GREEDY

B. LUSTFUL

C. CRUEL

D. DISHONEST

E. LAZY

F. VISCOUS (NASTY)

G. SELFISH

H. VENGEFUL







... Section s.111 - Tempter





101a. SPLIT MYSELF AND OTHERS INTO



101b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??





... Section s.112 - Demon (devil)





101a. SPLIT MYSELF AND OTHERS INTO DEMONS FOREVER



101b. PROGRAM MYSELF AND OTHERS TO BE THE DEMON 

AND MAKE TROUBLE FOR MYSELF FOREVER.

 (entrap myself forever?)





TO (goal) INFINITELY IS TO BE THE DEMON AND CREATE 

.... FOR MYSELF FOREVER.



A. PROBLEMS

B. DIFFICULTIES

C. UPSETS

D. LOSSES

E. GUILT

F. PENALTIES

G. TRAPS

H. DECLINING SPIRALS





Devil ?? 

INSPIRE MYSELF TOWARDS EVIL WITHIN THE PHYSICAL 

UNIVERSE FOREVER



MAKE TROUBLE BETWEEN MYSELF AND... FOREVER



A. OTHERS

B. SOCIETY

C. GOD

D. MEST





¯------------------





GROUP 15: FINAL STRUCTURE





... Section s.113 - Inner Guard





113a. SPLIT MYSELF AND OTHERS INTO INNER GUARDS FOREVER.



113b. PROGRAM MYSELF AND OTHERS TO BE THE INNER 

GUARD AND STOP MYSELF FROM KNOWING ABOUT 

MYSELF FOREVER.





TO (goal) INFINITELY IS TO BE THE INNER GUARD AND 

MAKE MYSELF AFRAID TO ... FOREVER.



A. SEE MYSELF

B. FIND OUT WHERE I REALLY AM

C. FIND OUT WHO I REALLY AM

D. FIND OUT WHAT I REALLY AM

E. FIND OUT WHEN I REALLY AM

F. FIND OUT MY TRUE NATURE

G. FIND OUT MY TRUE ORIGINS

H. LOOK INWARD







... Section s.114 - Dramatizer



(note - previously had #6 - separators, here)





101a. SPLIT MYSELF AND OTHERS INTO



101b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??





... Section s.115 - Perpetuator





101a. SPLIT MYSELF AND OTHERS INTO



101b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??





.. Section s.116 - Corrective entities



116a. SPLIT MYSELF AND OTHERS INTO CORRECTIVE 

MACHINERY FOREVER.

116b. PROGRAM MYSELF AND OTHERS TO BE THE 

CORRECTIVE MACHINE AND KEEP THIS ALL WORKING 

FOREVER.





TO (goal) INFINITELY IS TO BE THE CORRECTIVE ENTITY 

AND:



A. REMEDY ANY DISCREPANCIES IN REALITY FOREVER.

B. ALTER PERCEPTIONS TO KEEP REALITY CONSISTENT 

AND HIDE ANY DISCREPANCIES  FOREVER.

C. ALTER MEMORY TO KEEP REALITY CONSISTENT AND 

HIDE ANY DISCREPANCIES FOREVER.

D. MAKE MYSELF AND OTHERS SPLIT TO REPLACE ANY 

ENTITIES THAT BLOW FOREVER.

E. USE THE RESOURCES OF ALL THESE OTHERS TO 

REPROGRAM ANY PART OF THIS IMPLANT THAT FAILS 

FOREVER.

F. CONVINCE MYSELF AND OTHERS TO OBEY THIS 

IMPLANT FOREVER.

G. USE THE RESOURCES OF ALL THESE OTHERS TO KEEP 

THIS CONTINUOUSLY CREATED FOREVER.

H. REPORT ALL INFRACTIONS TO THE OVERSOULS 

FOREVER.







... Section s.117 - Splitter





101a. SPLIT MYSELF AND OTHERS INTO



101b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??





..  Section S.118 - Implanter



118a. SPLIT MYSELF AND OTHERS INTO IMPLANTERS 

FOREVER.

118b. PROGRAM MYSELF AND OTHERS TO BE THE 

IMPLANTER AND IMPLANT MYSELF AS AN INDIVIDUAL 

WITH ORDERS FOREVER.





TO (goal) INFINITELY IS TO BE THE IMPLANTER AND 

IMPLANT MYSELF (WITH ORDERS) TO ... FOREVER.



A. BELIEVE IN REALITY.

B. AGREE WITH REALITY.

C. BE THE EFFECT OF (affected by) REALITY.

D. BE LOCATED WITHIN REALITY (the physical universe) 

FOREVER.

E. BELIEVE THAT THE PHYSICAL UNIVERSE IS LARGER 

(greater) THAN I AM FOREVER.

F. BELIEVE THAT THE PHYSICAL UNIVERSE IS MORE 

IMPORTANT THAN I AM FOREVER.

G. BELIEVE THAT THE PHYSICAL UNIVERSE IS MORE 

POWERFUL THAN I AM FOREVER.

H. BELIEVE THAT THE PHYSICAL UNIVERSE IS MORE 

ENDURING THAN I AM FOREVER.







... Section s.119 - Keeper





101a. SPLIT MYSELF AND OTHERS INTO



101b. PROGRAM MYSELF AND OTHERS TO BE THE





TO (goal) INFINITELY IS TO BE THE 





??





... Section s.120 - Unifier (Joiner)





120a. SPLIT MYSELF AND OTHERS INTO UNIFIERS 

FOREVER



120b. PROGRAM MYSELF AND OTHERS TO BE THE UNIFIER 

AND MAKE EVERYTHING ONE FOREVER





TO (goal) INFINITELY IS TO BE THE UNIFIER AND BE ONE 

... FOREVER



A. INFINITY

B. ALL THESE ENTITIES

C. THE PHYSICAL UNIVERSE

D. ALL LIFEFORMS

E. ALL SOCIETIES

F. ALL OTHER INDIVIDUALS

G. BODIES

H. THE ITEMS OF THIS IMPLANT







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





             GROUP 16: MIND BLOCKAGE





... Section S.121 - Restimulators



121a. SPLIT MYSELF AND OTHERS INTO RESTIMULATORS 

FOREVER.

121b. PROGRAM MYSELF AND OTHERS TO BE THE 

RESTIMULATOR AND KEEP THIS IN RESTIMULATION 

FOREVER





TO (goal) INFINITELY IS TO BE THE RESTIMULATOR AND:





A. CREATE THIS IMPLANT CONTINUOUSLY FOREVER.

B. FORCE MYSELF AND OTHERS TO CROSS COPY 

INFINITELY, FOREVER.

C. FORCE MYSELF AND OTHERS TO DIVIDE INFINITELY 

FOREVER.

D. FORCE MYSELF AND OTHERS DRAMATIZE THIS 

FOREVER.

E. REPEAT THE ITEMS OF THIS IMPLANT FOREVER.

F. FORCE MYSELF AND OTHERS TO REMAIN THE EFFECT 

OF THIS FOREVER.

G. KEEP THIS IMPLANT SOLID FOREVER.

H. RECREATE THE IMPACT OF THIS INCIDENT FOREVER.







... Section s.122 - Invalidator





122a. SPLIT MYSELF AND OTHERS INTO INVALIDATORS 

FOREVER



122b. PROGRAM MYSELF AND OTHERS TO BE THE 

INVALIDATOR AND INVALIDATE ANY AWARENESS OF 

THIS IMPLANT FOREVER





TO (goal) INFINITELY IS TO BE THE INVALIDATOR AND 

INVALIDATE ANY ... OF THIS IMPLANT FOREVER



A. AWARENESS

B. KNOWLEDGE

C. REMEMBRANCE

D. UNDERSTANDING

E. ERASURE OF

F. FREEDOM FROM

G. COMMAND OVER

H. MASTERY OF









... Section S.123 - Misdirectors



123a. SPLIT MYSELF AND OTHERS INTO MISDIRECTORS, 

FOREVER.

123b. PROGRAM MYSELF AND OTHERS TO BE THE 

MISDIRECTOR AND MISLEAD ANYONE WHO ATTEMPTS TO 

DISCOVER THIS FOREVER.





TO (goal) INFINITELY IS TO BE THE MISDIRECTOR AND:







A. SUBSTITUTE WRONG DATES CONCERNING THE WHOLE 

TRACK, FOREVER.

B. MAKE MYSELF AND OTHERS CONFUSE THE CORRECT 

SEQUENCE OF EVENTS, FOREVER.

C. MANUFACTURE FALSE DATA, FOREVER.

D. MAKE MYSELF AND OTHERS MIX UP LOCATIONS 

FOREVER.

E. MAKE MYSELF AND OTHERS DUB IN IMAGINARY 

INCIDENTS, FOREVER.

F. MISLEAD MYSELF AND OTHERS FOREVER.

G. DIRECT ATTENTION AWAY FROM THIS INCIDENT, 

FOREVER.

H. PREVENT THE TRUTH FROM BEING DISCOVERED, 

FOREVER.







..  Section S.124 - Denyers



124a. SPLIT MYSELF AND OTHERS INTO DENYERS 

FOREVER.

124b. PROGRAM MYSELF AND OTHERS TO BE THE DENIER 

AND DENY THE EXISTENCE OF THIS FOREVER.





TO (goal) INFINITELY IS TO BECOME THE DENIER AND:



A. INSIST THAT ENTITIES DO NOT EXIST, FOREVER.

B. INSIST THAT INFINITY DOES NOT EXIST FOREVER.

C. DENY THAT ANY OF THIS IS REAL, FOREVER.

D. DENY THAT THIS EVER HAPPENED, FOREVER.

E. INVALIDATE THE REALITY OF ANY NON-PHYSICAL 

UNIVERSE MOCKUP, FOREVER.

F. INSIST THAT THE PHYSICAL UNIVERSE IS THE ONLY 

REALITY, FOREVER.

G. COMPEL MYSELF AND OTHERS TO DISBELIEVE IN THE 

EXISTENCE OF THIS IMPLANT FOREVER.

H. COMPEL MYSELF AND OTHERS TO DISBELIEVE IN THE 

EXISTENCE OF THE INFINITE (terminal) FOREVER.





... Section S.125 - Suppressors



125a. SPLIT MYSELF AND OTHERS INTO SUPPRESSORS 

FOREVER.

125b. PROGRAM MYSELF AND OTHERS TO BE THE 

SUPPRESSOR AND KEEP THIS HIDDEN FOREVER.





TO (goal) INFINITELY IS TO BE THE SUPPRESSOR AND:



KEEP MYSELF FROM .... THIS FOREVER.



A. SPOTTING

B. KNOWING ABOUT

C. PERCEIVING

D. COMMUNICATING ABOUT

E. THINKING ABOUT





F. KEEP THIS FROM REGISTERING ON ANY DETECTION 

DEVICES, FOREVER.

G. STOP THIS FROM BEING DISCOVERED, FOREVER.

H. USE THE RESOURCES OF ALL THESE OTHER ENTITIES 

TO BLOCK ALL KNOWLEDGE OF THIS, FOREVER.





Note, early detection devices were things like crystal balls (which 

really worked in the magic universe) and might be used to assess 

for implanted compulsions etc.





... Section S.126 - Holders



126a. SPLIT MYSELF AND OTHERS INTO HOLDERS FOREVER.

126b. PROGRAM MYSELF AND OTHERS TO BE THE HOLDER 

AND HOLD EVERYONE TOGETHER FOREVER.





TO (goal) INFINITELY IS TO BE THE HOLDER AND:





A. MAKE EVERYONE ALL ONE, FOREVER

B. JOIN EVERYONE TOGETHER FOREVER.

C. HOLD EVERYONE IN A SINGLE REALITY, FOREVER.

D. COMBINE EVERYONE INTO A SINGLE BEING FOREVER.

E. MAKE EVERYONE HOLD ONTO EACH OTHER FOREVER.

F. HOLD MYSELF AND OTHERS IN AGREEMENT TOGETHER 

FOREVER.

G. HOLD ONTO ALL THESE BEINGS FOREVER.

H. KEEP ANYONE FROM LEAVING, FOREVER.







... Section S.127 - Guardians





127a. SPLIT MYSELF AND OTHERS INTO GUARDIANS 

FOREVER.

127b. PROGRAM MYSELF AND OTHERS TO BE THE 

GUARDIAN AND PROTECT THIS IMPLANT (FROM BEING 

VIEWED), FOREVER.





TO (goal) INFINITELY IS TO BE THE GUARDIAN AND 

PREVENT MYSELF AND OTHERS FROM:



a. VIOLATING THE RULES OF THE PHYSICAL UNIVERSE FOREVER.

b. MOVING OUT OF THE PHYSICAL UNIVERSE FOREVER.

c. MODIFYING REALITY FOREVER.

d. FINDING OUT THE TRUTH ABOUT REALITY FOREVER.

e. CHANGING THE NATURE OF REALITY, FOREVER.

f. DISAGREEING WITH REALITY FOREVER.

g. KNOWING THAT I AM DOING THESE THINGS, FOREVER.

h. REMEMBERING THIS IMPLANT, FOREVER.







... Section S.128 - Oversouls



128a SPLIT MYSELF AND OTHERS INTO OVERSOULS 

FOREVER.

128b. PROGRAM MYSELF AND OTHERS TO BE THE 

OVERSOUL AND ORGANIZE ALL THESE OTHERS FOREVER.



TO (goal) INFINITELY IS TO BE THE OVERSOUL AND:



a. MANAGE THIS FOREVER.

b. SEE THAT THIS IS REPAIRED FOREVER.

c. CO-ORDINATE ALL THESE OTHERS FOREVER.

d. ORGANIZE MYSELF AND ALL THESE OTHERS FOREVER

e. CONTROL MYSELF AND ALL THESE OTHERS FOREVER

f. KEEP MYSELF AND ALL THESE OTHERS DIVIDED 

FOREVER

g. LIE ABOUT THIS TO MYSELF AND ALL THESE OTHERS 

FOREVER.

h. KEEP MYSELF AND ALL THESE OTHERS ENTRAPPED 

FOREVER.







(block any attempt to unmock this forever?).





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





?other types?



Problem Maker

Misleader (guide my individual self deeper into mest forever, 

keep myself in agreement, more confused, and solid etc.)



higher self:

 D. KEEP THIS ALL WORKING FOREVER

 E. KEEP THIS ALL IN MOTION FOREVER

 F. NEVER LET MY LOWER SELF KNOW WHAT I'M DOING FOREVER

 G. RULE OVER ALL THESE OTHERS FOREVER

 H. ENJOY DOING THIS, FOREVER



make this all happen forever

remain in agreement with this implant forever

enjoy being here forever

never think about being here forever



Convincer - convince myself that I need this, make self dependent 

on this, etc.



karma? - balancer? - equalizer - tabulator?





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



18. Section 7 - Final Items





TO (goal)  INFINITELY IS TO BE ALL THESE THINGS AND:



A. BLOCK ALL AWARENESS OF THESE ORDERS FOREVER.

B. BLOCK ALL KNOWLEDGE OF INFINITY FOREVER.

C. BLOC ALL REMEMBRANCE OF THIS, FOREVER.

D. BLOCK ALL KNOWLEDGE OF THESE ENTITIES FOREVER.

E. KEEP MYSELF AND OTHERS UNKNOWING FOREVER

F. KEEP MYSELF AND OTHERS ASLEEP FOREVER

G. KEEP MYSELF AND OTHERS UNCONSCIOUS FOREVER

H. KEEP MYSELF AND OTHERS DEAD FOREVER.





19. FINAL PROCESSING STEPS



Use this as a group process on any individuals remaining after 

completing the platen.



a. Mockup doing and not doing these things repetitively to EP.

b. Spot being programmed into being these things.  Spot the first 

time.  Spot programming others.  Spot others programming others.

c. Spot being made to split, first, others, others to others.

d. Spot being implanted with false data, first time, others, others to 

others.

e. Spot being made to divide out to infinity, first time, others, 

others to others.

f. Spot being made into the infinite (terminal), first, others, others 

to others.

g. Decide to be and not be the infinite (terminal) repetitively to EP.

h. Mockup and unmock the infinite (terminal) until you're cause over it.

i. Spot the first item of platen 2.  Spot it as false data.

j. Spot native state for the goal and being pushed into it, pushing 

others, and others pushing others.

k. Ask them Can You Create (Nots), you should get a read and/or 

a yes answer.  If not, have them mock up and throw away a few 

objects and then ask again.

l. Are you free of this? (if not, find out why - unflat item etc.).

m. Who are you?



Then check if anything remains to be handled or anyone didn't 

blow etc.



Others, from other goals, may try and copy and replace this.  If 

something is lingering but nothing wrong, check for and indicate 

copy/replace.



Then run platen 1 to erasure (may happen after a small number 

of items).

   



.. Crossover Erasure





For inverted goals, the following steps can be done:



1. spot native state for the positive goal.



2. spot that the positive goal erased and rehab it.



3. For the positive goal items at the beginning of the Xover platen, 

spot that the item once had charge and acted as false data which 

drove you into the negative goal.  These items tend to erase 

instantly (because the positive goal is already erased) but the 

invalid of running another item on the positive goal sometimes puts 

the goal back (on a cross-copy replace) which will dirty the 

needle.  If this happens, spot that the goal already erased and is 

being put back (rehab the erasure if needed).  There is a slight 

tendency to put the goal back because you haven't run the middle 

section of the implant, but there is no real charge on it, just 

considerations (it will be scanned out later) so rehab erasure 

when needed.  There are only 4 of these items so just get through 

them, you erasing the context of the inversion.



4. the remaining Xover items do not use the positive goal and 

erase normally.  Items 5 and 6 are goal-less groupers and you 

need to keep your attention on the specific pair of goals your 

running and erase the specific crossover - i.e. spot the specific 

hatred for the goal being run etc. and erase it by spotting it 

repetitively.  Don't check these 2 items for erasure, check the 

specific hatred and "chose a new goal" items (spot that it really 

wasn't your free choice, just an implant order) or check if they 

"erased for this goal".  Here your trying to avoid the problem 

created by the fact that this pair of items is identical in every goal.  

If necessary, spot these items as groupers which stir up other 

goals.



5. Rehab the erasure of the top goal and confirm the erasure of 

the positive-negative goal package.  On erasure, you should see 

with reality and certainty that the negative goal is simply a get 

even/service fac type activity against the original implanting of 

the positive goal.

 



------- end -------



�



 



SCIO010. MISCELLANEOUS NOTES

   A hodge-podge of other stuff, some of it highly speculative.



  #10A:

    1. ORDER AND CHAOS

    2. THE MOST BASIC GOALS

    3. FASTER THAN LIGHT TRAVEL

    4. LOSS AND EMOTION

    5. THE CHAKRAS

    6. THE UNIVERSE MACHINES

    7. THEORY OF UNIFIED STRUCTURE

  --------

  #10B

    8.  THE BETWEEN LIVES IMPLANTS

    9.  TEACHING YOURSELF LESSONS

    10. THE GAMES TONE SCALE

    11. HOME UNIVERSE VALENCE GAME:  TERMINALS

    12. THEORY OF RESET TIME

    13. RESEARCHING PAST LIVES

  --------

  #10C

    14. MISCELLANEOUS NOTES

  --------

  #10D

    15. SOME MORE TECHNIQUES FROM EASTERN PRACTICES

    16. THE PROTECT BUTTON

    17. HAVINGNESS GOALS

    18. ELECTIONS

    19. COMPUTERS

    20. ETHICS AND MORALITY

    21. POSTULATES

    22. AFTERWORD
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